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La Bataille de les Quatre Bras

Avesnes, June 14, 1815
To the army --

Soldiers, today is the anniversary of Marengo
and Friedland, which on two occasions de-
cided the fate of Europe. Then, as after Austerlitz
and Wagram, we were too generous. We believed
the promises and protestations of these princes
and allowed them to remain on their thrones!
Today, however, they have united against us
and are viciously threatening the indepen-
dence and sacred rights of France. They have
begun a most unjust aggression. Therefore
we march to meet them: and ave we, after
all, of their calibre? Soldiers, at Jena you
were one against three of these same Prussians
who are today so arrogant; at Montmirail
you were one against six....

The Madmen! A moment of prosperity
blinds them. But it is beyond their power to
oppress and humiliate the French people. If
they set foot on France, they will find their
tombl Let those among you who were pris-
oners of the English tell you of their experi-

ences on English ships and of their horrible
suffering!

Soldiers, we shall have to make forced marches,
fight battles, and face many perils; but, with
perserverence, victory will be ours; and we
shall reconquer the rights, honor, and happi-
ness of the Fatherland.

For all Frenchmen of courage, the moment
has come to conquer or diel

-- Napoleon

La Bataille de les Quatre Bras is the sec-
ond of three boxed sets detailling the cli-
mactic moments of Napoleon's last 100 days
as Emperor of the French.

Marshal Ney, entrusted with the left wing of
L'Armee, sweeps across the Belgian frontier.
As Napoleon probes an indeterminate force
of Prussians massing on the banks of the Ligny
Creek, he orders Ney to continue the drive
up the Brussels road and seize the important
crossroads at Quatre-Bras. They know full

well that possibly, somewhere among the tall
comn and light woods ahead, awaits the Duke
of Wellington at the head of nearly 100 thousand
English and Allied troops.

La Bataille de les Quatre Bras reproduces
this fateful encounter on one 34x22" period
map and nearly 600 unit counters (including
every Anglo/Allied unit found at Waterloo
two days later). Also included are the new
3rd edition standard rules, charis, tables,
organization displays, and historical commentary.
La Bataille de les Quatre Bras is fully com-
patible with La Bataille de Ligny, and when
played together they form the grandest simulation
ever presented for the 19th Century enthusi-
ast.

As tradition demands, La Bataille de les Quatre
Bras will provide you with all the colour,
excitement and authenticity your glory de-
mands of the Napoleonic batilefield. Your
baton awaits you on this field of honour...

Vive L'Empereur!

By design, games as grand as the age they portray.

$38.%

Clash of Arms Games
BOX 668 KING OF PRUSSIA, PA 19406

Pa. Residents add 6% Sales Tax, Overseas: 20% Surface/40% Air
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The wargaming event of 1991 has to be the
ORIGINS show. Though I wasn’t able to attend
this year, all the reports of the show indicate it
was a vast improvement over last year’s show.
Much of the credit must be chalked up to the
GEMCO organization headed up by Wes Coates
and Howard Barasch. Good show to all the
ORIGINS 91 staff!

Here at Fire & Movement, we're working to
implement some minor changes as suggested by
the feedback response and our ORIGINS semi-
nar. We’re working to improve the proofreading
by purchasing an improved spelling and
grammar checker and hiring an on-site proof-
reader to triple-check our articles. We're also
working to provide captions for pictures and
illustrations and insuring we get all the hard data
for a summary box for each review. Finally,
we’ve centralized the article assignments with
Christopher to better coordinate the assignments
between the magazines.

This issue we have GMT’s Hornet Leader as
our feature review by Rick Swan. Other
wargames profiled in this issue are GR/D’s
Balkan Front, AH’s Code of Bushido,
Omega’s Carrier War, and a Classic Review of
SPI’s American Revolution. A reporton ORI-
GINS ‘91 and the return of The Gauntlet round
out this issue.

Fire & Movement #76 will feature GDW’s Tet
Offensive along with profiles of Republic of
Rome and Campaigns of Marlborough. Also
featured is the last installment of the WW2
Anthology along with a preview of the games to
be covered in the American Civil War Anthol-
ogy.

From the Oopps Department

The front cover of Fire & Movement #74 and the
game components illustrated within the lead
article on Air Bridge to Victory are Copyright
©RBM Graphics+Design Studio. Our apologies
to Mr. MacGowan for not including the copy-
right with the artwork.

TABLE 1
#72 Article Rating
Firing Line (Editorial) 6.05
Battlefield: Europe (Close-Up) 6.79

Battlefield: Europe (Designer’s Notes) 6.26

Modern Naval Battles 3 (Profile) 6.28
MNB 3 (Designer’s Notes: Emrich)  6.39
MNB 3 (Designer’s Notes: Verssen)  6.35
1990: Year in Review 7.95
King of Kings (Profile) 6.63
WW?2 Anthology 7.20
Patton vs. Rommel (Computer) 6.00
Gauntlet (Opinion) 6.67
Media Notes 6.71
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Crossfire (Letters to the Editor) 7.36
Issue Overall 6.91

Also, there was a slight error in the Napoleon's
Battles review in F&M #74. The designer of
record for Sword and the Flame is Larry Brom.
Craig Taylor is listed as the rules editor. Our
apologies to both gentlemen.

Feedback Results

Fire & Movement #72 feedback closed out
poorly with 23 responses, but #73 has 59 re-
sponses at this point, so theresponserateisreally
looking up. We made the cut, so the feedback
page lives on! Let’s see if we can make 60
responses for #74. We really, really (really,
really!) encouragereaders to send their feedback
in when they are renewing. This would give at
least one feedback per year and would give us a
representative sample over a year’s time of all
subscribers.

The special double issue WW2 Anthology con-
tinues to be a source of mystery. Onthe one hand
respondents are giving it very highratings (7.7 in
#72 and 6.5 in#73) in terms of interest in seeing
it, but on the other hand a little under half of
respondents are saying they they want the option
to not receive it. This appears to be rather
contradictory. Further analysis of situation sug-
gests those in favor of the issue are highly so,
while those who would want an option are more
neutral (there are even two respondents who
rated the idea a“‘0” but did not want the option to
forgo the special issue!). In the interest of
clarification, we are bringing the Special Issue
WW2 Anthology question to a yes or no vote in
this issue and the next. My impression from
feedback comments is thatmore people want the
special WW2 Anthology issue and like the serial
and later special issue method best. Looking at
the votes for the various presentation methods
for the Civil War Anthology seems to confirm
this where the votes were: 31% Serial Only, 18%
Special Issue Only, and 51% Both Serial and
Special Issue.

If you’re interested and have access to a great
many of the Civil War period wargames, please
write and let us know. We are in the process of
generating a complete list of Civil War games to
be published in #76 for reader review. More
writers would be helpful especially with the

relatively obscure titles. ®
TABLE 2

#73 Article Rating
Firing Line (Editorial) 534
Carrier (Close-Up) 7.23
Carrier (Example of Play) 6.45
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Issue Overall 6.77
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by Rick Swan

Here’s a great idea—how about a company
that publishes nothing but solitaire games? It
makes good business sense. Solitaire games
are enthusiastically received by the gaming
community, they’re played consistantly and
often, they sell well (as far as I know), and
most multi-player games are played solo
anyway. There’s got to be a sizeable audience
ripe and ready for a steady supply of solo
games, like maybe a Strategy & Tactics
subscription service exclusively devoted to
solitaire afficionados, which includes every
wargamer I know and, I suspect, most Fire &
Movement readers.

Of course, there’s a flaw in this otherwise
terrific idea, and I suspect it’s a fatal one. As
fun as they are to play, good solitaire games
are a designer’s nightmare, often more
difficult to design than multi-player games of
comparable complexity. Not only does the
solitaire designer face the same problems of
balance, accuracy, and playability as the
multi-player designer, he must also contend
with the creation of a Simulated Opponent, an
“artificial intelligence” of sorts formidable
enough to challenge a skilled human player
and versatile enough to hold up under
repeated playings. This, needless to say, is not
easy. Designing a merely okay solitaire game
is as hard as designing an excellent
multi-player game; designing an excellent
solo game is as tough as a mutli-player
masterpiece. (Solitaire games are the second
most difficult type of product to design, the
first being introductory multi-player games
that can be enjoyed by both novices and
veterans. The easiest design assignments are
monster games of enormous complexity—all
you have to do is keep typing until you ‘ve got
a rule for every contingency.)

This is all the more reason to sit up and take
notice when a solitaire designer comes up
with an ace, such as Dan Verssen’s classy
Hornet Leader. It’s published by the feisty
GMT Games, who got off to an excellent start
with last year’s Silver Bayonet and is

quickly becoming the company-of-choice for
the hardcore wargamer who lacks the patience

HORNET LEADER

Remave
Targets:

_ Success
Draw
Failure
Complete Failure

: TARGET 14
Atomic Facility

Mountain
Appro

L

Hornets may not enter...
Approach(es) Affected

2 [ Worth = o

9-10| Roll two Approaches, re-
roll 9s, 10s, and duplicates

All game components and rules illustrations represented in this article
are copyright © RBM Graphics+Design Studio.
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Campaign Card (See 2.31)
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to hack through the novel length rules from publishers whose
products tend to suffer from a bad case of the bloats (not to
mention any names, but let’s say that making it all the way
through certain rule books consistutes a “victory” in itself).
While Hornet Leader doesn’t scale the heights of RAF
(West End Games, 1986), it’s the most playable and just
plain fun solitare game of the last several years.

Hornet Leader’s obvious antecedent is B-17, Queen of the
Skies (The Avalon Hill Game Company, 1983). In both
games, the player controls a plane (or for Hornet Leader, a
bunch of planes), is assigned a mission in hostile territory,
makes decisions regarding crew and equipment allocations,
then attempts to complete the mission while dealing with
enemy aircraft and other assorted complications. Though the
settings are different—B-17 takes place in World War II,
while Hornet Leader is strictly contemporary, with mis-
sions in Central America and the Middle East, including a
Desert Storm scenario for good measure—the targets and
missions in both games are quite abstract, not much more
than statistics and illustrations, the board game equivalent of
ducks in a shooting gallery. Both are historical simulations
in the most general sense.

In all other aspects, Hornet Leader leaves B-17 in the dust.
Its modern weapons are much more fun to work with, its
game systems are decidely more satisfying, and its graphics
are to B-17’s as Cinemascope is to Super-8. Because of a
clever integration of cards, charts, and counters, Hornet
Leader avoids the inevitable tedium of B-17, shifting the
focus from endless die rolling and chart checking to strategic
decision-making.

All solitaire games must have a randomizing system to
generate the Simulated Opponent’s “strategy.” B-17 uses
charts and tables, Ambush (Victory Games, 1983) uses
paragraphs, and Hornet Leader uses a card-driven system
similar to that of RAF; random draws from various decks of
cards determine target details, defensive information, enemy
forces, and so on. Here, however, Hornet Leader suffers in
comparison, as it lacks the sophistication of RAF, particu-
larly the almost supernatural strategy generated by RAF’s
Simulated Opponnent. Hornet Leader’s Simulated Oppo-
nent is essentially a series of randomly generated obstacles.

Logical, challenging, and elegant though it may be, Hornet
Leader’s Simulated Opponent feels like a series of puzzies,
rather than an active enemy capable of responding to a
human player’s actions. Granted, that’s an awful lot to ask of
a solitaire game, but RAF pulled it off (and to a lesser
extent, so did Ambush), and unfortunately for solitaire
designers, the standard has been set.

This doesn’t take a thing away from Hornet Leader—it’s
still impressively conceived and thoroughly entertaining—
but I suspect that players expecting another RAF will be
disappointed, dismissing Hornet Leader as interesting but
trivial. They risk missing out on a terrific product. It’s no
crime that Hornet Leader’s ambitions are more modest than
RAF’s; the execution of those ambitions is outstanding, and
that is what counts.




The Empty Helmet

Hornet Leader’s components are flat-out gorgeous, but you’d
never know it from the dismal box. Ordinarily, this wouldn’t
bother me—besides retailers, who cares, really, about the cover
art?—but I’d think twice about buying a copy if all I had to go
on was the cover, and it’d be a shame if it scared away poten-
tial customers. So don’t be put off by the cover, though the
layout is static and dull, and the photo of the Hornet pilot is so
dark that the helmet might as well be empty. If the box limits
the game’s sales, the GMT boys have no one but themselves 1o
blame, because they had a striking cover right in front of them,
namely, the Desert Storm Mission Display sheet included in
the box (full color, compelling graphics, neat design). And if
they felt the Desert Storm sheet might have been misleading
(the game doesn’t exactly focus on Desert Storm, though it’s
probably the scenario that’ll get the most play), they could’ve
used a reduction of the main display sheet, a sampling of the
playing cards, a picture of the designer, anything but that
crummy photo of the empty headed pilot.

Once past the cover and inside the box, you’ll discover a truly
beautiful set of components; Ican’t think of a game with better
color and layout than Hornet Leader. Rodger MacGowan has
exceeded his high standards; this is art by any definition. The
Mission Displays (which pass for maps in Hornet Leader;
they include various tables and charts with tactical displays)
are stunningly rendered, packing an enormous amount of
information in a small space, uncluttered and exquisitely
colored. The counters feature detailed sketches of the weapons
they represent (such as Sidwinders, Mk 82s, and HARMs),
which are attractive and easy to read .

Best of all are the playing cards. They’re breathtaking, suitable
for framing, almost too good to use. For starters, the colors are
brilliant— rich hues of green, blue, yellow, oranges, and red,
chosen with an artist’s eye, complement each other to perfec-
tion. And what detail! The Target cards, to pick a random
example, feature full color aerial views of mission targets
sketched in three dimensions. On the Convoy Target card, you
see two gray trailer trucks and a pair of tanks traveling on a
brown dirt road that winds through a field of green; the Capital
Strike card features a miniature city. Beneath the bright blue
title of each Target card are four boxes containing statistical
information; the MiG Activity box, for instance, shows outlines
of enemy planes against a bright red sky. The Mediterranean
World War I card (from the Campaign Card deck), includes a
mini-map of the Mediterranean, with key countries clearly
labled, the Priority Mission card (from the Special Conditions
deck) features a clock-face (complete with sweeping second
hand) and some official looking documents, and the Quick Hop
card (from the Mission Events deck) shows a cup of coffee.
None of these touches, which abound in the cards, are neces-
sary for play, but they add enormously to the aesthetic experi-
ence. As fine as the cards were in Modern Naval Battles
(3W.Inc., 1989), Hornet Leader puts them to shame. If there’s
any justice in this industry, MacGowan ought walk away with
every graphics award on the planet next time around.

One quibble with the components, minor but nonetheless
annyoying. Two log sheets are included (a Pilot Experience log

and Mission log) to

help you keepbtrack of Sequence of Play
your success, but H

they’ve got to be Ou"me
photocopied. Photo- Mission Briefing

copying is a pain in the Pre-Flight

neck—not everybody In-Flight

has easy access to a Attack Resolution

¢ Homet Movement
e Air Combat

¢« HARM Attacks

e SAM Attacks

machine, you know—
and technically, this
requirement means the
game is incomplete. I

wish GMT had kicked o AAA Attacks
the price up a few ® Air-to-Ground Attacks
bucks and put a pad of Post Target/Mission Results

sheets in the box. After

all, Avalon Hill found
room in the budget to add a pad to B-17.

GMT continues to work on the quality of their rulebooks, and
the effort shows. This one is tightly written with plenty of
examples, the right amount of detail, and some appreciated
extras, such as a detailed list of cards and a chatty section of
Designer’s Notes. There are still a few editorial problems,
among them stilted phrasing (“The objective is to go out and
destroy enemy ground targets”), awkward organization (some
concepts, such as “area,” aren’t clearly defined, and explana-
tion of pilot statistics should’ve been included up front) and
layout glitches (only some of the counter definitions are
accompanied by illustrations, and the line “Continued on Back
Cover” shows up in the middle of a paragraph), but these types
of problems should become less frequent as GMT becomes
more experienced.

Though the rulebook is 20 pages long, only about 16 of them
are devoted to rules, which is okay. What’s not okay is leaving
two of them empty (actually, they’re filled with pictures of the
pilot cards, which amounts to the same thing). Why not use the
space for variants, a glossary, or more Designer’s Notes?

The Cards

Cracking Hornet Leader requires a thorough understanding of :
how the cards work, since almost every aspect of the game is
regulated by one or more of the seven decks. Let’s look at
them.

Campaign Cards. There are nine of these, which designate
the part of the world in which your missions will take place.
The choices range from the obvious (Central America and Iran)
to the exotic (the Atlantic Ocean in World War III). The card
tells the number of missions to be flown, ranging from three to
15; generally speaking, the fewer the missions, the easier the
campaign. The card also gives modifications to the enemy’s
SAM defenses and pilot ratings (Iran, Libya, and Central
America have the worst enemy defenses, the World War I1I
scenarios have the best), tells which Target Cards to remove
from the target deck (eliminating the possibility, for example,
of a major naval strike in Iran), and lists the victory point
awards. A particular campaign can be selected from the deck,
or a campaign can be drawn at random. I strongly suggest the
selection of specific campaigns, since the easy ones (Central
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America, Libya, Iran) are pretty easy and the difficult ones
(Atlantic and Mediterranean World War III, North Korea) are
borderline impossible. Start with Central America and work
your way up.

Target Cards. These cards designate specific targets
within the area shown on a Campaign card. Typical targets
include command posts, communications centers, airfields,
and atomic facilities; there are 26 in all. The cards tell how
many hits are required to destroy the target (five fora
communications center, 10 for a large airfield), what type of
MiG activity and SAM defense can be expected, and the
recommended number of Hornets needed to fly this mission.
Target cards are drawn randomly.

Mission Briefing Cards. One of the 15 Mission Briefing
cards is randomly drawn with each Target card. The Mission
Briefing card contains a number of variables that modifiy the
conditions of the mission described in the Target card.
Modifiers include the range of the target, weaponry limits for
the Hornets (expressed as Weight Points and Load Areas),
and whether the mission will be flown at night or during the
day. The card also gives the odds that your intelligence on
enemy SAMs and MiGs is accurate, and the odds that Special
Events and Mission Events will occur.

Special Conditions Cards. Before play begins, the player
rolls a 10-sided die and checks the result against the Special
Condition odds on his Mission Briefing card. If it falls within
the indicated range, one of the 15 Special Condition cards is
randomly drawn. The condition on the card will be in effect
for the duration of the mission. Typical conditions include
munition shortages (you may not be able to use the weapons
you want), F-117 Stealth Fighter support (penalizing enemy
attack rolls), and a thunderstorm over the target area (making
long distance air-to-ground attacks especially difficult).
Chances are good that a Special Condition will occur; odds
are roughly 2 out of 3. The number of favorable and unfavor-
able conditions are about the same, though it’s rare thata
condition has a profound effect on the success of a mission
one way or the other.

Mission Events Cards. There are 18 of these, and like the
Special Condition cards, they function as yet another set of

Air-to-Air Missile:

Long Range Fire Position Modifiers
g 43 Top # =i | missile is fired
= +6 Bottom # = if 2 missiles are fired
£ . . - _—
S S Dogfight F|re'l39§11101? .M()d'lfl(irs
Top #=1f | missile is fired

Bottom # =1f 2 missiles are fired

Air-to-Ground Weapon:

If fired at target in same Area as firing Hornet
If fired at target | Area away from firing Hornet
If fired at target 2 Areas away (Harpoons only)
#s represent die roll necessary to score:

1 hit/2hits/3hits

Surface-to-Air Missile (SAM)
L SAM Size: A rating of the SAM Site's size.

SAM Size Indicator: a graphic indicator of the
SAM Site's size.
_~ SAM Value: A numeric indication of the SAM
Site's strength.

Anti-Aircraft Artillery (AAA)

e AAA Attack Value

1 ‘ |
AAA Size
s ]

-2 Mi Autack Penalty vs. AAA: Apply this penalty to Hor-

T~ net attacks aimed at AAA.

Enemy MiG:

MiG Type: The type of aircraft.

MiG Detense Value: A modifier applied to Hornet
attacks against the MiG.

MiG Style Indicator: Indicates the Air Combat
Style of the MiG. (A. N. D- not shown)

MiG Air Combat Values: Rating of the MiG's Air
Combat capabilities.

Note: This is a pre-production MiG counter. The final counter will be
arranged a bit differently and Style Indicators will be added.

random events. One event may occur while your planes are

on their way to the target, and a different event may occur
while the planes are returning home. The occurance of Mission
Events is determined-in the same way as Special Conditions. In
general, the Mission Events are more colorful and dramatic
than the Special Conditions; among them are intelligence
foul-ups (which signficantly changes the enemy fighter
strength), engine failure (a random Hornet must abort the
mission ), and news coverage (CNN covers your mission,
resulting in extra victory points).

Aviator Cards. These 15 cards represent the player’s pilots.
Each has a name (Blackhawk, Mustang, Wedge), a personal
style (Aggressive, Normal, Defensive), and numerical ratings
for Air-to-Air combat, Air-to-Ground combat, and Cool. The
back of each card shows the aviator in a Shaken state, reflect-
ing the aftershocks of a previous mission, with comrespondingly
lower ratings.

Hornet Cards. These 12 cards represent the planes. They're
the least flashy of all the cards, featuring littie else besides five
boxes (called Load Areas) for the allocation of the plane’s
weapons. The back of each card shows the plane in a Damaged
state.

The Systems

Once the cards are sorted and the decks shuffled, it’s time for
the Hornets to fly. The game follows a rigid turn sequence,
divided into five distinct phases: the Mission Briefing (basi-
cally, the set-up), Pre-Flight (selecting pilots, planes, and
weapons), In-Flight (random event check, and placement of
enemy MiGs), Attack Resolution (in two parts: Air Combat
and Air-To-Ground Combat), and Post-Flight (another random
event check, repair damaged planes, log the results, tally the
victory points). Phase by phase, it goes like this:
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SAM Density
d 10 2 g pdera e
1 - - Small* | Medium*
2 - Small Small* | Medium*
3 - Small Medium |Medium**
4 - Small Medium Large
5 - Small* | Medium* | Large
6 - Small* |Medium**| Large*
7 Small Medium Large Large**
8 Small | Medium Large V. Large
9 Small | Medium* | Large* | V. Large*
10 Small* Large V.Large |V. Large**
* Plus One Long Range SAM
** Plus One Large Long Range SAM

Mission Briefing. After the target area and special conditions

- are selected (by drawing from the appropriate decks), the

player deploys enemy Surface-to-Air missiles and
Anti-Aircraft Artillery on the Tactical Overview, which is
essentially an abstract map of the target. The Tactical Over-
view is divided into five areas: the target itself; four adjacent
“Approaches” designated north, south, east, and west; and four
“Pre-Approaches” that border the Approaches and are also
designated north, south, east, and west. The target area contains
both AAA and SAM sites, the Approach areas contain only
SAMs, and the Pre-Approaches have neither. The SAM
Defense box on the Target Card shows the SAM density in the
relevant areas, which may be Heavy, Moderate, Light, Mini-
mal, or None. A modifier from the Campaign card may adjust
the SAM density; for instance, the Libya Campaign card
changes all Heavy densities to Moderate. Generally, the
Campaign card modifiers favor the player.

To deploy the defenses, the player rolls a die for each area,
checking the result on the SAM Density table. For instance, a
roll of 7 on the Medium column of the table results in the
placement of a Large SAM in the area being checked. Certain
results on the table increase the normal defenses; a roll of 9 on
the Medium column would’ve added a Long Range SAM to
the Large SAM. Though there is a chance that an area will
remain defenseless (leaving a gaping hole for the Hornets), it’s
a slim one; there’s a 100% chance that an area will have at
least one Small SAM if the SAM density is Moderate or Heavy
(which it is more often than not) and a 90% chance if the
density is Light. There’s a 40% chance of SAMs if the density
is Minimal, but this rarely occurs, and it never occurs in the
target area itself,

Pre-Flight. The player’s most crucial decisions take place
before play actually begins. In the Pre-Flight phase, he chooses
the number of planes to undertake the mission, the aviators to
pilot them, and the weapons they’ll be taking. A suggested
number of planes for the current mission is given on the Target
card. The player has the option of taking two fewer or two
more than the suggested number; if he takes fewer, the mission
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is significantly riskier, but if he takes more, he automatically
suffers a victory point penalty. Novice players are advised to
take the suggested number; cautious players might add a
couple more, but unless the target’s defensive forces are
exceptionally weak, it’s rarely a good idea to take fewer.

To assign aviators, the player must study their ratings to size up
their strengths and weaknesses, using his best judgement to
anticipate the likely enemy opposition (which is difficult in the
beginning but gets easier as you get a few missions under your
belt). In general, if heavy MiG resistance is expected, pilots
with high Air-to-Air ratings are the best choices. If the ground
defenses are especially dense, pilots with high Air-to-Ground
ratings are the ones to take. A good mix will usually do the
trick. .

There are three categories of weapons to choose from:
Air-to-Air missiles (Sparrows and Sidewinders), Air-to-Ground
weapons (Mk. 82s, Mk. 83s., Mavericks, Harpoons, and
Homing Anti-Radiation Missiles), and Pods (E-Pods, which
defend against SAM and Long Range Air attacks, and N-Pods,
which aid targeting during night missions). Additionally, each
Hornet comes equipped with a 20mm cannon, useful in both
air-to-ground and air-to-air combat. Each weapon (except the
cannon) has a certain number of Weight Points; a Maverick,
for instance, has one point, a Harpoon has two, and Sidewind-
ers and Sparrows have none. The player can equip his planes
with any combination of munitions he likes, while he stays
within the range of points given on his Mission Briefing card;
10 points is the maximum, but it’s possible to have as few as
two. He’s also limited by the number of load areas indicated on
the Mission Briefing card. There are five possible load areas in
each plane, but the Mission Briefing card might prevent the use
of them all. Each arca can carry only a certain number of
munitions; the Wing Load areas, for instance, can carry only
one Harpoon or two of any other type, while the Wingtip areas
can carry only a single Sidewinder each. Equipping the planes
is a challenge—there never seems to be quite enough Weight
Points— and it’s inevitable that you’l screw this up the first
few missions. (If in doubt, consider going for an extra Sparrow
or HARM.)

When the planes are ready to go, the final step of this phase
involves their placement on the tactical maps (the Tactical
Overview and the Air Combat Area). Planes are deployed in
pairs (sections) on any of the four Pre-Approach areas on the
Tactical Overview, any of the four Approach areas, or on the
Air Combat Area to provide air cover. How many planes
should be assigned to air cover? Again, experience is the best
teacher, but you can get a general idea of what to expect by
checking the MiG Activity box on the Target card. If the
activity is Light, one section of Hornets should be enough. If
it’s Heavy, send all you can spare.

In-Flight. This is basically a housckeeping phase. The player
checks for a target-bound random event (by rolling within the
indicated range on the Mission Briefing card), then rolls for
faulty intelligence (also given on the Mission Briefing card) for
each area. If faulty intelligence is indicated, he rolls again on
the SAM Density table and changes the defenses in the area
being checked; a Medium SAM might abruptly become a




Large SAM with an extra Long Range SAM. Finally, the
player determines the number and type of enemy MiGs by
checking the MiG Activity box on the Target card, rolling a die
on the appropriate column on the Enemy Fighter Presence
table, then deploying the indicated MiGs in the Air Combat
Area. Since the Hornets and MiGs haven’t yet engaged, the
exact placement of the MiGs in the Air Combat Area isn’t
important.

Attack Resolution. Attacks are resolved in a series of four
almost identical steps, each representing about 30 seconds of
actual time. All steps but the first begin with movement. Planes
can stay put or move into any adjacent area; planes in the Air
Combat Area can move to any area. If any Hornets are likely to
engage in air-to-air combat during this step, they may jettison
any of their air-to-ground munitions to avoid a combat penalty
(they suffer a -1 penalty per AGW point carried in Dogfights).

The first part of this phase is Air Combat, which occurs
between Hornets and MiGs in the Air Combat Area. A die is
rolled and the Intial Air Combat Positioning table is consulted
to determine which side (if either) has a combat advantage. A
Hornet must be engaged before it can attack; this is determined
by Initial Air Combat Positioning, the fighting style of the
aviator, and the MiG Target Priority Table; basically, friendly
Aggressive aviators have first pick of enemies to engage, while
MiGs will engage Defensive-style and Normal-style Hornets
before they’ll engage Aggressive Hornets.

Aggressive planes attack first, followed by Normal planes, then
Defensive. Regardless of whether a plane is attempting a Long
Range attack or a Dogfight, he must first achieve a Fire
Position. The Homets and the MiGs each have their own Fire
Position tables; a roll on the table, modified by a variable or
two (such as the type of MiG involved), determines success. If
the roll fails, so does the attack. If the roll succeeds, the player
checks the Air Combat Results table. The results—which may
be modified by the type of missile used, whether it’s day or
night, and excessive AGW Weight Points carried— include
Missed (nothing happens), Near Miss (the target can’t attack
during its next opportunity), Damaged-Jettison-Abort (a
Damaged plane must jettison all munitions and is unable to
conduct attacks for the rest of the mission), and Destroyed
(goodbye, plane). There are a few other considerations, such as
the evasive action option to reduce the likelihood of being hit,
but that’s basically it. Because of all of the chart-checking and
modifiers to consider, air combat is not especially smooth, but
it’s intense and satisfying.

Air-to-ground combat, which occurs only in the Tactical
Overview, involves the Hornets’ attempts to bomb the target
site while avoiding fire from the AAA and SAMs. During a
step, each Hornet may attempt to drop bombs, fire its missiles,
or conduct a strafing attack. The various munitions have
different ranges. For instance, Mk. 82s and Mks 83s must be
dropped in the same area as the Hornet, while HARM attacks
can be made in the same or adjacent areas. Defensive weapons
are likewise limited; AAA and normal SAM attacks are made
against Hornets int the same area, Long Range SAMs attack
Hornets in the same and adjacent areas.

To check for a successful attack, the player rolls a die and
compares the results to the numbers on the counter represent-
ing the weapon; generally, the higher the roll, the more likely
the weapon hits. For instance, the Mk. 82 counter is designated
4/10; if the die roll is greater than or equal to 4, but less than
10, a single hit is scored. If the roll is greater than or equal to
10, a pair of hits or scored. Targeted SAMs and AAA units
suffer step losses; a Large SAM is reduced to Medium,
Medium is reduced to Small, and so on,

Enemy SAMs respond by attempting a “lock-on,” requiring a
die roll on the SAM Lock-On table; modifiers include the
SAM’s value and whether the targeted Hornet is taking evasive
action. A SAM can lock-on to a number of Hornets equal to the
SAM’s value, assuming the Hornets are all within range. Rolls
are then made on the SAM Lock-On Results table, whose
results are similar to those of the Fire Position Results table.
AAA attacks are conducted along the same lines, requiring
rolls on the AAA Attack table followed by checks on the AAA
Result table. Like air combat, air-to-ground attacks are fun and
exciting, but they’re a little sluggish to execute because of the
number of modifiers and die rolls.

Post-Flight. More housekeeping, this time taking place during
the trip home and the subsequent arrival. A die roll indicates if
a Mission Event occurs, and another series of rolls determines
if Damaged Hornets are, in fact, Heavily Damaged (there’s a
good chance that they are); Heavily Damaged Hornets will be
grounded for longer periods of time than those that are merely
Damaged. A roll is also made for each pilot to see how he’s
weathered the mission. After factoring in modifiers for the
aviator’s Cool rating and plane damage, a die roll determines if
the pilot is okay, Shaken (his card his flipped and his ratings
reduced), or Not Ready (the aviator can’t participate in the next
mission). Damaged planes are also forbidden from taking part
in the next mission. Additionally, a variable number of
non-Damaged planes will also be restricted from participating
next time due to maintenance problems, as determined by a roll
on the Hornet Check table.

3 Enemy
»=  Fighter Presence
d10 Minimal Light Moderate Heavy

1 - - 21,21 23,23
2 - 21 21,21 21,21,21
3 - 21 21,23 21,21,23
4 - 21 21,21,21 23,29
5 - 23 23,23 23,23,23
6 - 23 21,25 25,29
7 - 25 21,29 21,23,29
8 21 21,21 23,25 21,25,29
9 21 23,23 21,23,23 | 23,2529

10 23 29 23,29 23,2929

Note: Each is a flight of two fighters
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Air-to-Ground = 2, Cool = 2. Tinkerers are encour-
aged to play around with this; you might, for
instance, consider giving the Leader Aviator six
points instead of three, or you might roll a 6-sided

die to determine the beginning number of points for

each aviator, effectively combining the random

£ Sidewinders Ser—mn

number system and the point allocation system.

| Consult Ambush or the Advanced Dungeons and
|| Dragons Player’ s Handbook (TSR, 1989) for
additional ideas; Hornet Leader is ready made for

role playing.
There are good optional rules for pilot experience
Skl (another idea right out of AD&D), which increases

an aviator’s skills in proportion to his campaign

success. Rules for fatigue and recovery are also

nice, which prevent Shaken pilots from automati-
cally improving. Finally, there’s the “No One Else

To Shoot At” optional rule, which says that when a

SAM has fewer Hornets in range than the SAM’s
value, the SAM adds a bonus to its Lock-On
Results die rolls. Why this is an option instead of a
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—— || standard rule is a mystery—it makes more sense

To find out how you did, tally the victory points gained and
lost from the number of hits made on the target, enemy planes
and Homets destroyed, and random events. Compare the total
to the Mission Victory Point Levels box on the Target card,
which will give a result of Complete Success, Success, Failure,
or Complete Failure. When you’ve completed all the missions
of a campaign, add the total points to determine an overall level
of success. It’s not terribly difficult to achieve Success in the
easier campaigns, Central America in particular. In all
campaigns, Complete Success is a real challenge, requring
gutsy play and more than a few lucky dice rolls. All in all,
Hornet Leader is well-balanced; the odds of victory are better
than even for experienced players, but they’re signficantly
stacked against novice and careless players.

Exiras

There are only a handful of optional rules, and since none of
them are particularly difficult, even first time players might
want to consider them. For players unhappy with the printed
aviator statistics, rules are provided for generating new ones
from scratch. The system is really nothing more than a series of
die rolls, meaning that the new statistics might be unrealisti-
cally advantageous or discouragingly weak. Rather than
generating random numbers, players might want to use a
system of their own, such as a point allocation system similar
to the ones used in role playing games. In its simplest form, the
player receives a fixed number of points per aviator (say, three
points) which he uses to modify the aviator’s four characteris-
tics any way he chooses, starting with a base of zero for each.
(For the styles, which don’t have numerical ratings, consider
the Defensive style to be zero, Normal to be one, and Aggres-
sive to be two). The player then distributes the points as he
likes, gaining a bonus point if he’ll accept a negative rating for
one or more characteristics. A typical aviator’s characteristics
might end up like this: Air-to-Air = -1, Style = Defensive (0),
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than the standard rule, it’s not hard to remember
(it’s only one sentence long), and what’s another modifier
added to the dozens already in the standard game?

The best extra is the Desert Storm material. This isn’t just
another scenario, but rather an entirely seperate game module
with its own mapsheet (full color, complete with charts and
tables) and set of rules. Though an Iraq Campaign card is
included in the standard game, the Desert Storm module
focuses on conditions specific to that essentially one-sided
conflict (which isn’t quite so one-sided in the game, in the
interests of playability). Modifications to the standard game
include:

= Substituting a Target Location table for the Mission
Briefing cards, which generates a specific city in Iraq as the
destination for your Hornets.

* Using an Arming table to determine the number of Weight
Points and Load Areas for the Hornets. The Range Band
number of the target city indicates which column of the
Arming table will be used; for instance, Al Jahrah is in Range
Band 1 (Short Range), Baghdad is in Range Band 4 (Long
Range).

= Choosing a Mission Profile for the aircraft, a rule exclu-
sive to the Desert Storm module. A High Profile means more
weapons for the Hornets but an increased chance of enemy
contact, while Low Profile means just the opposite. A Normal
Profile keeps everything the same.

» Checking for enemy forces on the Contact table while
flying to the target city and also when returning home.

* Checking for the presence of Saddam Hussein (or Mr.
Hussein, as he’s called here). If the target city is marked with
an asterisk, a roll of 1 or 2 means that Mr. H is present. If the
mission is a Complete Success, a roll of 1 or 2 means that Mr.
H has bitten the dust. To quote: “This results in an immediate
cessation of hostilities, and dancing in the streets of Iraq and

-



around the world. Iraq surrenders and your pilots become
national heroes.” Is that afl? No lunch with George Bush?

Though the Desert Storm module looks like an afterthought,
it’s one of the game’s best features. In fact, it plays more
smoothly than the standard game (not as many cards to deal
with) and the subject is certainly irresistable. It nicely simulates
the fish-in-a-barrel aspects of the actual conflict as well as the
challenges our guys might have faced if Iraq had been a little
more on the ball. Very nice.

Tips
The Hornet Leader rules are fairly easy to learn, but beginners
will have to go through a lot of trial and error to nail down

winning strategies. Here are a few tips to make those early
missions a little less frustrating.

1. Take the aviator ratings seriously. A one point bonus on
an Air-to -Air rating makes quite a difference when facing
MiGs; a two-point bonus can often spell victory even when the
Hornets are significantly outnumbered. Since an Aggressive
pilot can blast a Normal pilot out of the sky before the Normal
pilot gets off his first shot, style ratings should also be consid-
ered carefully. As a rule, using Shaken pilots is suicidal.

2. Don’t tie up a lot of your planes in air support; that is,
don’t overreact to the MiG activity and deploy an excessive
number of Homets in the Air Combat Area. In general, no
more than half of your planes should be deployed in the Air
Combat Area; one section is sufficient for Light MiG activity,
and two sections are enough for Moderate activity. Use three
sections for Heavy MiG activity only if you’ve got plenty for
the Tactical Overview areas. As your skill increases, you may
find that you can get along with even fewer sections for air

support.

3. Keep your planes moving. The Anti-Aircraft Artillery
and the SAMs get a hefty attack bonus against planes that
remain in the same area for two or more consecutive steps.
Don’t let them have it. (One exception— unless you’re in
really bad shape, take the time you need to unload your
bombs in the Target area; if that means staying put, so be it.)

4. Attack hard and fast. Move to the Target area as
quickly as possible, dump your bombs, then get cut. The
longer you linger, the better your chance of being blown to
bits. Air-to-air combat is a lot of fun, but it’s often unproduc-
tive—don’t lose sight of the mission.

5. The developers disagree on how aggressive a player
should be. Gene Billingsley advises caution, suggesting that
players load up on as many E-Pods as possible to maximize
safety. Dan Verssen dismissess Gene as a wimp; leave the
E-Pods at home, he says, and stock up on HARM:s. Though
it’s probably a good idea to err on the side of caution until
you get a feel for the game, for experienced players I'd
suggest taking Verssen’s advice and load up on the heavy
stuff. Not all of your bombs and missiles will hit their
targets, and when you’re out, that’s it (don’t count on your
20mm cannon). Besides, aggressive tactics are much more
fun—if you’re going to go down, you might as well go down
in a blaze of glory.

So What?

Hornet Leader is not without its problems, though most are
minor. Foremost among them is the number of modifiers you
need to manipulate, which borders on the unwieldy. There are
modifiers on the cards, on the counters, on the Mission
Display, on the log sheets—like flies at a stockyard, they’re
everywhere, and keeping track of them is a real headache. It’s
almost inevitble that advantageous modifiers are missed along
the way, and I suppose that’s a valid penalty for not paying
attention, but I’m not convinced that each and every one is
necessary in the first place. The modifiers for pilot experience,
for instance, include air kills, ground kills, target defense
levels, leader presence, night missions, damaged and destroyed
aircraft, Cool ratings, missions skipped—enough already.

The box claims 15-25 minutes play time for a single mission,
and while that’s more or less true, it doesn’t take into account
the preparation time necessary to get your planes off the
ground. Calculating and deploying enemy defenses, selecting
and arming the planes, and completing all the necessary
bookkeeping and chart checking took me a good half-hour the
first few missions. Even when I got used to the routine, it still
took a lot of time. While it’s true that all of the preparation
pays off in exciting and interesting missions, I’d have settled
for a little less excitement in exchange for a little more stream-
lining.

Though the game stresses playability over historicity (which is
just fine with me) the libertics taken with reality may annoy
sticklers for accuracy. Planes move one area, period, and fly
automatically; there are no engine problems per se and there’s
no significant danger of running out of fuel. Unlike the
Hornets, the MiGs don’t seem to have any meaningful weapon

Hornet Leader Clarifications

Mission Log: The modifier for "Returned Damaged” on a Pilot
Check die roll should be "+2," NOT "11+." This is stated correctly
in rules section 14.51.

Counters: There are two sets of Homet counters. One set (HV on |
back side) is placed directly on the Tactical Overview or Detailed
Air Comabt Area, and represents your Hornets in flight. The other
set (#s on one side, Hornet silhouette on the other side) are your
random sclection chits. Place the ones with numbers correspond-
ing to the elgible Hornets (the ones which you are randomly
selecting) and draw the chits to determine the "Random Hornet(s)."
Section 14.4: This section should be titled "Make Carrier Sheet
Adjustemnts.” ;

Section 7.4 and 7.5: When placing Hornet sections, you place the
appropriate COUNTERS (the ones with the #s on the front corre-
sponding to the appropriate Hornet Cards, and "HV" on the reverse
side) on the Tactical Overview or the Detailed Air Combat Area.
Pilot Experience (18.1): Don'tlet the part about "diagonal slashes”
and "Xs" confuse you. This is only designed to let you know how
many hits a pilot scored on a mission. One slash equals one hit.
Thus "//-" shows two hits and "XX/" shows five hits.

Fatigue (18.2): When using the Fatigue rules, you Do Not make
Pilot Checks. Roll a Fatigue Check for each Pilot instead.
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restrictions. And as the developers themselves point out, bombs
and missiles perform equally well against all types of targets,
which is not exactly true.

. But given Hornet Leader’s focus, the liberties taken with
reality are trivial. And despite my grumbling, I was surprised at
how quickly I got used to juggling modifiers. As for the long
prep time, well, that’s a key part of the game; if you can’t learn
to enjoy it (I'm trying, honest), you can certainly appreciate its
purpose (I do).

Hornet Leader’s virtues far outweigh its flaws. The variety of
cards ensures a new and engaging situation for every mission.
Replay value is high, making the game an exceptionally good
value. Though its historical perspective is a bit superficial, it
successfully conveys a feel for what strike-fighters are up
against. Hornet Leader is an excellent game, with clever
systems, stunning graphics, and an elegant overview of
Operation Desert Storm tossed in as a bonus. It’s too good to
miss. @)
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Hornet Leader: Exampie of Play

Here’s a run down of the opening rounds of a typical Hornet
Leader scenario, from the initial set up through the first steps of
the attack resolution. Generally speaking, the choices described in
this example were made to illustrate the rules and don’t necessar-
ily reflect the optimum strategy. [Ed. Note: Page 8 contains a
summary of the example of play.]

Mission Briefing

With the cards shuffled, the Mission Display spread out, and the
counters punched, I'm ready to go. I begin by selecting a cam-
paign. The rules give me the option of picking a particular
campaign or choosing one at random, so I'll split the difference
and choose randomly from the three introductory campaigns. I
pick Central America; it’s a good choice for beginners, since the
entire campaign comprises only three missions (as compared 1o,
say, the North Korea campaign, which requires 11). Also encour-
aging are the early intelligence reports shown on the card. The
Central America pilots have a Bad quality rating, and their
Moderate SAMs will be modified to Light.

Next, I draw a random card from the Target deck. Luck’s with me
again—I’ve drawn the Bridge, a fairly easy target. The card’s
intelligence report indicates only Light MiG activity. Addition-
ally, the SAM defenses are Moderate in the target area and Light
in the Approach areas, which is not bad at all. The card recom-
mends that I use four Hornets, a relatively low number, confirm-
ing my suspicions that this mission shouldn’t be particularly
difficult.

The Mission Briefing card, another random draw, is a mixed bag.
I’m only allowed 5 Weight Points (some cards allow as many as
10) but three load areas are available (many cards have only two).
It’s a daylight mission—that’s both good and bad, since the
enemy SAMSs will be less likely to hit my Hornets, but there’1l also
be a negative modifier to my bombing atiempts—and it looks like
a90% certainty that my intelligence information will turn out to
be correct.

I draw a Special Condition card to check for a random event.
According to the card, I'll be experiencing a munition Shortage;
the number of counters available for each weapon type has been
restricted (20 Sidewinders, 10 Sparrows, a dozen Mk. 82s, and so
on), but since I don’t have many Hornets to arm, this shouldn’t be
much of a problem.

It’s time to turn to the Tactical Overview of the Mission Display
and deploy the enemy AAA and SAMs in the target area and the
four Approach areas. The Target card says that there’s Moderate
SAM density in the target area and Light density elsewhere, but
the Campaign card instructs me to change all Moderate results to
Light, so the density won’t be as bad as it could be.

I'll consider the areas one at a time, beginning with the North
Approach. I roll a 10-sided die and check on the appropriate

column of the SAM Density table. The result is a Light SAM, so
I place the corresponding counter in the North Approach box.
Defenses are deployed in the other areas following the same
proceedure. When all is said and done, I've got Medium SAMs in




the East and South Approaches, Small SAM:s in the North Ap-
proach and target area, and a Large SAM in the West Approach.
Additionally, there’s Light AAA in the target area and an extra
Long Range SAM in the South Approach. It looks like a solid
defense. This may be harder than I thought.

In Flight

Deciding the number of planes, the aviators, and munition alloca-
tion comes next, arguably the most difficult decision of the game,
compounded in this instance by the restrictions imposed by the
reduced weight point allowance and the munition shortage Spe-
cial Condition. Choosing the number of planes won’t give me any
headaches; Il use the suggested number of four, since using
fewer would be too risky and more would result in the loss of
victory points. All planes are identical; I'l1 use planes 300-303.

The choice of aviators is trickier, as it requires a lot of educated
guessing. There’s no way to be sure if I'll be encountering enemy
MiGs—I won’tknow until the Hornets are in the air—but because
there’s been MiG activity reported, I’ll play it safe and assume the
worst. Gambling on the absence of MiGs could have devastating
consequences; if I encounter MiGs and have no friendly air
support, there’s an excellent chance that I'll lose one or more
Hornets, which is murder on the campaign, even if the mission is
completed successfully.

I decide to assign one section (two planes) to air combat. To fly
them, I’ll need a pair of aviators with strong styles and formidable
Air-to- Air statistics. My choices: Wedge (Aggressive style, Air-
to-Airrating of 2), and Leader (Aggressive style, Air-to-Air rating
of 1; arating of 1 may not sound like much, but 2 is the maximum
for any rating). Wedge is in Homnet 300, Leader in 301.

For the target area aviators, I’m looking for high Air-to-Ground
statistics. I pick Banzai (Air-to-Ground rating of 2) for Hornet
302, and Cowboy (Air-to-Ground rating of 1) for Homet 303.

As for the munitions, I’ll start by allocating a Sidewinder to the
Left and Right Wingtip Load Areas in all four planes. Why?
Because the Sidewinders have zero Weight Points, and the Left
and Right Wingtips can be armed with a single Sidewinder each
and nothing else; in effect, the Sidewinders are free. (Note thatin
this particular mission, I’m restricted by the munitions shortage.
But even with the shortage, I'm allowed 20 Sidewinders, so I
should have plenty).

To finish arming the air combat Hornets, I'll load them up with
Sparrows (for Long Range attacks) and more Sidewinders (for
Dogfights). Though both types of missiles have zero Weight
Points, I'm limited here by the capacity of the Load Areas. The
Left and Right Wing Load Areas can have only one Harpoon or
two of any other weapon type; the Center Line Load Areacanhave
one Pod, Mk. 82, Mk. 83, or Maverick. I'll take an aggressive
approach with 300, allocating two Sparrows in both the Left and
Right Wing areas, and a Maverick in the Center Line area. I'Il take
a more conservative approach with the 301: two Sidewinders in
the Left Wing, two Sparrows in the Right, and an E-Pod in the
Center Line. Purposely, I’ ve favored air-to-air weapons over air-
to-ground weapons; as a gun-shy novice, I'm afraid of encounter-
ing an excessive number of MiGs, so I've taken more air-to-air
weapons than I’'m likely toneed. (Over the long haul, thisisn’t the
best strategy—if possible, it’s a good idea for every plane to have
air-to-ground weapons on board—but it’s better to go heavy on
air-to-air weapons in early missions until you get the hang of air
combat).

For the target area Hornets, I want plenty of air-to-ground weap-
ons, HARMs in particular to knock out SAM sites. For the 302,
I'll allocate two HARMS in the Left Wing Load Area, a Maverick
in the Center, and a pair of Mk. 82s in the Right Wing. I'll allocate
identical weapons in the 303, substituting an E-Pod for the
Maverick in the Center for extra protection. In future missions
where the SAM defense is more intense, I might increase the
number of E-Pods, butin this missionit’s a moot point because the
munition shortage limits me to a total of four E-Pods. Why didn’t
1 take any Mk. 83’s? They’re more powerful AGWs, to be sure,
but at two Weight Points each, they’re also quite heavy. My
weight limit restrictions make them a luxury I can’t afford.

With the planes armed and ready to go, I now must decide their
intial placement. One section, of course, will go to the Air Combat
Area. I'll send the remaining section to the North Approach area;
with only a Small SAM site there, it looks like a good bet.

In Flight

We’re in the air! On the way to the target, I roll a die to check for
arandom event. The roll is 3, within the 1-5 range on the Mission:
Briefing card, so I draw a Mission Briefing card. I geta Target of
Opportunity; for every Mk. 82, Mk. 83, Maverick, HARM, or
Harppon I expend at this time, I score an automatic two Mission
Points. That’s not a lot of points, but they’re free.

Hmmmm...what the hell. I ditch the Maverick from the 300 and
pick up two points.

I now roll for certainty; that is, I roll a 10-sider and compare the
result to the Certainty rating on the Mission Briefing card. It’s a
7, within the 1-9range, meaning thatthe SAMsremain as they are.
If I°d have rolled a 10, I would’ve had to re-roll on the SAM
Density table for the Target area and all of the Approach areas.
This could’ ve really messed me up if, for instance, a Large SAM
replaced the Small SAM that I thought was in the North Approach
area,

Before combat begins, I've got to determine the number and type
of enemy MiGs. The Target card lists Light MiGs. I roll on the
appropriate column of the Enemy Fighter Presence table and
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come up with a pair of MiG 23s; I place two MiG 23
counters, randomly chosen, in the appropriate boxes in
the Air Combat Approach. The counter for one of the
MiGs shows an Aggressive styleand a+1 Defense Value,
the other has a Nommal style and no Defense Value.
Considering the alternatives—according to the table, I
might have faced twice as many MiG 23s—not bad. My
hopes are high.

Altack Resolution

At last, we’re ready for action (clapsed playing time so far: about
half an hour). Air Combat and Air-to-Ground combat takes place
over four identical steps; identical, that is, except that Hornets
can’t move in step one, as they’ve already been committed in the
Pre-Flight phase.

The first step of Air Combat finds the air support Hornets (300 and
301) flying toward the two MiG 20s. To determine initial
positioning—which indicates which side resolves Long Range
combat first—1I roll a die and consult the Initial Air Combat
Positioning table, adding a +2 modifier because of the Bad MiG

+ pilot rating on the Campaign card. The total is 8, giving the

Homnets an Advantage. The Hornets resolve all of their Long
Range attacks before the MiGs conduct any of theirs; obviously,
this is a big plus, since I might get lucky and blow a MiG out of
the sky before it gets off a single shot.

Before the shooting begins, I've got to figure out which planes
will be attacking each other. In this case, engagement is straight-
forward since only two planes per side are involved; Wedge, my
best Air-to-Air aviator, engages the Aggressive MiG, while
Leader engages the Normal one.

I'll resolve Wedge’s Long Range attack first. He fires one Spar-
row (he could’ve fired two, but I'm holding one in reserve). I
check to see if he’s achieved a Fire Position, calculated by rolling
adie (theroll is 7), adding +3 for the Sparrow, +2 for his Air-to-
Airrating, and +1 for the MiG’s Defense Value, totalling 13. This
exceeds the required modified roll of 11, meaning that Fire
Position has been achieved. Now I go to the Fire Position table and
roll again; it’sa7. Damaged! The MiG must jettison all munitions
and won’t be able to conduct any attacks for the duration of the
mission. Though the MiG is still intact, it’ll be a sitting duck for
the next step of combat.

Leader’s attack is resolved the same way. He’ll also fire a single
Sparrow, and the Fire Position is calculated as before. This time,
aroll of 3 is modified by a +3 for the Sparrow and +1 for his Air-
to-Air rating; the roll falls short. The Sparrow is expended and the
frustrated Hornet readies for the next combat step.

The undamaged MiG now gets to make a Long Range attack
against Leader. To a die roll of 9, he adds his +2 combat rating
(printed on his counter), a +1 bonus for attacking an Aggressive
Hornet, and a -1 penalty for the Hornet’s E-Pod. The total is 11,
good enough for a successful Fire Position. A roll on the Fire
Position table gives a result of Near Miss; there’s no damage to
Hornet 301, but it won’t be able to make an attack during its next
opportunity.

Despite the Near Miss by the MiG, I'm still in good shape. I'll
move in for Dogfightcombatduring the subsequent steps and with
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any luck at all, Wedge ought to be able to take out the Damaged
MiG with a double Sidewinder.

Let’s move to the target section of Homnets, still waiting in the
North Approach. I'll commit my weapons as follows: one HARM
from Banzai will be directed at the Small SAM in the target arca
(HARMs can be used against targets in the same or adjacent
areas), a second HARM will go io the anti-aircraft artillery in the
target area, and a Maverick will be sent to the target itself (the
bridge; like HARMs, Mavericks can be sent to adjacent areas);
Cowboy will send a single HARM to the Small S AM in the North
Approach.

All HARM attacks are resolved before any SAM lock-on is
attempted. Rolling for Cowboy’s HARM, I get a dissapointing 1,
modified by Cowboy’s Air-to-Ground rating of 1; the North
Approach SAM is unharmed. But my luck is better with Banzai.
Against the AAA, I toll of 10; with the applicable modifiers, the
HARM has destroyed the AAA. Another Banzai roll of 10,
modified similarly, completely destroys the Small SAM in the
target area. Banzai’s superb performance will significanily reduce
the risk in the second step of combat when I plan to move the
Homnets directly into the target area to unload their Mk. 82s.

The Small SAM in the North Approach now gets the chance to
lock-on to both Hornets. The lock-on attempt on Banzai is a die
roll of 6, meodified by +2 (the SAM’s value) for a total of 8; the
attempt fails. The lock-on attempt on Cowboy is a die roll of 3,
modified by +2 (the SAM’s value) and -3 (for the Homet's E-
Pod), for a total of 2, which is not enough. The Hornets are safe
from SAM fire this step.

I'resolve the Maverick attack. The modified die roll is 8. I check
the hitnumbers on the weapon counter and see that I’ ve scored one
hit against the bridge. It’ll take three more hits to bring the bridge
down.

The Shape I'm In

At the end of the first of four combat steps, I'm in pretty fair shape.
With one MiG out of action, air combat is definitely going my
way, and while the ground attacks could’ve gone better—I wish
I'd have been more successful with the Small SAM in the North
Approach— my planes are intact and I've stll got plenty of
bombs. In the next step, I'll move both Banzai and Cowboy into
the target arca and release all their Mk. 82s, which should knock
out the bridge. Then I'll get them out as fast as I can. Since I've
effectively neutralized the defenses in the combat area, odds are
good that I'll escape without a scratch. This campagin is off to a
good start. @




1

by Mark Pitcavage

Balkan Front

. PROFILE

Writing this review of Balkan Front, Game Research Design’s
(GRD) newest release, was a difficult task because I really had
to write three reviews in one. Balkan Front is at the same time
anew game, a new Europa game, and a remake of an older
game by Game Designer’s Workshop (GDW), Marita-
Merkur. Any analysis of Balkan Front must take all these
factors into account, plus the fact that Balkan Fromnt is the first
game published by GRD (their previous release, The Urals,
was not an actual game but rather a module to add to Fire in
the East and Scorched Counter Formats

Ground Units

Balkan Front, as the title implies, is the Europa game which
covers the campaigns in the Balkans in 1940-41. This includes
the Italo-Greek War, the German invasion of Yugoslavia and
Greece, and the parachute assault on Crete. The game covers
the same ground that its predecessor, Marita-Merkur, did.
This naturally leads to the question, “Why redo a perfectly
good game when there were other projects, including the long
awaited Second Front, still to be completed? However,
Balkan Front convinced me of its validity. It is an altogether
different game from Marita-

Earth). This review must
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straits crossings, places of
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comprechensive operational
simulation of the entire War. The system itself has been around
for quite awhile, mostly in the hands of Game Designer’s
Workshop. The first Europa games (Drang Nach Osten and
Unentschieden, published in 1973) were GDW’s first games.
They were the first monster games as well! The series contin-
ued with games on virtually every World War I campaign
from Norway to Egypt to the Caucasus, and not excluding the
Balkans. Because of its scope, and the fact that the individual
games were generally well designed, Europa spawned a
couple of magazines, several newsletters, numerous clubs, a
quasi-Europa game in Strategy & Tactics (#128),and a
company dedicated to producing play aids for the series, GRD.
GRD took over the Europa series in the late 1980’s with the
blessing of GDW. Balkan Front is the first complete game
that the company has produced, although at least four others
are in various stages of development or production.

numerous other features. An especially pleasing discovery for
anybody who has played an older Europa game is that
geographical features are now named. Rivers, provinces,
mountains and islands are no longer anonymous terrain
features. In addition, every hex from the original maps has
been rescrutinized for historical accuracy and playability. As a
result, not only are the maps significantly more accurate, but
they have no game map anomalies such as hexagons containing
very small sections of land. Moreover, GRD seems to have
made an actual effort to make the game map easy to use:
fortified hexsides and port symbols are now printed directly on
the map, and weather lines now extend over water. Adding a
bit of historical flavor is the fact that many cities and towns
now have several names listed. These additional names show
places in the language of their inhabitants (if this differed from
the language of the rulers), and new names given to areas
conquered and annexed by other states.
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Even though extensively revised, the maps are not

without problems. Weather lines are still Iabeled by letters
placed directly within them, instead of to one side, so that

it is difficult to remember which side of a line labeled “C”
actually is weather zone C. One very important geo-
graphical area, Bosnia-Herzogovina, is delineated only in

the rules, not on the maps. This is rather inconvenient.
Finally, a printer’s error resulted in several high mountain
hexes being printed in a different color. Ironically, these
hexes are actually more pleasing than normal high

mountain hexes, which are hard to see. Unfortunately the
error only happened to some hexes not all of them, so there is
one terrain type represented in two different ways. These
problems with the maps are really only quibbles. All elements
taken together, the maps are really a work of wargaming art.
As a combination of function and artwork, they are certainly
among the best in the hobby. A.E. Goodwin (for his research)
and Barbie Pratt (for the graphics) deserve to be commended.

The game also comes with almost 1,000 counters (as opposed
to 600 in Marita-Merkur). The Balkan Front counter mix

+ contains the complete order of battle for Yugoslavia and
- Greece, including units intended for Grand Europa, and the

relevant forces from Germany, Italy, Hungary, Britain and the
Commonwealth, and Bulgaria (whose forces were not included
in Marita-Merkur). The orders of battle for all the participants
were exhaustively re-researched by a team of people. This
resulted in a number of changes, the most drastic of which is in
the Yugoslav order of battle, which has been extensively
revised, resulting in a much more accurate picture of Yugoslav
mobilization. Among the changes, each province in the country
now has its own mobilization schedule, depending upon its
feelings towards the Axis and/or Allies.

There are other changes in the counter mix as well, including
cosmetic changes. Commonwealth countries are now all
represented as variations of a common theme, so that Australia,
for instance, now has its own color combination—identifiably
Commonwealth, yet distinct. Air units now have back side
printing which indicates the inoperative condition and identi-
fies the aircraft type. Previous Europa counter mixes identified
the reduced side of every land unit as “cadres,” except for the
Germans, which had the privilege of being called
“divisiongruppen.” Balkan Front has finally dropped that,
using “cadre” to refer to every reduced unit. As with the maps,
GRD seems to have paid special attention to playability when
designing its counter mix. Corps counters, which can be used
to replace large stacks of units are included; these area wel-
come addition to any Europa game. More importantly, for the
first time in the history of Europa an adequate number of
game markers (air ficlds, forts, bridge destroyed markers, etc.)
has been included with the game. Balkan Front contains a
plethora of such counters. This includes a number solely
designed to ease play, such as markers to help players remem-
ber odds and combat modification. I found this very helpful
and wish other game companies would consider imitating GRD
in this area.

However, there are also a few problems with the counters.
Several of them were printed with the wrong information,
which is just plain sloppy. In addition, there was another
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printer’s error which changed the color of German and Italian
units slightly from the standard in previous Europa games. I
didn’t find this to be a problem, although I know some people
have complained. '

Rounding out the components are the charts and rules. The
charts are all servicable, though not as attractive as those in the
previous Europa game, Scorched Earth. It is the rules which
truly distinguishes Marita-Merkur from Balkan Front. While
both games use the Europa system, that system underwent 11
years of evolution after Marita-Merkur.

The Balkan Front rules are clearly superior in at least three
respects. First, the standard rules have been brought up state of
the art Europa. Based on Scorched Earth, the Balkan Front
rules include significant changes to air units and supply, and
other modifications to the rules for armor effect, railroads,
terrain, special units, and weather wise, Balkan Front is both
more playable and more realistic than its predecessor. The
second area of change regards the political rules. The situation
in the Balkans in 1940-41 was confused, to say the least. The
rules in Marita-Merkur which tried to simulate this situation
were adequate but clunky and needlessly convoluted. Balkan
Front handles the political aspect of the campaign in 2 much
simpler way, which greatly improves ease of play. Lastly,
Marita-Merkur had but two scenarios, the new version has
eight, ranging from a one turn scenario of the invasion of Crete
to the massive campaign game. Among the scenarios are
several alternative history ones, including a very exciting
hypothetical Italian invasion of Yugoslavia (see my article in
The Europa Magazine #18). Europa games have tended to have
few scenarios; I am glad to see Balkan Front break this
tradition.

In general, the new rules are a great improvement. However,
Balkan Front still contains some rules which are not thor-
oughly developed or are obsolete (I will discuss some in more
detail below). A perennial Europa problem, not fixed in this
game, is the lack of examples of play in general and of illustra-
tions in particular. Europa games, though adhering to many
wargame conventions, are nevertheless quite complex, and
would profit by an approach more conductive to learning. An
additional absence is the lack of any designer’s note or players’
notes. Europa games have traditionally eschewed providing
hints for players but have always included extensive designer’s
notes. Balkan Front however, does not. Instead, designers
notes were included in The Europa Magazine #16 (a lot of
them—12 pages of notes plus the latest errata). This delayed
appearance of design notes, when combined with several easily
caught errors in the rules (and one in the charts), suggests that



the game might have been somewhat rushed in development
and production.

While I'm on the subject of components, I should mention one
additional component that has no effect on play but is nonethe-
less important. The box art for Balkan Front is very visually
striking. GRD has decided to use World War II propaganda
posters to decorate its Europa box covers. The cover for
Balkan Front is an Italian poster depicting a crouching Italian
soldier armed with a Roman short sword — an interesting
attempt to try to bring out past martial values. It wouldn’t
surprise me if Balkan front sold some copies based on the box
cover itself. The bottom of the box, however, is rather drab,
especially when compared to its predecessor Scorched Earth,
which had one of the more exciting box bottoms I've seen.

Rules

The rules for Balkan Front are relatively streamlined and
generally well written. This is not surprising; if there’s one
thing that Europa players have been doing for the past two
decades it has been quibbling over rules. The fundamental rules
for Balkan Front are standard wargame. The sequence of play

options such as supply by air and sea.

There are similarly many movement options. Movement in
Balkan Front is fairly cut and dried at the basic level, but it
does require a little practice to be able to move your units the
way you want to. It costs movement poinis to leave zones of
control and more to move through them. Mountain, ski,
cavalry, artillery, light infantry, and combat/motorized units all
have various movement penalties or advantages. Behind the
lines, they can use administrative movement to help get them
where they are going. Roads and two grades of railroads can
also help speed movement. Rail movement is a little confusing
at first; a unit can move so many hexes by rail per movement
point depending on its movement allowance. For instance, a
unit with eight movement points can move six rail hexes per
movement point, for a total of 48 hexes. Each unit moved by
rail subtracts from that country’s rail capacity. This is where
one of the problems with Balkan Fronts new rules lies. A unit
moving on a low volume railroad costs twice as much as the
same unit moving through a high volume railroad. This doesn’t
seem to make much sense. A low volume railroad should limit
the number of units that can travel on it, not use up total rail
capacity. Units can eschew rail move-

ment in favor of air or sea transport.
Only units without heavy equipment
can travel by air.

Events other than movement also take
place in the movement phase. One of
the things that adds realism to Europa
games is unit specialization. Engineer
units in particular have a lot to do.
Engineers can build forts and permanent
or temporary airfields, and can repair
airfields, ports and rail lines. With
sufficient movement points and odds of
atleast 10:1, any unit or stack can
attempt to overrun a foe, causing
automatic elimination, This is an
important key to a successful blitzkrieg.

Following the movement phase comes .
the air phase, which is quite involved.
Some have said that the air phase is
really a separate game, and it arguably
is Their Finest Hour, an carlier
Europa game that mostly covers the

is surprisingly short for a modern wargame, consisting of only
five phases: an initial phase, a movement phase, an air phase, a
combat phase, and an exploitation phase. Of course, a lot goes
on in these phases.

In the initial phase, the phasing player receives reinforcements
and replacements, attempts to repair inoperative air units, and
possibly resolves various political events. Both players
determine the supply state of their units. Units trace supply
through combination of overland, road and railroad hexes to
various supply sources. The supply rules are deceptively
simple, and players must pay attention to exactly how their
units are being supplied. This, of course, is as it should be in a
wargame. There are also a number of special conditions and

Battle of Britain. Air units represent
groups of around 50 air craft, specified by model. They are
differentiated by type, range, attack and defense strengths, and
tactical and strategic bombing capability. Naturally they have a
variety of possible missions. Depending on their type and
capability, they can intercept other air units, scramble or
transfer to different bases, transport or air drop units or terror
bomb cities. They can bomb a variety of other targets, also,
including ports, air bases, rail lines and naval transport. They
can also interdict hexes (called harassment bombing) and lend
offensive or defensive ground support.

The air phase is somewhat involved. A player moves his air
units to their various targets. Along the way his air units can
undergo “patrol attacks” by enemy air craft, which can possibly
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Ground Combat Results Table
Odds Ratio

Die Roll| 1:4 1:3 1:2 1:1 1.5:1 2:1 3:1 4:1 5:1 6:1 7:1 8:1 9:1 |Die Roll
-1 |AE AE AE AE. AE AE AH AR AS AS HX DR DR -1
0 AE AE AE AE AH AH AR AS EX HX DR DR DH 0
1 AE AE AE AH AR AR AS EX HX DR DR DH DH 1
2 AE AE AH AR AR AS EX HX DR DR DH DH DE 2
3 AE AH AR AR AS AS HX DR DR DH DE DE DE 3
4 AE AR AR AS AS EX DR DR DH DE DE DE DE 4
5. AH AR AS AS EX HX DR DH DE DE DE DE DE 5
6 AH AS HX DR DR DR DH DE DE DE DE DE DE 6
7 AR AS HX HX HX DH DE DE DE DE DE DE DE 7
8 AR HX DR DH DE DE DE DE DE DE DE DE DE| 8

result in his forced return. After a player has moved his air
units, his opponent can attempt to intercept them. Air to air
combat will then ensue. Interceptors will attempt to get past
their opponents fighter screen to attack his bombers. In air-to-
aircombat, units can be returned to base, rendered inoperative,

. or destroyed. If a player’s units survive enemy attempts at

interception, they then must under go anti-aircraft fire from
units in the hex. As was historically the case, anti-aircraft fire
is less dangerous than air-to-air combat. Provided a player still
has surviving units, he may then attempt to bomb the target. Of
course, the attack still may not be successful. To complicate
matters further, the game also allows night operations, with
special rules.

The air rules sound complicated, and they might take some
getting used to, but they are actually intuitive and built on
common sense. The one glaring exception to this is the patrol
rule. The reason for this rule is obvious; since interception
occurs after movement, it would otherwise be possible for air
units to fly safely over thousands of fighters to get to their
targets. The patrol rule was designed to eliminate this problem.
However, pairol attacks allow for no casualties. The patroller
simply rolls a die. A roll of six will turn back the enemy if the
fighters’ strength is equal to or less than the enemy air units'
strength; a five or six if greater than the enemy’s strength, a
four, five or six if twice as great, This means that the weakest
group of obsolescent biplanes can possibly turn back the most
advanced jet fighters with no loss to themselves. This whole
problem could be resolved if the rules simply mandated
interception attacks (with the subsequent air-to-aircombat)
instead of patrol attacks. With the exception of the patrol
auack, I think the air rules are quite well written, and though I
generally prefer air power to be abstracted in operational
games, I find that the complete air system in Europa games
greatly adds to its flavor and realism.

Ground combat can also take a little getting used to. The reason
for this is, again, the wealth of unit specialization in Balkan
Front and Europa games in general. Most of the complexity
comes from the armor effect rules. Europa games provide the
most detailed operational analysis of unit specialization on
combat that I have come across. Each unit is rated for its armor
effects capability (AEC) and its anti-tank effects capability
(ATEC). A unit can have full, half, or no AEC, or it can be
AEC neutral. Balkan Front simplifies the earlier system, which
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divided AEC into armor effects on the attack and armor effects
on the defense. At perhaps a slight cost in realism, this greatly
eases play.

How do these effects work? The combat die roll is modified
according 1o the proportion of AEC possessed by the attacker,
and modified again by the proportion of AEC (or ATEC if the
attackers AEC is 50% or more). Sound confusing? Well it is, at
least at first. I can attest from personal experience that after a
while determining AEC and ATEC proportions becomes
second nature. An example can show how it works. Let's say
that two armored divisions, a motorized infantry division, three
infantry regiments and an artillery regiment are attacking two
armored brigades and an infantry division. The attacking forces
has 13 regimental equivalents or REs (REs are standard
measurements of size used in Europa games; as general rule
divisions count as three REs each and regiments and brigades
as one RE each). The defending force has a force of five REs.
Let’s look at the attacker's proportions first. The mototrized
infantry division and the artillery unit are AEC neutral, so they
don’t count in the proportion. We are really dealing with nine
REs, then, six of which have full AEC (the others have no
AEC). This means that one half or more the forces has AEC,
which gives a +2 modifier to the die roll. Only two of the
defender’s five REs have AEC, which is enough to provide the
defender with a -1 modifier, for a net combat modifier of +1.
Of course, you also have to figure out the combat odds, the
terrain effects, the effect of air support and/or air assault
engineers, and other applicable effects.

This procedure takes a little getting used to; by the time you
figure out the AEC you might have forgotten the original
combat odds. The first time I played a Europa game I found it
a little difficult to get used to , but the second time was much
easier. And I appreciated the extra realism. The one problem
with the armor effects system is that it doesn’t really represent
armor effects accurately. Modifiers shouldn’t be based on the
proportion of one side's armor to that of the other side (or the
proportion of one side's anti-tank capability), they should be
based on the amount and quality. Situations can arise in
Europa games where a player will leave unit out of an attack
in order to maximize his die roll modification. It is hard o see
how contributing an extra unit to an attack could actually hurt
the attack. Former Europa designer Frank Chadwick has
argued that this is possible since the inclusion of an infantry




unit in an armor attack would detract from the ability of the
mobile formations to conduct a mobile battle. Frankly, I think
there’s something fishy in his argument. Despite this possible
flaw in the armor modification system, I must say that I still
like the system in Balkan Front and other Europa games
betier than any other I've tried. In general it works and I'd be
hard pressed to come up with a better alternative.

Once you get through figuring all the modifications prior to
combat, combat itself seems very simple. You roll the die, you
check the modifiers and you get your combat results, which are
relatively standard: Defender eliminated, exchange, defender
retreat, etc. Division sized units of sufficient strength and
quality form cadres instead of being completely eliminated.
Units forced to retreat into an enemy zone of control are
eliminated or reduced to cadre strength. Retreats and advances
are one hex only.

as a wargamer is that unfortunately no wargame is perfect.
However, these gliiches appear more irritating because most of
them haven’t appeared in past Europa games. I think that
Balkan Front could have benefited from a little more tender
loving care.

One last possible weakness that must be discussed is the
subject matter of the game. You have to wonder why the only
games on this subject ever published have been Marita-
Merkur and Balkan Front. One reason is that it is hard to
make this interesting campaign into a good game. The invasion
of Yugoslavia and Greece might have been more balanced than
the invasion of Poland, but I wouldn’t bet my money on it.
How many people want to go through the trouble of setting up
the Yugoslavs just to see them destroyed in a turn or two?
However, this leads me to the game’s strengths. The people
who worked on this game, designers John Astell in particular,
have gone to great lengths to overcome that obstacle. Astell

Armor/Antitank Effects Summary

AECA | AECD | ATEC

Less than 1/7]1 0 (0)] © (0)] O (0)
1/7upto1/2] +1(0) -1 (0} -1 (-1)
1/2 up to full [+2 (+1)} -2 (-1} | -2 {-2)

Full |43 {(+1) | -2 {-1) | -4 (-4)

#: Combat die roll modifier during clear weather
(#): Combat die roll modifier during poor weather

AECA: AEC in the attack; AECD: AEC in the defense

has managed to make a good game here. He has done this by
a number of means. The first was by including the Italo-
Greeek war, not just as a scenario but as an integral part of
the campaign game. The fact that the Axis player must
perform well with the Italians to have a good chance of
winning goes far to address any imbalances. Marita-
Merkaur tried to do this as well, but more clumsily. Sec-
ondly, Astell has included a number of scenarios and rules,
both historical and hypothetical, to help balance the game.
These range from the Italian invasion of Yugoslavia men-
tioned above, to Rommel not launching an offensive with the

Following the combat phase is the exploitation phase, in which
combat/motoroized units can move again. They can also
conduct overruns once more. Non-motorized units have no
movement at all—not even administrative movement. There is
little remarkable about this phase.

So What Does it All Mean?

Balkan Front has some problems. Some are problems of the
Europa system, while others are peculiarly the game's own.
The Europa problems are mostly due to rules that have
outlived their usefulness, if indeed they ever possessed any.
The patrol rule is perhaps my pet peeve. I rarely ever change or
ignore rules when I play wargames, but I must admit that I
can’t stomach the patrol rules. If low volume rails are going to
stay in Europa, then they need to be scrutinized too. And
while people are scrutinizing, they ought to see if they can
streamline the rail movement rule. Imagine trying to move a
large stack of units (and believe me, in Europa games they get
large) by rail: “Okay, the first unit has a movement of eight, so
I can move six hexes per movement point—Iet's see, that’s one,
two, three, four, five, six, one, one, two, three, four, five, six,
two, etc.” (Now multiply this process by four for the remaining
movement points, and by seven for the other units in the hex,
and you see what a pain it can be. Of course, the other units
will all have differing movement values, meaning you have to
trace each one separately).

Balkan Front is also not without its own particular problems. I
have already mentioned the various glitches in the map,
counters, charts and rules. One thing I have learned in my years

Afrika Korps, to Greek appeasement.

The game has other strengths as well. The Europa rules, which
form the heart of Balkan Front: they simulate operational
combat in the Second World War better than any other rules
systems I’ve ever seen, and have noticeably improved with
each revision. I think the rules in Balkan Front are very close
to their final form which says quite a bit. The last point to be
made about Balkan Front is to underline its incredible
historicity. This is after all what wargaming is all about. The
wealth of detail in the maps, the orders of battle, and the rules
is overwhelming. Rules cover Albanian revolt, German
intervention, limited amphibious invasions, coastal shipping,
commandos, and countless other arecas. When playing the
Greeks, you really do get the feel of mobilizing your entire
country to repel the invader, you really do feel the threat of
possible German intervention. Balkan Front succeeds ex-
tremely well in doing what most of the recent Europa games
have been able to do, in creating a palpable atmosphere based
on historicity and realism rather than chrome.

I doubt that most players after playing the game could imagine
any other company ever doing a game on the subject. Marita-
Merkur was an admirable first step, but with Balkan Front I
think that GRD has published the final word. Balkan Front is
one of the better games I have bought in recent years. I'don’t
think it is too much to assert that every World War II gamer
needs to own a copy. The high quality of Balkan Front is all
the more remarkable when one considers that to produce this
game, GRD had to match exactly the high production quality
of another company’s wargames without any surviving art. I
am pleases to say that GRD’s first game is a winner. @
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by Terry Rooker

PROFILE

Carrier War is.Omega Games’ latest offering. It covers the
Pacific Theater of World War II from December 1941 to April
1944. The game is basically strategic level with the players
representing America and Japan. In multi-player versions, the
players represent different command factions on each side.
This gives the MacArthur player the chance to fight the U.S.
Navy as well as the Japanese.

The time period covered seems a little unusual (ending in April
1944). Most accounts of the Pacific Theater indicate how the
war was basically over by 1944. All that was left was contin-

" ued American pressure until the J apanese finally collapsed.
The justification for ending the game here was economic; there
were a lot of ships produced in the last year of the war, and to
include all the counters would drive the price up. There is a
planned expansion kit to cover the last year of the war. To
compensate for the lack of late war balance, the expansion will
include some early allied mobilization scenarios.

Game System

The game mechanics are fairly conventional. If you have
played any other wargame, then there will be little to surprise
you in Carrier War. In addition, as in other Omega games,
there are three levels of play. Level I is the basic game, and
levels IT and III add various levels of complexity. Unlike other
Omega games with this feature, the bulk of the game is in
Level I. Levels II and III add some chrome, but about 95% of
the game is in Level I.

Each turn represents a month of activity. To provide some
player interaction, each turn has three operations rounds with
the players alternating missions within a round. This system
allows the players the opportunity to perform some action
between each action of their opponents. It also prevents the
artificiality of one player running amok for a month before the
other can respond.

Of course there are ancillary actions that occur only once a
month. There is a supply phase when supply is determined, not
only for units, but for bases as well. An unsupplied base
cannot operate units, which can severely restrict operations.
There is a standard reinforcements phase. Each monthly wrn
has a single land phase when land operations are abstracted.
The strategic events phase is when the random events are
introduced. The strategic events include the various occur-
rences of the war that would be beyond player control. For
example they include aircraft improvements and shipboard
anti-aircraft upgrades. The squabble between MacArthur and
the U.S. Navy is also abstracted. Finally there is an administra-
tive phase for miscellaneous clean up operations. To handle

22 Fre & Movement #75

Carrier War

the mopping up of Japanese resistance, Carrier War uses an
interesting Japanese Resistance Table (figure 1). The size of
the Japanese unit eliminated is cross-indexed with a die roll to
determine how many game turns a U.S. division equivalent
must remain the hex to clean up the Japanese resistance. This
table nicely handles what could otherwise be a tedious burden
on the players. Salvage and repair of naval units is also
performed during this phase.

Determine the number of turns a US division equivalent must mop up
Japanese resistance in each hex in which the last Japanese land units
were eliminated in land combat during the turn,

JAPANESE RESISTANCE TABLE

Die Japanese Unit Eliminated Die
Roll Il Il X XX+ Roli
1 0 0 0 1 1
2 0 0 1 2 2
3 0 0 1 2 3
4 0 1 2 2 4
5 0 1 2 2 5
6 1 2 2 3 6
Figure 1

The heart of the game is the naval/air phase. It consists of
three naval/air rounds (NARs). Each NAR is identical. First
there is the air movement step. In this step each player can
transfer air units between bases. The transferring air units can
initiate no combat actions. Other air units can attempt to
intercept the transfer missions. If the intercept is successful,
then air combat can occur. The players alternate transfer
missions, until neither player has any left to perform.

The bulk of the action occurs in the naval/air operations step.
During this step players can initiate combat actions. Again the
players alternate missions, until neither has any to perform.
Normally, units are moved hex by hex to their destination,
perform their mission, and then possibly return to base. Naval
units can be moved to a “station,” in which case they remain in
that hex until moved later, or returned to base at the end of the
step. A strategic event, which represents the USN’s ability to
refuel at sea, will allow the USN vessels to remain on station
between NARs.

Each force is assigned a mission that limits the actions avail-
able to the unit(s) in that force. There are separate missions
available for air and naval units (figure 2). For example, a
naval force that wants to conduct an amphibious invasion must
be assigned mission F Amphibious Operation. This mission
can only be assigned in port (representing the combat loading
necessary for a successful landing). Also notice that only
certain missions can be assigned to on-station units.

i



During a unit’s movement, the opposing player can attempt to
intercept either air or naval missions. For naval units the force
must be spotted first. The search attempt is influenced by the
number of airbases/carriers aiding in the search. If a force is
successfully spotted, then missions can be launched to attack it.
‘When a force is intercepted, combat is not always simple.
Most combat will be air strike combat, so I will focus on that
type of combat. There is also naval combat (between ships),
and land combat (between ground units). If both players
announce air strikes, then the sequence of attacks must be
resolved. If the strikes are simultaneous, then all attacks are
resolved, and the results applied at the same time. If they are
not simultaneous, then an Air strike Sequence Table is used to
determine the order. This maybe important as a base could be
damaged before it can launch a strike. There is another table to
determine if one side is surprised, and yet another table o
determine if the air strike actually locates the target. Then the
Combat Air Patrol (CAP) may intercept the attackers. The
target(s) get to fire anti-aircraft fire. Targeted aircraft carriers
must determine their vulnerability. This reflects the fact that
carriers in different stages of operating aircraft have different
vulnerabilities.

Look at the debacle that the Japanese fleet suffered at Midway.
Finally, the air strike is resolved. The Air strike Combat
Results Table (CRT) gives a number that is then cross-indexed
in the Air Strike Damage Table to give the actual damage
inflicted.

This sounds rather complicated, but in practice it flows
smoothly. There is an Air strike Combat summary card with all
of the resolution outlined on a single page, and the outline
includes the necessary tables. When attacking land targets a
similar procedure is used, but there is no contact role. This
procedure is outlined on the back of the naval unit air strike
summary. Finally, there is a simplified procedure for resolving
strategic air attacks. The result is simply the number of
Japanese surrender points inflicted.

Air units can also suffer damage from attrition. This attrition
nicely abstracts the wear and tear of combat operations over a
month. If a base is in an opposing air unit’s zone of control
(ZOC), then it can suffer losses, depending upon the number
opposing units exerting the ZOC. This reflects the losses
caused by routine patrolling. The same procedure is also used
to calculate bomber losses from the strategic bombing cam-
paign.

Submarine attacks also use an abstract system. Each player
receives a number of submarine points each turn. He can use a
point to make one submarine attack. The procedure for an
attack is simple. A moving naval force is temporarily halted,
and the submarine makes an attack. Unspotted forces can be
attacked, but a contact roll is first required. Since the Japanese
player is restricted to attacks on capital ships (carriers and
battleships), a Japanese sub attack against an unspotted force,
may result in the expenditure of a submarine attack point, with
no attack.

When the attack is made, a die is rolled and indexed against the
submarine attack table. The result is the damage applied to the
target ship. While this procedure seems to greatly limit the

effectiveness of submarine operations, it nicely captures the
actual effect of such operations during the war. Japanese
submarines were largely restricted to fleet support operations
(i.e. scouting, and attacking naval targets). They were also
limited by fewer boats. The USN operated large numbers of
boats, later in the war, but the American submarine doctrine
emphasized anti-merchant operations (which is why the USN
player can attack transport missions as well as naval units).
This aspect is captured by limiting the number of American
submarine attack points, and gradually reducing the amount of
Japanese naval transport as the game progresses. Even though
this system is simple, it captures the occasional catastrophic
loss caused by submarine operations. It does so without
needless complications.

Naval transport is obviously important in a Pacific theater
game, Again the choice was a simple abstract procedure. Each
player receives a number of naval transport points each turn,
Each unit transported costs a certain number of points. When a
player has expended his allotment, then no more units can be
transported. The transported units are simply marked with an
At Sea marker and placed with the transporting force. These
units can be attacked (by American submarines, or other naval/
air units). Obviously, units at sea when the transports are
destroyed are lost and unavailable for operations.

A related activity is amphibious landings. In this case the
naval transport goes from a friendly port to a hostile location.
The transported units may fight their way ashore. This
operation can be complicated by the presence of fortifications.
Naval bombardment and air strikes are available to reduce the
enemy positions ashore. The USN player must expend an
additional naval transport point for each unit moved ashore.
‘When the landing is declared the defender must declare the
type of defense (except for atolls, the only choice is defend the
beaches). He can defend the beaches, or inland. If he has more
than one unit he can defend in-depth, which is a combination of
the other two. If he defends the beaches, then the landing
forces must immediately assault those units. This is basically a
normal land combat, except that if the attacker does not clear

the defenders from the hex, then the landing is repulsed. If the

defense is inland, then combat does not occur until the follow-
ing land phase. Note that for a defense in-depth combat occurs
both times.

Airborne operations use a similar procedure. Obviously they
area type of air mission rather than naval transport. The
mission can occur within four hexes of the launching air base.
Enemy air zones of control can interfere with the mission, but
friendly units can be used to contest the control. There are two
types of airborne mission. An air assault is a direct attack on
an enemy position. An air drop is a landing in the enemy rear,
followed by normal combat operations. In Carrier War, the
distinction is made by when the defenders are attacked.. In an
assault they are attacked immediately upon the landing. In a
drop, they are attacked in the following land phase. Assaults
are made against fortifications, and atolls. All other operations
are air drops. One advantage of air assaults against fortifica-
tions is that they ignore the fortification’s defense multiplier.
Such operations are less supported so there is a trade off. They
do provide an advantage against a fortification.
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Naval Missions Summaries

A, Carrier Task Force Seeking Naval/Air Engagement

The task force must contain at least one undamaged aircraft carrier with
air points embarked to be assigned this missions. May launch air points
onBombing an Airbase, Bombing a Port, Bombing a Fortification, Close
Air Support, Air Superiority, Escort, Interception of Enemy Air Mission
and Combat Air Patrol missions only. May not initiate naval combat.
: Cost in Naval Operations Points:
4 points per CV, BB, CVL
2 points per other naval unit

B. Carrier Task Force Attacking Land Targets

The task force must contain at least one undamaged aircraft carrier with
air points embarked to be assigned this missions. May launch air points
onBombing an Airbase, Bombing a Port, Bombing a Fortification, Close
Air Support, Air Superiority, Escort, Interception of Enemy Air Mission
and Combat Air Patro]l missions only. May not initiate naval combat.

Cost in Naval Operations Points:

3 points per CY, BB, CVL

2 points per other naval unit

F. Amphibious Operation

Assigned to ground units being transported by sea to invade an enemy
heldland hex. Must be assigned inport, U.S. land units must comply with
the U.S. Amphibious Staging Areas rule.

Cost in Naval Operations Points:

2 points per land unit

Air Mission Summaries
A, Air Superiority NAPs/LAPs only

Air units move to a target hex containing an enemy air base and conduct
air combat with an enemy combat air patrol. The surviving units may then
attack any enemy units at the air base in the hex.

B. Interception of Enemy Air Mission NAPs/LAPs only

Air units defend their base or task force against incoming enemy air
missions through interception. Air units may intercept enemy air mis-
sions entering their zone of control (any hex within their combat range)
unless the air mission has gained surprise. The intercepting air points are
moved to the target hex and contact is determined. Tf contact occurs, air
combat is resolved immediately. ‘

L Strategic Bombing BAPs only

U.S. bomber units move to a target hex in Japan. Air combat is resolved
with any enemy air units that intercept or provide combat air patrol in the
target hex. Flak attacks for any bases and the Japanese hex itself are
resolved using the Flak Table. Losses are extracted. Surviving air units
then attack strategic targets in the hex abstractly using the Strategic
Bombing Table. The attack may increase the number of Japanese
Surrender points and Victory points amassed by the Allied player.

Figure 2

The important features of the campaign are present. The
sequence of play captures the ebb and flow of the war. Even
though turns are a month long, there is sufficient opportunity
for each player to interfere with his opponent’s operations.
The important point is that it all works. None of the special
operations feels like an "add-on” that is not integrated into the
design. For example, amphibious assaults are a simple
extension of the naval transport mechanism. This system
provides a nice framework for the war to develop. There were
several unique features of the war, and they are captured in
several special rules that modify the basic system.

Special features

Special features are some rules that change the basic sequence
as described. For example, the upgraded capability of many
units is reflected by using another combat chart. In other cases
there maybe a simple modification to the sequence.

During the war there were equipment upgrades that had a
noticeable effect on the performance of one side, usually the
U.S. Navy. Some of the most noticeable were the replacing the
FA4-F Wildcat with the F6-F Hellcat, and the replacing the TBD
Devastator carrier attack planes with the TBM Avenger. Other
upgrades include the increasing number of ship borne anti-
aircraft weapons of both sides. These upgrades are reflected by
using a different combat results table. Specifically these
upgrades are: U.S. Naval and Land Air Points (2 upgrades),
Allied Naval and Land Air Points, U.S. Bomber Air Points,
Shipboard Flak (anti-aircraft weapons), Naval combat modifi-
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ers (reflecting loss of Japanese proficiency relative to the USN,
U.S. radar offsetting Japanese night combat doctrine, and better
U.S. torpedoes).

During the war the U.S. developed the ability to replenish ships
at sea. This eliminated the requirement for each vessel to put
into port every week or so to refuel, and load new supplies. In
the game this ability allows the USN to leave ships on station
between NARs. Those vessels still must return to port at the
end of the turn (every three NARS). No matter how efficient
the replenishment at sea, there are still some things that must
be done in port. There is a disadvantage to this ability. When a
combat situation does develop and there are more than one
U.S. naval force on station, there is a possibility the one task
force may be away replenishing.

Since vessels conducting underway replenishment are very
vulnerable, these operations usually took place well away from
potential trouble spots. Where possible, another force was kept
between the replenishment group and possible enemy forces.
The bottom line is that part of the American force may not be
available when an attack is launched. A situation that occurred
historically on several occasions.

Events on mainland Asia are also abstracted. In reality their
main effect was to divert Japanese resources. Granted many
people died, and there was much suffering, but in the long term
these operations did little but divert Japanese resources. The
forces committed to the Asian campaign are simply not
available in Carrier War. The divisions assigned to the




Burma Campaign can become available through the fall of
Burma. Other than that, the Japanese player cannot take
advantage of any mainland units. The American bombers in
China are represented by simply providing an airbase in China.
Likewise the Soviet declaration of war is a variable strategic
event. In actuality, it was made too late to provide any
assistance to the Allies, but it could have occurred sooner. If
the Soviets do declare war, the Japanese player loses all further
land reinforcements, and cannot use bases in Korea and
Manchuria.

Another key element of the war was the difference in air crew
training. The Japanese started the war with well-trained and
combat experienced pilots. The U.S. had well-trained pilots,
but with little experience. A critical difference was the
emphasis each side placed on training replacements. The
American system emphasized using combat veterans to train
the new pilots and help them survive long enough to get their
own experience. The Japanese almost de-emphasized training.
Early in the war there was little noticeable effect, but later on,
the relative quality was different. In some accounts, one of the
key American accomplishments of the first year was the
attrition of the high-quality, experienced Japanese aircrews.

In the game, Naval Air Points (NAPs) must be trained. There
are three levels of quality; New, Trained, and Veteran. Re-
placement points are received as New. Basically they can
operate a plane with little chance of killing themselves. These
NAPs can be increased to the Trained level. They must remain
in home waters for a turn and receive training. They can either
be specifically embarked aboard a carrier, in which case only
the number of NAPs that does not exceed the carrier’s capacity
can be trained, or a carrier can be permanently assigned to
training duty. In this case the number of NAPs that can be
trained is the capacity of the airbase (usually class III) at the
port. This method is obviously superior, and is still the U.S.
Navy method used to train aircrews. The NAP must survive
combat to become veterans. Players can combine NAPs to
consolidate losses, but the quality of combination is the lower
of the NAPs combined. For

Allied, since the Ultra intercepts from Germany were as
important as the Purple intercepts from Japan. What advantage
did this code breaking provide? For the Battle of Midway it
allowed the USN to carefully husband and concentrate its
limited carrier force against the principle Japanese force.
Without information provided by intercepts, the American
units may have been dispersed to cover more possibilities,
concentrated against the diversion force, or possibly defaulted
the battle if indecision had kept the carriers from going
anywhere.

Since this is now common knowledge, any WWII Pacific
Theater game must be judged on how well this situation is
handled. Carrier War does a creditable job, but it is some-
what “kludgey”. The Japanese player must write down his
planned operations for the coming turn. Note that since
interceptions are not planned, they are not written down. He
then secretly rolls a die to determine the accuracy of U.S.
information for the turn. The result may force him to disclose
everything, or it may allow him to lie through his teeth. The
secret roll prevents the U.S. player from knowing the veracity
of the report.

This system works, but it does involve plotting the turn’s
activity. It also provides opportunities for “rules lawyers” if
the Japanese player makes a typo, and the 10 cruiser force
becomes a 1 cruiser force. The main problem with this system
is that it prevents the Japanese player from reacting to Ameri-
can moves during the turn. Consider that there are three NARs
during the turn, the American could start some operation on the
first NAR, and the Japanese player cannot react until the
following game turn. This sacrifices too much flexibility. For
example, the Japanese may commit to a major operation such
as the historic battle of Midway. The intelligence result is
lukewarm, so the American knows something is up, but not
what it is. Taking advantage of the situation, he concentrates
his carriers to attack some important Japanese position,
knowing the Japanese player is committed until the following
turn, preventing a reaction. Yes, the knowledge that something

example, if 18 Veteran NAPs
are combined with 1 New
NAP, the result is 19 New
NAPs.

One of the more important
aspects of the Pacific War was
intelligence. Specifically the
American code breaking
activities that enable the Allies
to read a large part of the high-
level Japanese traffic. This
aspect of the game is impor-
tant so I discuss it separately in
the next section.

Intelligence

Depending upon your perspec-
tive, Allied code breaking may
have won the war. 1 say
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big is underway is important, but on the other hand the
Japanese player cannot cancel his operation to intercept the
American carriers, which if you remember was the primary
goal of the Midway operation in the first place.

I point out his problem because there is at least one betier
solution in Pacific War. The intelligence result simply reduces
the amount of time the American has to react to Japanese
operations. For example, in the case of Midway, complete
U.S. surprise allows the U.S. player to wait until the Japanese
are fully deployed, and then he can interrupt their operation
with an interception. On the other hand, complete Japanese
surprise might force the U.S. player to move before the
Japanese. This system captures the important elements without
bogging down in plotting, or restricting either player’s flexibil-
ity. Since the Carrier War design channels the play along
historical lines (more on that later), this restricted flexibility is
not as bad as it first scems. Most events develop as they did
historically, so the sensible alternatives at any point are usually
apparent to both players.

Historical Accuracy

'With any historical simulation it is essential to judge how well
the situation has been captured. There is a problem with this
assessment. There is a, by now, classic dichotomy in game
design; the playability versus simulation debate. Regarding
accuracy there is a similar dichotomy; accuracy of results
versus accuracy of opportunity. This has also been discussed
as the “feel” versus results debate. Basically the issue is
whether a game reliably produces results similar to the histori-
cal outcome. Obviously there must be some room for improve-
ment over the historical situation, or nobody would play the
losing side. At the other end is the attitude that the players
should have the forces and situation present at the beginning of
the battle, but should then have complete freedom to do as they
chose, within the limitations present for that commander.

The designer of Carrier War admits he opted for the playabil-
ity side of the one debate. He describes how he used many
simplifying elements in the design. Having seen an earlier
version of the game, I agree that many of the changes have
simplified play. For this game the issue concerns the other
debate. The focus of the game is somewhat below a true
strategic level. In other words, the players cannot control
which types of vessels will receive construction priority. They
have limited say over the direction of the war, for example the
Allied concentration on the European war is built into the
reinforcement tables. Already the players are locked into the
historical sequence. Many of these decisions forced the Pacific
campaign to follow a certain path. The design (and
playtesting) appear to have focused only on the actual course of
events. In the next section I will describe an anomaly that
results in a very boring game for the American player.

There is a quicker example of how the actual result is built into
the game. One of the critical factors of the attack on Pearl
Harbor was the presence (or lack of presence) of the USN
carriers.

The American player rolls a die to determine if any carriers are
in port for the Japanese attack. There is only an 11% chance
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that any carrier would be in port, and less than a 3% chance
that both carriers would be in port. Considering the turns are
months, and the Enterprise arrived in port shortly after the
attack, it should be very possible that a Japanese force that
stays to attack Pearl Harbor for the full game tumn (a month)
should catch the Enterprise in port.

Basically, the USN carriers were not caught in port, and that is
the result the game provides. It would seem there is little
incentive for the Japanese player to attack Pearl Harbor. This
is the case throughout the game. The actual historical result is
most likely, and there is little opportunity for either player to
change the result. Consequently, Carrier War definitely falls
into the accuracy of result “camp.”

Pearl Harbor

A favorite tactic in Pacific Theater games is to attack Pearl
Harbor, and destroy the base. Many historians have com-
mented on the Japanese failure to significantly damage the base
at Pearl Harbor. It is postulated that destroying the fuel farms
alone would have set the American effort back by six months.
Instead the Japanese focused on a very Mahan-ian (he was kind
of a Clausewitz of naval warfare) doctrine of bringing battle to
the main enemy force. As the war demonstrated, this doctrine
failed them miserably.

‘What does an all-out Japanese attack on Pearl Harbor accom-
plish? In Carrier War quite a lot. First some background. In
the game each player receives engineer points to repair
damaged facilities, and build new facilities (figure 3). A
certain number of points are required for each type of action,
and points cannot be accumulated between turns. If the
required number of points are not available in a turn, the action
cannot be performed.

Until January 1943, the USN player simply lacks the engineer
points to do much. If the Japanese attack succeeds in damag-
ing the naval base on Oahu, then it cannot be repaired until
January 43. During that time any units in port cannot leave.
This leaves the only USN repair base on the West Coast of the
USA! This base is 12 hexes from the next closest base in the
South Pacific, with the next bases 16, 17, and 18 hexes away.
In the North Pacific, Dutch Harbor is only 8 hexes away, but
there is no other base around. If the Hawaii base is damaged,
the Central Pacific is forfeited to the Japanese until January 43!




Things are not much better for the airbase. The airbase repair
rules do not specify if a doubly damaged class 3 base is
repaired as a class 3 or a class 1 base (it functions as a damaged
class 1 base). Under a liberal reading (i.e. it is repaired as a
class 1 base), the airbase could be returned to a damaged class
3 level in January or February 42. Under a strict reading of the
rules, it cannot be repaired until January 43. Also, in this case
there are insufficient points to repair both the airbase and naval
base, so the USN player must decide between them. The result
is that a completely repaired and functional Pearl Harbor may
not happen until June 43!

If you are like me, and go for the knock out blow in the initial
attack, then Carrier War may be the game for you. Of course
hanging around long enough to inflict this amount of damage is
risky, but may be worth the risk. Another aspect that reduces
the risk is that the Japanese player knows the two forward
deployed USN carriers do not appear until January 42 (i.e. turn
2), unless they start the game in Pearl Harbor. In actuality, the
Enterprise did try to go after the Japanese carriers shortly after
the attack. In the game, the Japanese does not have to worry
about that.

Conclusion

Does the hobby need another WWII Pacific Theater game? A
lot depends upon what the game has to offer. Carrier War
fills a nice niche. Pacific War by Victory Games was in some
ways the definitive simulation of the Pacific Theater. As with
many Victory "strategic games” it was actually an operational
game that was played at a strategic level. That gave the players
great operational control, but it also made for very large,
complex games.

If that is the case, then why is it definitive? As wartime
records have become available, it is clear that the main factor
in the Pacific Theater was the American ability to read much of
the principal Japanese message traffic. Pacific War used an
ingenious system to reflect this fleeting and unpredictable
advantage. It is also easier to use than Carrier War’s use of
explicit Japanese op orders.

As we have seen, Carrier War is probably not definitive. It
has the advantage of being much more playable. As I worked
with the game the more it struck me as Victory in the Pacific
with hexes. Itis not nearly as simple as Victory in the Pacific,
but it is almost as easy to play. It provides much more depth in
available tactics, and options. There are some problems with
the design, but nothing fatal. As we have seen, it produces
historical results. For “what if” fans, it may produce results
that are TOO historic in that it is not always possible to deviate
much from the actual course of the war.

If you are looking for a playable game on the WWII Pacific
Theater, then Carrier War may be the game for you. It will
be especially pleasing for history buffs who want to understand
why the war developed as it did. For “what if” analysis, the
design may be too rigid to allow much tinkering. I guess that is
the price for a simpler game system. If you are interested in
the period, you will probably want to try the game. @
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by Gilbert Collins

PROFILE

There have been at least three wargames published on the
American Revolution. Each design has tackled the conflict in a
different manner, but there are some common threads. But
there are also some radically different philosophies as to the
nature of the conflict. It is the purpose of this article to com-
pare these three designs.

In 1972 SPI released American Revolution, one of the first
wargames based on the entire war. It was a novel design in
many respects, introducing new game features. The foremost of
these was the map. Designed along the “watershed basins” of
America, it utilized an area movement system abandoning the
familiar hexagonal or square grid.

The area movement was simple but functional with terrain
either rough or clear. American units could move through
rough terrain at lower cost and thus could avoid British units.
In an abstract manner it showed how the Continental Army
could avoid battle if necessary. One radical departure from
most war games was the absence of any combat odds lower
than 1:1. This was no major obstacle to play, but for the want
of one combat factor the American player often could not
attack.

The British had a one third chance of not being able to move a
particular force, since the units themselves were anonymous
strength points and usually concentrated. This meant that you
could not perfectly coordinate strategic forces onto a particular
point. The rule illustrated perfectly the problem of coordinated
offensives in North America at the time.

The quality of the Continental Army is constant throughout the
game, a situation not borne out by history. The Continental
Army was evolving during the Revolution. After 1778 it was
not the disorganized force that it had been in 1775. Washington
had turned it into a highly disciplined tool. A rule covering this
aspect would have been more historically correct.

The handling of tories and militia is one of the most interesting
aspects of comparison in all three versions. The roll of the
militia in the Revolution is deeply ingrained in American myth,
much as the roll of the Canadian militia is in the War of 1812,
The trouble here is that it is hard to represent what tories and
militia really contributed to the war, in contrast to what our
perceptions of their roles were.

American Revolution had an excellent system for utilizing
militia and tory units. The units were not placed on the board
until triggered by British movement into an area. Once
triggered they were placed and could move and fight normally
within their area. If the British left, the militia were removed.
Tories were handled in a similar fashion except that once
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Three Games on the
American Revolution

activated, they remained on the board. Tories could leave an
area only after being converted to British strength points.

The number of militia and tory units available for each area
varied greatly. Generally speaking, most Tory support centered
in New York and New Jersey. Each were allowed to raise five
Tory units. This was still only equal to the militia for those
states. As a whole, not one area on the board had the capability
of raising more tories than militia. In the southern states militia
units outnumbered tories by three to one. In the north the ratio
was four to one. The ratios are significant because Avalon
Hill’s 1776 takes an entirely different viewpoint.

Sea power, often overlooked in studies of the American
Revolution, was actually instrumental in the British defeat. In
SPI’s treatment there are only two “fleet” counters; one French
and one British. Until the French arrival the British player has
freedom of the seas. The naval rules are simple but there is a
respect for naval capability that is enough to decide the game
one way or the other should a player ignore them. In effect, the
fleets merely move forces and blockade. There is no naval
combat. The key here is blockade, for with the interaction of
the supply rules it is possible to trap an army like Cornwallis’
at Yorktown and destroy it.
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not having enough garrison troops.

The American Revolution was a fine
simulation for its time. It handled a
difficult assignment with good play
value and a respect for history. Even
eighteen years later it stands up very
well. In Avalon Hill’s 1776 we have a
much more conventional wargame with
standard hexagonal grid, combat tables
and a very complete manual. The rules
cover supply, automatic elimination,
Indians, bateau movement, winter
restrictions, dragoons, fleet movement
and more.

The board is aesthetically pleasing and
detailed. Movement is standard, with
rough terrain and rivers costing more to
enter. Combined with the fine nuances
of the map, one is able to recreate some
fine historical detail. Thus the impor-
tance of a fort on a “class two” river,
the St. Lawrence for example, is in

A section of the map from American Revolution

One of the hardest things to work into a game on the American
Revolution is foreign intervention. France recognized the
fledgling United States after the American victory at Saratoga
in 1777, By the end of the war Great Britain was fighting
France, Spain, and the Netherlands. The difficulty arises as to
“when” these foreign powers should be triggered. It was not in
the best interests of France to intervene unless they could be
sure of American success. Thus French intervention was a real
“unknown.”

SPI simulates this by having a “Major Success" which consists
of the destruction of five British strength points without loss to
the American. After the first Major Success, French arrival is
triggered with French troops arriving two turns later. (Each
turn is a season.) Should a second Major success occur, the
British must have accrued a certain level of victory points or
forfeit the game. From this point on American recruitment of
Continental units is doubled. A third Major success ends the
game immediately in favor of the Americans.

Once French arrival is triggered, the Americans can usually
win their independence. But it is by no means assured, as the
British can still make it a rough fight. In SPI's philosophy, to
win the Revolution would have meant bringing back the King's
authority throughout the land. Victory conditions are rough.

stark contrast to a fort built on the shores of Lake Champlain.
The river fort dominates the river and halts bateau movement
past it while the lake fort has no influence on lake movement.

The use of river movement is extensive and it is possible to
move an army hundreds of miles into the interior of the
country. Burgoyne’s move from Quebec to the foot of Lake
George is easily simulated here. In short, the terrain in 1776,
along with the detailed rules, allowed a host of possibilities.

One of the most exciting aspects of 1776 was the utilization of
the tactical combat cards. Some would call it “just luck,” but
the use of the cards was an exercise in out thinking your
opponent. You evaluated the tactical situation and tried to
figure out what one's opponent would do. Use of the cards
amounted to picking a battle maneuver that would yield some
favorable modifier on the die roll. This was further modified
depending upon your opponent's choice. The results could be
decisive, catastrophic or nothing. It perfectly illustrated the
period where battles could range from a “Saratoga” result to
inconclusive engagements such as “Germantown.”

Foreign intervention was handled in an entirely different way
than in SPI’s version. In 1776 the American player does not
have to gain a large victory to get recognition. He just has to
stave off defeat. Thus, Avalon Hill takes the view that French
intervention was just a question of time, (The French are
coming!) However it is not absolutely certain as to when. Their
arrival is modified by the degree of British success. If the
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British are winning they will arrive later. The earliest the
French may arrive is April of 1778. Theoretically it is possible
to prevent the French from arriving at all, but at that point the
British are on the threshold of victory anyway. 1778 is a
nailbiter year for the British as they feverishly wonder as to
when the French will arrive and where.

The French army is not so dangerous to the British as are the
French fleets which are enacted with accuracy here. With these
the American player has freedom of movement from Quebec to
Florida. Fleet combat can also be decisive and the loss of a
fleet to the British could mean loss of the war.

Tory and Militia depiction was excellent. Unlike SPI, these
units were always available in an area regardless of British
presence. There numbers however varied considerably depend-
ing on the situation. Here Avalon Hill took an entirely different
stand as to the politics that influenced these special units. In
1776 area has the most number of tories when the British
regulars are not present, while militia are at the minimum.
Designer notes explain that Tory units tended to be more active
on their own than while in the presence of British regulars.

‘Many factors influence the number of militia and tories in an
area. Usually this amounts to what side has the greater control.
Continental regulars are more easily recruited when the area is
free of British influence. Rebel militia appear in large numbers
when an area is threatened. Should an area be totally controlled
no Continental units may be raised and militia falls to the
minimum. In short, 1776 has a finer scale when it comes to the
utilization of auxiliary units and the combinations of such lead
to an exciting game.

Victory conditions in 1776 are similar to American Revolu-
tion which amount to holding territory. Twenty towns must be
garrisoned by the British, virtually all of the thirteen colonies.
Destroying American forces is not enough, this is only a means
to an end. Like the SPI philosophy, winning the Revolution
would have meant suppressing the whole country.

1776 is one of a kind. It is now considered an “old title” but
never achieved classic status. When first released it was not all
that popular, since the Revolution never was a popular game
subject. The game also generated a lot of articles in the game
press at first. These were criticisms of the game as being too
imbalanced against the Americans. Avalon Hill maintained that
1776 was a new breed of game. It was not possible to unlock
all of its secrets in one or two playings. They were right. For a
year later, articles began appearing about the game's imbalance
against the British! 1776 had come around full circle. It still
has my vote as the best game on the American Revolution.

13: The Colonies in Revolt was published in Strategy &
Tactics magazine in November of 1985 (issue #104). In this lay
many of the seeds that prevented the game from being a great
success. It would have been far better to release it as a boxed
purchase. Still, with this disadvantage, the author Richard Berg
produced a title with some great features marred only by the
limitations of the magazine format.

The map covers approximately the same area as 1776, stretch-
ing from Quebec in the North to Georgia in the South. The
interior goes a little farther covering the Ohio and Illinois
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territory. The grid is standard hexagons. Terrain features are
mountains, hills, rivers, cities and clear. Unfortunately the map
is too dark and spoils what would have been an adequate
design. One is tempted to leave it in the sun to bleach it lighter.

Where the map fails the counter mix restores. The regimental
and brigade level units are beautiful. These add a great deal of
life to the simulation. Neither American Revolation nor 1776
had utilized historical units, and their use in this version is one
of the game's best features.

The color choices are wise, pleasing to look at, and functional.
British regulars are bright red, Tories light tan, Continentals
dark blue, Militia light blue, Germans green, and French
purple. Bateau units, fleets, and supply are stark white but
contrast nicely with the line units when stacked.

The negative side of the counter mix was that there were not
enough of them. I combined two games together and still did
not have enough supply counters and forts to play the game.
These are easily made, but to have a fine game marred on this
point is a shame.

The units were activated by an operations point system. Points
were drawn randomly from a counter mix and the player was
free to allocate them as he saw fit. As units performed actions
these points were deducted from his total. Since initial point
allocation was random, both American and British could
temporarily have the initiative. This was unlike both American
Revolution and 1776, where the American player largely is on
the defensive.




‘Water movement is also extremely important. There is a full
section of rules describing bateau movement. With bateaus one
can travel five times as fast down river, compared to marching.
One feature I liked is the ability of land units to “carry” their
bateaus. In 1776 one could not accurately portray Burgoyne's
move from Lake George to the Hudson. This was because
bateaus could not be carried overland, a surprising oversight. In
Colonies in Revolt batcaus may portage.

The combat system was new. Odds were used only as a
modifier to the final combat table which was differential. There
were further modifiers such as weather, artillery, supply,
entrenchments, leader ability and so on. The table itself utilized
two dice and had thirty-six different results. These resulis
varied widely from loss of strength points to the complete
surrender of an army. With swings of fortune such as these one
had to carefully weigh the decision to do battle. In one of my
practice games I had Lord Howe's army land at New York to
attack Washington’s. A modified die roll of “11” saw the
surrender of Lord Howe’s army and that was in 1776!

This brings us to one of the best features of the game, the
inclusion of leaders. Washington, Lee, Gates, Arnold, Howe,
Burgoyne, Carleton, and others are all included. These restore a
lot of flavor which had been missing in the other two versions.
After all, the results of the American Revolution are steeped in
the personalities of the leaders.

For game purposes they allow more efficient movement of
forces, interception of enemy moves, modifiers to combat, and
in the case of Arnold the possibility of treason. The “Swamp
Fox,” Francis Marion, is included and has special abilities to
ambush and remain concealed.

One of the
surprising
omissions is the
use of Sea power.
Both SPI and
Avalon Hill
realized that it
could not be left
out. In this
version Sea
movement is
allowed only for
the British. The
designer notes
state that the
French Fleet has
been abstracted
into the Carib-
bean, but I think
the absence of the
French Fleet is
fatal to any true
s1mu1at19n of the p O R
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way. Tories were raised by the expenditure of operational
points. In this manner you could decide for yourself whether or
not the units were needed. Militia were not tied to any “trig-
gered” move by the British and could be raised for free. There
were modifiers, of course, similar to that used in 1776. If the
militia were outside their home colony, or the British had left
the territory, there was a greater chance they would disband.

French intervention was handled similarly to 1776. A major
victory had to be won by the Americans. This meant defeating
twenty five combat factors in battle. Three turns later the
French could arrive by the roll of a die. Further die roll
modifications each turn assured that French arrival was
inevitable.

The victory conditions in this game are interesting since they
allow for the fact that the Revolution iiself evolved and
changed after the Declaration of Independence.

The British player wins if he controls Canada, one area, and the
following cities: Boston, New York, Philadelphia, and Charles-
ton. But he wins under these conditions only in 1775 or 1776.
A long war favors the American. If the British are to crush the
Revolution, it is best if they do it quickly. Should early victory
elude the British, winning then becomes virtually the
reconquering of America.

The Colonies in Revolt had some good concepts and a superb
order of battle compared to its predecessors. Its major faults lie
in the fact that it was too large a subject for the magazine
format. It still gives good play value and history nonetheless.

Games on the American Revolution have never been as
popular as say, the American Civil War. With these three
versions we received good play value and decent history. If the
subject is done again I would like to see the best features of
each version incorporated into the new. This would mean the
elegant simplicity of American Revolution, the accurate map
from 1776, and the fine counters from Colonies in Revolt. A
marriage of these three features would give us one of the best
simulations on the American Revolution. ®
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EXPANDING

FRONT

Code of Bushido

by David Harrison

The image of Japanese infantry in WWII conjures up images of
fierce close-in jungle fighting, massive banzai charges, and Hara-
kiri. Code of Bushido, TAHG's last ASL module, underscores
the opinion of many that the Japanese infantry is the best in
history. It succeeds in doing this with an ingenious array of subtle
(and not so subtle) rules. What results is an exciting and authentic
feeling for what it must have been like to fight the Japanese in the
Pacific.

The components of the ASL system have always been top noich
and Code of Bushidois no exception. Included in the $40 package
are boards 34-37, a pad of 36 overlays, the first half of Chapter G
(the rest of the rules will be included in the Chinese expansion,
Gung Ho), the entire Japanese OB, and eight scenarios. The
boards are some of the nicest looking to date with terrain thatlooks
no different from that depicted on the other boards. Woods
become jungle, brush is bamboo, orchards are palm trees, and
grain is kunai grass; however, overlays must be used to depictrice
paddies. Asaresult, Pacific terrain is substituted only functionally
and not aesthetically for the European terrain. I feel this was a
good choice as it allows all boards to be used in either theater. I
have no complaints with the quality of the components.

Let’s take a look at the Japanese OB. The Japanese support
weapons are a mixed blessing: although they are as light as the
German weapons and have a longer range than the American
versions, they all have lower breakdown numbers. Additionally,
their MMG and HMG require crew to be used effectively, justlike
guns.

Astobeexpected, Japanese vehicles are a pathetic lot. The highest
armor factor available is six and their best AP ammo rates only 75.
On the positive side, they tend to be very mobile. Event the Italian
vehicles are more exciting.

If their vehicles are junk, then their ordnance is anything but. They
have an impressive group of mortars and artillery guns—one of
the latter rates a full traverse 140L. On the negative side, they lack
good AT guns.

The chief advantage the Japanese have over other nationalities is
the fact that their squads don’t break. Japanese squads have no
broken side; instead they have a step reduced side with a slightly
lower strength, which is denoted by a red band—very appealing.
If they fail morale, they are step reduced. Step reduced squads
which fail morale go to half squads. Half squads break normally.
The system works very well in representing the fearless nature of
Japanese troops and requires very different tactics to overcome.
Just what tactics are required other than simply blasting away at

34 Fire & Movement #75

them turn after turn with as much
fire power as possible, I have yet to
figure out. If you think a possible
solution is moving in quickly for
close combat, you are merely play-
ing intoanotherone of their strengths.

Japanese infantry automatically use
hand to hand combat and receive an
extra -1 modifier to represent their
special training. In addition, the Japa-
nese are great ambushers since their
elite and first line units are consid- : =
ered stealthy. As such, close combat involving them tends to be
casualty intensive and they seem to usually win. Also included is
a Hara-kiri rule which allows Japanese infantry an attempt to
eliminate themselves before being captured.

The Japanese banzai capability is not as effective as I expected. It
is a less restrictive form of a human wave assault, not requiring
multiple hexes to set up but still requiring a leader to participate.
I disagree with the leader requirement since I feel banzai charges
should be easier to establish than they are, but maybe it’s a good
thing for the sake of play balance given all their other advantages.

A unique infantry counter makes its debut in Code of Bushido—
the tank hunter hero. These units must banzai charge and they
either detonate a demo charge in the enemy hex or engage in close
combat with an enemy vehicle, and both types of attacks occur in
the same movement phase. They are not very effective against
vehicles, especially if the opponent is smart enough to leave
infantry in the same hex with them. However, their threat does
hamper Allied play and requires precautions to meet.
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The Japanese posses a host of other advantages: all leaders are
treated like Commissars, they gain concealment easier than other
nationalities, they are harder to search for, and a fraction of their
force may always set up hidden—just to name a few. These add
up to what is probably the most potent infantry to date. If the
Japanese have so many advantages, what are their weaknesses?
Well, thankfully there are...a few.

The most obvious shortcoming of the Japanese is their weak
strength factors—fire power and range values never exceed four.
Elite troops are only 4-4-8’s. Another disadvantage is that J apa-
nese leaders tend to be short lived since they must make a wound
check if they fail morale. Finally, the Japanese tend to lack good
leadership since their best leader is a rare “-2” with all others
ranging from “-1” to “+1.”

Chapter G is very well written. I had few questions other than on
some rare cases that may come up—but this is to be expected in
a game this detailed. The terrain rules are effective in poriraying
the denseness and low visibility of the jungle. Both sides will find
it slow going with close fighting the norm. It is obvious much
thought went into each rule, and the old maxim “the whole is
greater than the sum of the parts” applies here: the rules work well
together to give a remarkable feel for what they are trying to
simulate,

The only complaint I have with the module concerns the sce-
narios. I don’t understand why Avalon Hill is bent on providing
only eight scenarios on a new theater—at least ten are warranted.
The scenarios are varied and interesting enough, but more sce-

narios like the last, The Bushmasters (now among may all time
favorites), which is a gem featuring a large and mixed American
elite force versus a well defended Japanese infantry position
complete with a surprise banzai charge, should have been in-
cluded. I don’t know if I’m alone on this, but it is this kind of
situation which I find the most appealing and associate most with
the Pacific theater of land operations.

It should be obvious by now that I like Code of Bushido. Playing
the Japanese is so unlike any other nationality that breathes new
life into ASL. One is simply forced to come up with fresh tactics
todefeat the Japanese. Your game will never be the same again.@

SHATTERED
STATES

The Game to Reunite the United States

You’ve heard from us before. Here’s what gamers say about Shattered States:
“Simple and easy to learn and quick to play,” Emil Bartholet of Iilinois
“Couldn’t stop playing it the first few days...” Sam Bicket of Minnesota
“Excellent game ...” Mark Leonard of New Hampshire
“Shattered States is great!” Rich Goldbaum of Massachusetts

itary Simulations presents ...

eN.
A fast-moving game for
b | 2 or 3 players on the
current civil/drug war in
Colombia! Easy to learn,
hard to master!

Contact your local gamestore or EMS at
15 Bowie Ct., Rockville, MD, 20852 or
Jaxiphone (301) 251-5927. Retail $15.00

Don’t be limited to
reenacting history.
Game today what may be

tomorrow’s history!

Contact your local
gamestore or EMS at
15 Bowie Ct., Rockville, MD,
20852/(301) 251-5927. Retail $35.00
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DESERT STORM UPDATE!

Arabian Nightmare!

* KUWAIT WAR sold out before it hit the stores. But now there is an UPDATE...

ARABIAN NIGHTMARE: UPDATE—now expanded to include ALL the
possibilities, and extended right up to the end of the hostilities.

The AIR WAR—the incredible 100-HOUR GROUND VICTORY—it’s all here
Rules cover oil slicks, Israeli intervention, Kurdish revolt, Arab morale,
assassination of Saddam Hussein, chemical weapons, and much, much more.
A 12-page DESERT SWORD EXPANSION KIT

covers the 100-hour ground war, with actual historical set-up for all units.
ARABIAN NIGHTMARE now has:

» 2 full-sized maps ¢ 600 counters
* 96 pages of rules, options and analysis—including Jim Dunnigan’s
commentary “Why Fight For the Persian Gulf?”

As with Austin Bay’s original ARABIAN NIGHTMARE: KUWAIT WAR
in S&T #139, there are three games in one:

* The Military Game

« The Political Game

* The Introductory Game

= All now updated through the end of the war.

Available Now! at hobby stores or direct from 3W « Retail $25

or DESERT SWORD .

Buy the mini-update for just $10—the western map, the 300 new counters, and 12 pages of
rules covering the land war.

» This is an inexpensive way of updating your original game. It does NOT include the changes
we’ve made to the original map, or the literally hundreds of other changes that we've made to all
three games—changes which either clean up the original, or reflect new data and unexpected
events arising out of the war. But if the $25 for the complete remake seems a bit steep—the $10
Desert Sword mini-update at least gives you the most vital additions to the original game.

By offering the two alternatives, we hope you'll all be happy ...

3W, P.O. Box 157, Cambria, California 93428 < ([805) 927-5439 ¢ MasterCard-Visa m




The composure of Europe israpidly chang-
ing. The opening of the Berlin Wall sig-
nals a new era for all. Who could have
predicted the rapid succession of events in
Eastern Europe in 19897 Certainly very
few. Also caught off guard was the
wargaming field. As a consequence, few
of the NATO/Warsaw Pact games now on
the market offer scenarios that reflect the
current situation.

Surprisingly, a group of European design-
ers put out a wargame in 1989 that ac-
counted for some of these changes. Per-
haps they had a Genie bottle. In any case,
the game in question is Conflict: Europe.
This computer simulation includes five
scenarios that range anywhere from an
outright east/west confrontation to a situ-
ation whereby the U.S. has pulledits forces
outof Europe entirely. The game accounts
for chemical warfare, cruise missiles,
Starwars, and tactical nuclear exchanges,
to name a few. It is without doubt one of
the most challenging , and therefore, one
of the most enjoyable wargames that I
possess. The graphics are first class, the
sound effects passable, and the prelimi-
nary screens, outstanding. In short, the
game has class.

I'will attempt to review Conflict: Europe
asasimulation of the scenarios it portrays.
It must be stated that I am no expert in
modem tactical/operational conventional
and/or nuclear exchanges in Europe in the
present day or some.time in the future.
(Areany of us?) Iwill, however, attempt to
show whether the game isreasonable in its
design and therefore, its actual play.

When Conflict: Europe is first booted the
usual credits are there. There is a twist
though. To help you pass the crucial sec-
onds of idleness, amilitary style marching
beat can be heard. Almost immediately,
the beat gets progressively louder. And
Justwhen you’re tempted to turn down the
volume, a picture appears, the sound
changes, and a newsreel unfolds on the
right hand side of the screen. It bears a

COMPUTER GAMES
CONFLICT: EUROPE

by Art Kritzer

headline. The news is bad. World War
Three has erupted. As a player, you must
decide the fate of Europe. Fortunately,
you have options.

The Scenarios

Opening Gambit: This scenario assumes
that both NATO and the Warsaw Pact
have had two weeks to prepare prior to the
actual invasion by the Pact (circa early
1989, before the vast changes in the East-
em block).

Out of Step: An unexpected diplomatic
crisis has triggered an outbreak of hostili-
ties. As a result both sides have units
unprepared and out of position, (again,
early 1989).

After the INF: Same scenario as in Open-
ing Gambit except that all non-strategic
nuclear weapons have been removed from
play. Apparently, West German peace
parties have had their way.

The Star Wars Option: Same as Out of
Step. However, only short range battle-
field nuclear weapons are available. The
premise being that both sides have devel-
oped effective antimissile systems.

What If?: Perhaps the most challenging
scenario for the west. The U.S. is assumed
to have pulled out entirely from Europe.
As a result a new NATO is formed with
stronger E.E.C. commitment. As an equal-
izer, Warsaw Pact cannot rely on Ruma-
nian and/or Polish assistance. Both are
now neutral but do allow the Soviet player
access through their territories.

In all scenarios a player can choose the
role of NATO or the Warsaw Pact. Your
opponent is always the computer. Unfor-
tunately, if you like multi-player games
you will be disappointed. The good news
here is that the computer plays quite well.
The computer is not easy to predict nor
easy to defeat. Once a scenario is chosen
the screen will show the war room.

The War Room

The war room is the heart and soul of the
game. All game activities center on its
display in some way or another. The top
two thirds of the screen is the actual play
area. It displays Europe from England to
the SovietUnion. Itincludes northern Italy
and southern Scandinavia. A down fall
here is that the screen does not scroll; the
net result is a compressed screen. Below
the play areais a narrow information strip.
It displays a read out of the current game
turn, its phase, and as well the strength of
any one unit highlighted by the game cur-
sor. Finally, at the botiom of the screen is
the ever present Command Area. The
Command Area can be accessed any time
aplayer is in amovement phase. It reveals
all kinds of useful and/or irrelevant infor-
mation depending on the whims of any
particular player or situation. About the
only problem I have with the above set up
is that the actual play area is too small. For
the life of me , I can not understand why
the Command Area and the Information
strip could not have been accessible by a
cursor box or an escape key. It seems an
awful waste of limited space, especially
for a computer screen.

The Three Game Phases

Every turn is composed of a movement,
assault, and rebuild phase. Movement is
via a mouse or joystick depending on the
computer played on. There are no hexes or
square grids on the screens. Stacking isnot
allowed nor passage through other units,
friendly or not. Mountain areas reduce
movement rates by half. Generally, any
given unit can move one space away from
its present position. There are two excep-
tions. Only the Soviet player has the capa-
bility of dropping his airborne army be-
yond the one space range. Although weak,
itcan dropped at just about any spot on the
game screen on any given turn. In addi-
tion, only the Soviet player is allotted an
amphibious army. It has the capability of
threatening Denmark with invasion. Since
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the game is strategic, it appears that the

game designers decided todeny the NATO

player the same capabilities at this particu-

lar scale. Whether you agree with this

point or not is not really important. The

reason? The airborne army will rarely de-

termine a game winner. Itis more useful as
a threat than when actually employed.

After movement a player must decide if
any of his units will partake in combat
duties. More than one unit can combine
their attacks on any one enemy unit. How-
ever, any given unit is only allowed to
attack one enemy unit. After combat du-
ties are assigned, the computer carries out
theresults and determines the retreat routes
for any unit(s) affected. Generally units
are retreated towards friendly lines.

The last phase is the build phase. During
this phase a player will be informed of the
turn’s reinforcements. A player will have
to decide which units will receive armor,
air and support reinforcements. In very
broad terms: armor reinforcements repre-
sent the combat capabilities of any given

unit; air support represents (you guessed
it) logistical supplies. Units can receive
these reinforcements regardless of their
position on the board. Personally this is
one point that T have trouble with. Inrecent
games, completely isolated NATO and/or
Warsaw Pact units have been able to re-
ceive reinforcements, turn after turn. In
the over all execution of the game this
point is quite trivial. However, it is pretty
annoying to have the computer build up a
one armor/one air unit to a seven armor/
three air unit two or three turns after being
cut off. Most peculiar,

Air Missions and Special
Assignments

Well enough of the preliminaries, let’s get
down to the chrome. Conflict: Europe
offers a lot, read a lot of chrome. During
any movement phase a player can choose
from nine different air missions for his
units. Air superiority, interdiction, and air
defence are pretty straightforward. They
do as their terms imply. Assault breakers,
deep strikes, "iron strikes," strategic bomb-

ing, counter air and air reconnaissance
need further explanations. Assault break-
ers give support to ground units when
attacked or attacking enemy ground units.
They can wreak havoc to any well planned
attacks. Deep strikes will have long term
effects on enemy communication centers.
If successful, they can prevent enemy units
from moving or attacking at all. "Iron
strikes" have long term effects on supply
lines. Apparently, it will reduce the rate of
reinforcements and/or supplies. I have yet
to find it particularly useful in any of my
recent games. Too often the game will be
decided before the consequences of "iron
strike” take effect. Strategic bombing is
strictly for the morbid crowd. It is directly
aimed at civilian casualties. I guess the
theory is, the more dead your opponent
suffers, the better off you will be. Counter
air is aimed at enemy airfields. If success-
ful it will lower the number of air missions
assigned against any of your units. Fi-
nally, there is reconnaissance. Allotting
enough air points to it will enable you to
keep tab of enemy units, their assign-

INNOVATION, ACCURACY, & REALISM.
HAVE YOU EVER WONDERED
WHY THOSE OTHER GAMES
DON'T HAVE THEM?
PERHAPS, WHILE DOING THE PRETTY
PICTURES,
THEY FORGOT ABOUT
RESEARCH, TESTING, & DESIGN.

WE DIDN'T.

SIMULATIONS CANADA...
FOR SERIOUS WARGAMING

NAVAL COMBAT:

***New***PACIFIC STORM: THE MIDWAY CAMPAIGN, Operations In The
Central Pacific, 1942. In this second PACIFIC STORM study, we turn to Admiral
Yamamoto'§ grand plan to defeat the American Navy after the partial success of
the Pearl Harbor attack and the humiliation of the Doolittle raid. Spanning the
open reaches of the Pacific from the Home Islands to Hawalian chain, with
Dutch Harbor and Truk as theatre limits, and in the center, Midway Island, the
game concentrates on plan formulation and execution via command and control
to hold the pivotal position between the American Navy and Japan during an 18
week campaign. Amiga, Atari ST, & IBMPC.

***New***PACIFIC STORM: THE SOLOMONS CAMPAIGN, Operations In
The South Pacific, 1942-1943. The US advance back into the Pacifi¢ wént north 6
Midway and south to a previously obscure island called Guadalcanal. Midway
was a fast victory. The fight for the Solomons was the hardest of the war. This
operational naval, air, and land simulation concentrates onthe command and
control of an entire theatre of war, covering the campaignin 2 week turns.
Amiga, Atari ST, & IBMPC.

FLEET MED, Tactical Naval Combat In The Med, 1939-1943.

MALTA STORM, The Battle For The Mediterranean, 1941-1942.
KRIEGSMARINE, Tactical Naval Combat In The Atlantic, 1939-1944.
NORTHERN FLEET, Modern Naval Operations In The Atlantic Ocean.
GRAND FLEET, Tactical Naval Combat In The North Sea, 1906-1920.
IN HARM’S WAY, Tactical Naval Combat In The Pacific, 1943-1944,
LONG LANCE, Tactical Naval Combat In The Pacific, 1942.

SEVENTHFLEET, Modern Naval Operations In The Pacific Ocean.
FIFTH ESKADRA, Modern Naval Operations In The Mediterranean Sea.
GREY SEAS, GREY SKIES, Tactical Modern Naval Combat.

LAND COMBAT:

***New***MAIN BATTLE TANK: MIDDLE EAST, Modern Tactical
Armoured Combat. The Middle East seems to forever be in turmoil.  And 1
recent history 1S any indicator, this situation will not be changing inthe near
future. MBT:ME, our third MBT game (in design for two years and delayed to
incorporate data from the recent Gulf conflict) provides the terrain of the
Middle East deserts and the forces of the local powers, as well as intervention
countries, in a command oriented simulation that allows for past, current, and
future combat situations. Prebuilt scenarios and a "build your own" system are
provided. Amiga, Atari ST, & IBMPC.

***New***BATTLE TANK: KURSK TO BERLIN, Tactical Armoured
Combat In The East, June 1943 - May 1945. Though the warn the East was not
going well for Germany, the General Stalf still thought it might be won with the
new tanks and weapons just starting to stream in from the factories. That hope
died at Kursk, but left 2 more years of brutal combat. This second game in our
grand tactical BT series completes our coverage of the Eastfront. Prebuilt
scenarios and a "build your own" system are provided in this detailed
command style study. Amiga, Atari ST, & IBMPC.

MBT: NORTH GERMANY, Modern Tactical Armoured Combat

BT: BARBAROSSA TOSTALINGRAD, Tactical Armoured Combat In The
East, June 1941 - May 1943, -
MBT: CENTRAL GERMANY, Modern Tactical Armoured Combat.
ROMMEL AT EL ALAMEIN, Battles For Egypt, 1 July to 6 November, 1942,
MOSCOW CAMPAIGN, Typhoon & White Storm, Aug 1941 to Feb 1942,

TO THE RHINE, The Allied Advance In The West, 29 Augto 11 Dec, 1944.
ROMMEL AT GAZALA, Battles For Tobruk, 26 May to 27 June 1942.
STALINGRAD CAMPAIGN, The Turning Point In Russia, Jun 1942 - Feb 1943,
KURSK CAMPAIGN, Operation Zitadelle, Summer 1943,

OPERATION OVERLORD, The Invasion Of Europe, 6 June - 28 August, 1942.
GOLAN FRONT, The 1973 Arab/Israeli War In The North.

FALL GELB, The Fall Of France, Spring 1940.

ORDERING INFORMATION,PLEASE READ CAREFRULLY: All games are
$60.00 each for Americans, $80.00 each for Canadians (GST included), and
$65.00 each for purchasers outside North America. We will let cheques clear
before shipping (6 weeks!), so, money orders are preferred. PLEASE be sure
totell us which computer youown. **Purchasers from outside of Canada
should send payment in U.S.funds.** Nova Scotia residents must add an extra
10% of the total for Provincial tax.

SIMULATIONS CANADA,P.O. Box 452, Bridgewater, NS, Canada, B4V 2X6.
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HAVE YOU EVER WONDERED
WHAT THOSE OTHER GAMES ARE
MISSING?
THE SPARK JUST ISN'T THERE.
PERHAPS, WHILE DOING THE PRETTY
PICTURES,
THEY FORGOT THE INNOVATION,
REALISM, & ACCURACY.

WE DIDN'T.

SIMULATIONS CANADA...
FOR SERIOUS WARGAMING

NAVAL COMBAT:

***New***PACIFIC STORM: THE SOLOMONS CAMPAIGN, Operations In
The South Pacific, 1942-1943. The US advance back into the Pacifi¢ went north o
Midway and south to a previously obscure island called Guadalcanal. Midway
was a fast victory. The fight for the Solomons was the hardest of the war. This
operational naval, air, and land simulation concentrates onthe command and
control of an entire theatre of war, covering the campaignin 2 week turns.
Amiga, Atari ST, & IBMPC.

***New***FLEET MED, Tactical Naval CombatIn The Med, 1939-1943. The
ltalian Fleet was battle ready and eager for a fight, a§ was the Havy of England,
the long term ruler of the Med. But only one fleet would survive the coming
conflict. This is the fourth and final game'in our WWII tactical naval series. The
full available fleets of England and ltaly are provided, as well as those of the
Unitied States and France. 9 scenarios & a "build your own" system are
included. Amiga, Atari ST, & IBMPC.

MALTA STORM, The Battle For The Mediterranean, December 1941 - August
1942.

KRIEGSMARINE, Tactical Naval Combat In The Atlantic, 1939-1944.
NORTHERN FLEET, Modern Naval Operations In The Atlantic Ocean.
GRAND FLEET, Tactical Naval Combat In The North Sea, 1906-1920.

IN HARM’S WAY, Tactical Naval Combat In The Pacific, 1943-1944.

LONG LANCE, Tactical Naval Combat In The Pacific, 1942.

SEVENTH FLEET, Modern Naval Operations In The Pacific Ocean.

FIFTH ESKADRA, Modern Naval Operations In The Mediterranean Sea.
GREY SEAS, GREY SKIES, Tactical Modern Naval Combat.

LAND COMBAT:

***New***BATTLE TANK: KURSK TO BERLIN, Tactical Armoured
Combat In The East, June 1943 - May 1945. Though the warin the East wag Tiot
going well for Germany, the General Staff” still thought it might be won with the
new tanks and weapons just starting to stream in from the factories. That hope
died atKursk, but left 2 more years of brutal combat. This second game in our
grand tactical BT series completes our coverage of the Eastfront. Prebuilt
scenarios and a “build your own" system are provided in this detailed
command style study. Amiga, Atari ST, & IBMPC.

***New***MAIN BATTLE TANK: NORTH GERMANY, Modern Tactical
Armoured Combat. The breakdown of the Warsaw Pact had given ope that
Europe might continue its long period of peace. But Germany inevitably slipped
into the power vacuum created by the Russian pullback. Our second MBT
game provides the terrain of the North German Plain and the forces of England,
Russia, & Germany in a command oriented simulation that allows for NATO or
agressive German situations. Prebuilt scenarios and a "build your own"
system are provided. Amiga, Atari ST, & IBMPC.

BATTLE TANK: BARBAROSSA TO STALINGRAD, Tactical Armoured
Combat In The East, June 1941 - May 1943,

MAIN BATTLE TANK: CENTRAL GERMANY, Modern Tactical Armoured
Combat.

ROMMEL AT EL ALAMEIN, Battles For Egypt, 1 July to 6 November, 1942,
MOSCOW CAMPAIGN, Operations Typhoon & White Storm, 30 Aug 1941 to 13
Feb 1942. - T

TO THE RHINE, The Allied Advance In The West, 29 Augto 11 Dec, 1944.
ROMMEL AT GAZALA, Battles For Tobruk, 26 May to 27 June 1942.
STALINGRAD CAMPAIGN, The Turning Point In Russia, June 1942 - Febuary
1943. T T e
KURSK CAMPAIGN, Operation Zitadelle, Summer 1943.

OPERATION OVERLORD, The Invasion Of Europe, 6 June - 28 August, 1942,
GOLAN FRONT, The 1973 Arab/Israeli War In The North.

FALL GELB, The Fall Of France, Spring 1940.

ORDERING INFORMATION,PLEASE READ CAREFULLY: All games are
$60.00 each for Americans, $80.00 each for Canadians (GST included), and
$65.00 each for purchasers outside North America. We will let cheques clear
before shipping (6 weeks!), so, money orders are preferred. PLEASE be sure
totell us which computer you own.  **Purchasers from outside of Canada
should send payment in U.S.funds.** Nova Scotia residents must add an extra
10% of the total for Provincial tax.

SIMULATIONS CANADA, P.O. Box 452, Bridgewater, NS, Canada, B4V 2X6.

ments, and their expected date of arrival.

With only forty air points at any given
time, a player is forced to think long and
hard before assigning missions. You see,
the clincher here is that once a point is
assigned to a mission it cannot immedi-
ately switch to another. It must first forfeit
a turn in air reserve. Although annoying,
this restriction is quite realistic.

Once during a game players will have a
chance to access the special missions ter-
minal. Once there, a player will have the
choice of one of the following missions: 1)
Chemical/biological warfare: Catastrophic
civilian casualties will résult. Militarily,
short term combat effectiveness will be
the gain. Game wise, this is only advisable
indire situations. 2) Asat: this mission will
lower the effectiveness of the enemy’s
reconnaissance. 3) Counter air: special
forces will raid enemy airfields. 4) Supply
dump destruction: asitimplies. 5) Counter
cruise: Enemy cruise sites will be raided.

Nuclear Power

What sets this game apart from most con-
temporary war games is that it actually

accounts for nuclear exchanges. As grue-
some as it sounds, it actually gives players
a chance to sweat out their options. As a
last resort to a conventional defeat, game
commanders will be tempted to order tac-
tical and/or strategic nuclear strikes. Do-
ing so will, however, bring the wrath of
your computer opponent. Any nuclear
strike that a player makes will result in an
equally severe strike by the computer. To
clarify, if you order a tactical nuclear strike
on an enemy unit, the computer will usu-
ally respond by striking one of your armies
in like manner.

Nuclear requests can range from one ef-
fected unit to one effecting eight enemy
units. In addition, you can alsorequest that
supply centers, cities, HQ’s, airfields, and/
orcruise sites be the object of your attacks.
But wait, these are only ‘two bit’ options.
Ifyoureally feel ghoulish why fool around?
You can order in strategic strikes. The
ultimate request is ‘Fumble Winter’, the
code name for Armageddon. If this com-
mand is ever entered, an all out nuclear
war will result. To remind you of your

madness, the computer will flash a mes-
sage on the screen. "Congratulations, you
havedestroyedthe world." There, ... how’s
that for a game action that reflects reality.

There’s more. In addition to nuclear re-
quests, a player can call for chemical and/
orconventional highexplosive cruise mis-
siles on selected targets. Doing so will
prevent nuclear responses but will un-
doubtedly lead to corresponding computer
strikes. No free rides. As a last note here,
a player has the option to preset missile
strikes, conventional or not, by ordering
‘Alter Reflex Strikes.’ This means that if
the computer ever resorts to a missile
strike, your forces will be automatically
programmed to strike back as commanded.
Frankly, I'm not sure what to make of this
option. Often times, a player will find
himself too busy with the myriad of op-
tionsavailable and completely forgetabout
this option. Why bother? The computer
will always give you the opportunity to
strike back. A design problem? Maybe, ...
or perhaps after twenty-five odd games I
have still not figured out the subtleties of
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this option. In any case, it is not critical to
the overall play of the game. Forget about
it.

Odds and Ends

During any movement phase a player can
access the logistics terminal. Doing so will
allow a player to keep track of his rein-
forcements. In addition, if a player allots
enough air points to reconnaissance they
willbe able tokeep track of theiropponent’s
reinforcement rate. When and if a player
decides to keep track of other enemy ac-
tions he can do so with the warcom termi-
nal. When first encountered it can look
quite impressive. What you see is a printer
on a screen that displays messages from
other theaters in the war. News of Baltic
sea battles and Norway’s demise will be
read. However, the initial impression will
not last. It can take quite a while for all the
messages to appear, and really, they have
no effect on the actual outcome of the
game. Finally, if youreally desire, youcan
get your own hard copy of the print outs.
My only comment here is, “What for?”
Let’s go on to something more relevant.

To simulate the role of diplomacy, Con-
flict: Europe offers a Diplomatic termi-
nal. A player can access this any time he
feels an urge to communicate with his
adversary. Ceasefires, surrenders and
nuclear use can be negotiated. Paradoxi-
cally (and realistically), these agreements
need not be adhered to. You are never
bound to keep your word. I don’t doubt
that the computer has the capability to
break its word but I have yet to see it
happen. Why? Well, ...it must be under-
stood that in the context of the game diplo-
macy is surprisingly unimportant, Yousee
once the game has begun, and it is only a
game, you will probably play to win. With
that in mind, very few of us will consider
a negotiated settlement—especially with
acomputer when there is even afaint hope
of winning militarily. Inevitably, if faced
with certain conventional defeat, I usually
get some revenge by starting an all-out
nuclear war. The logic here? At least both
sides will experience the bitterness of de-
feat. Sounds pretty callousdoesn’tit? Hey,
it'sjusta game. What’s sad is that in reality
both NATO and the Warsaw Pacthave the
option to respond in the same manner.
Ponder that.

40 Fire & Movement #75

Victory Conditions

For any side to win they must do so within
thirty days of combat. In game terms that
translates to fifteen turns. Towin, Warsaw
Pact must have significant forces across
the French-German border or destroy all
the NATO ground units. NATO must pre-
vent the Warsaw Pact conditions or de-
stroy their ground units to declare them-
selves winners. It is definitely easier to
win as the Warsaw Pact in any scenario.
They have more ground units and get the
critical first shot in. Being a sucker for
punishment, I usually play NATO. Re-
gardless of who you play, you may find
yourself thinking that you lost. You see,
the computer rates your level of victory
(competency) after each game. The more
casualties you take, military or civilian,
theless yourrating. Brilliant! Found a way
to win consistently? Big deal, now you
have to contend with the computer’s as-
sessment of your leadership qualities. This
will keep you going back for more game
action. As well, this is a unique way of
forcing gamers to think and play responsi-
bly.

The Botiom Line

Conflict: Europe is more strategic than
operational in its design. Units represent
NATO corps or Warsaw Pactarmies. Asa
game commander you will be forced to
make decisions as a field commander.
You will not be able to direct any particu-
lar battle. In essence, you will not be able
to play the almighty god and direct all
aspects of war. You will experience frus-
tration, helplessness, and anticipation on
every game turn. In short, you will get to
think like an actual leader, not just a mili-
tary commander. In this context, Conflict:
Europe succeeds admirably. Militarily,
the game makes compromises. It assumes
that NATO will be able to reinforce their
Reforger sites and gain control of the At-
lantic. It allows the Warsaw Pact an air-
borne army that can drop successfully
where planned. The game even assumes
that neither side will begin the conflict
with nuclear and/or biological weapons.
Lastly it assumes that France and the other
NATO countries will enter the war once
begun. Unrealistic? Maybe. But in any
game that depicts a hypothetical, and in
recent months, an unlikely event there
must be assumptions. And really, can we
really assume that NATO, with its high

tech advantage, will be able to win air
superiority over the more numerous War-
saw Pact airforce? Who knows? At least
Conflict: Europe confronts this question
without resorting to the usual assumed
Western line of thought. Itis very tough to
win air superiority in this game. Unlike
other games, NATC may not win the air
war. This point, more so than any other,
makes me respect the game designers.
They at least have had the courage and
foresight to put out a game that is different
than the rest.

The bottom line? I heartily recommend
the game to anyone interested in computer
games. It is well thought out and includes
many more options than this brief review
can cover. It will not allow players to
determine their victories in well defined
black or white manners. It will challenge
you and capture your attention, game after
game. Bravo! @

Contact the publisher directly at:
Mirrorsoft Ltd.

Irwin House

118 Southwark Street

London SE1 0SW United Kingdom
TEL # 01-928-1454

FACT SHEET

TITLE: Conflict: Europe ~
PUBLISHER: Mirrorsoft, Lid.
AVAILABLE FOR: IBMPC, Amiga
and Atari ST ~

REVIEWED ON: Atari St
PRICE: $40-50US
NUMBER OF PLAYERS: One
SCENARIOS: Five

SAVE SYSTEM: During any
movement phase ~
GRAPHICS: Excellent
COMPLEXITY: Mid-range
DOCUMENTATION: Excelleni
OVERALL QUALITY: Excellent
GENERAL DESCRIPTION: A
An excellent strategy (political/military)
simulation of a future conflict in Europe.
Various options explore the possibilities
of a changing Furope.




FORUM

Paper Wars: Contemporary Military Wargaming

“Friction is the only conception which in a
general way corresponds to that which distin-
guishes real War from War on paper.”

von Clausewitz, On War

Cardboard Combat

Although only war on paper, wargames facili-
tate exploring plans or concepts, verifying staff
routines and standard operating procedures
(SOPs), and training personnel. A smallsliceof
the total (one 1989 Army count totalled 279+"),
it doesn’t cover classified or strategic gaming
(consult Allen’s Wargames and Prados’ Penta-
gon Games).

Armies have used simulations, from von
Reisswitz’s maneuver game, to Livermore’s
The American Wargame, through countless
command and staff exercises, generally for
senior staff, not operational/tactical command-
ers. While wise tactical commanders wargamed
insand, on cave walls (Ferrill’s The Origins of
War shows the earliest depiction of a flank
attack), tent canvas or vehicle side, these tech-
niques cannot accurately depict combat be-
tween specified units consistently. Iknow of no
tactical simulation prior to 1970. FM 105-5

by David Gruenbaum

vehicles, only the playing surface differing from
hobby versions. Twelve plastic panels form a
terrain relief map of part of the Fulda Gap
(between Wolf and Grossentaft, alsoon Omega’s
Main Battle Area map). In CAMMS, players
maneuvered counters onplastic 1:12,500 maps,
directed by battalion commanders over field
phones or radios. Commanders and staffs, re-
stricted from viewing battleboards, relied on
board players’ situation reports (sitreps) for
plotting locations, developing plans and fight-
ing battles. Staffs had to track losses and supply,
and plan accordingly. The computer would
cripple units not resupplied or with losses not
filled through command succession or reorga-
nization. Confusion and communica-

gram assumed continued Soviet movement,
right over defenders.) Once battalion and bri-
gade were notified of this travesty, Control
admitted the results didn’t seem right, but the
computer couldn’t possibly err, therefore ter-
minal operators entered data incorrectly (al-
though the engagement printout indicated oth-
erwise). Control resurrected B Company, 2000m
back. Threat battalions cracked the U.S. Main
Lineof Resistance. Later T62s and BMPsrolled
into the open. Six tanks lay in wait on a lightly
wooded knoll, behind a hasty minefield, a
105mm battery in direct support. Tank cannon,
artillery fire and mines had no effect. Control
finally ordered the Threat back, cancelling the

tions created chaos well: players
screamed into phones while trying to
move units, threat echelons advanced,
battalion commanders demanded more
information while issuing orders obso-
lete for circumstances. But battles were
preposterous. Players conducting direct
fire filled out sheets listing firing/target
units and respective unit postures (mov-
ing or halted, in the open, hasty or pre-
pared defensive positions). Given to a
controller, processed by terminal ’:T
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Maneuver Control manual (now out of
print) contained instructions, combat
powertables, firepower scores, and losses
from weapons types per hour, but lacked
simplified combat results tables.

In the 1970s Army Combat Intelligence
Staff Courses used two map games. In
one, teams playing corps G2 sections
scored points by disseminating intelli-
gence (through controllers) leading to
enemy forces destroyed and friendly lives saved.
In the other, teams playing 28th Division G2
staffs developed intelligence assessing German
deployment and actions using messages and
reports from 1 to 15 December 1944. Even
knowing the Ardennes Counter-Offensive fol-
lowed, the most pessimistic assessment was a
three division attack, testimony of German
stealth: sevendivisions werein the sector. About
that time the Army produced two other games,
Dunn-Kempf and the Computer-Assisted Map
Maneuver System (CAMMS).

Army officers Dunn and Kempf designed a
company/platoon level game using 1/285 scale
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operators, Ft. Leavenworth’s Combined Arms
Center computers digested them and spat out
strange results some twenty minutes later. Ex-
amples follow:

Two T-62 battalions crossed a stream, one
leading, the other echelon right. Fourteen
MG60A3 tanks of B/3-185 Armor, just within
woods ahead, fired at 1500 meters. One C
Company platoon, on a wooded knoll slightly
to the front and right, volleyed at 800m range
into their left flank. The result of devastating
interlocked fires: one Soviet NCO captured, his
AK-47 destroyed! U.S. players demanded an
explanation. Then Control proclaimed B Com-
pany overrun with no Soviet losses! (The pro-

attack, unable to explain the lack of results.
Elsewhere, one SU-7 in one pass destroyed a
company in prepared positions in a woods, at
dusk. Dawn’s finale: a tank battalion and MRC
attack. B/3-185 awaited, in a treeline on a low
ridge, behind a road cut and minefield. Ten
Threat tanks plowed into theminefield, A and B
companies’ Kill Zone. The first U.S. volley
killed five tanks, a second killed 11 (inexplica-
bly since only five targets remained and six
tanks fired). The Soviet player didn’t remove
the unit. (You think only hobbyists cheat?) The
attack crossed minefield and roadcut, ignoring
volleys into their right flank from 750m range.
They suffered NO casualties. The computer
decreed the U.S. battalion overrun and cap-
tured.

CAC abandoned CAMMS in 1987. One re-
placement, Pegasus, with 1:25,000 maps and
20mm hexes, seemed inspired by commercial
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games. Twelve large panels consti-
tuted a massive game for a lot of
people. Tums were real-time 30
minute periods, a frantic pace for
players. Combat resolution was
clumsy: straight attrition, every Smin-
utes of combat, modified by target
posture, visibility and suppression.

Anotherwas Fulda Gap (FG), played
on a 24 X 36 inch map. Not SPI’s
1977 game of that name with bri-
gadefregiment counters, CAC’s FG
was similar to Air Armor, 1500m
per hex, 90 minutes per turn. The
company/battalion counters were L-
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shaped metal pieces stamped with the unit type,
ID, strengths and range. Sequence: First (So-
viet) Player Turn (U.S. turn identical).

o Airstrike Allocation.
* Movement Phase: phasing player only.
» Combat Phase.

1. Attack declaration.

2. Attacking artillery, airstrikes and heloes
target designation.

3. Defender reveals units and

4. Missions (Delay or Defend). For each
unit attacked from one hex ranges the Defender
chose the Mobile or Assault CRT. All other
combat used the Mobile CRT.

5. Defender allocates defensive fires/FPF.

6. Defender consults CRT and rolls die for
each firing defending unit. Attacking units take
step losses.

7. Attacking units conduct fire attacks (at
newly-reduced strength) and apply results.

8. Delay Mission defenders retreat 1 hex.
Attackers may advance into vacated hexes un-
less facing a blocked hexside.

o Intelligence Phase: Phasing player selects one
face-down enemy unit to be tumed face-up.
Any Dummy revealed is removed. Units had
six hex Primary zones of control plus 12 hex
Secondary ZOCs. Entering/leaving Primary
ZOCs cost one additional movement point.
Combat was mandatory in Primary ZOCs, op-
tional in Secondaries.

FG resembled commercial wargames but had
differences, Defender first fire with Attacker
losses applied before return fire most signifi-
cant.

About 1975 CAC devised another game which
would have two versions. First Battle (FB)
was a Low Resolution Battle Simulation
(LORBS) game to exercise division command
groups in the decision-making process. FB had
three modes: Open—basic rules for command-
ers and operations staff play of battle planning
and operations; Closed—other staff play, tacti-
cal messages, and battleboard access restric-
tions; Command Post Exercise (CPX)—all staff.
All had the same objectives and basic system.
The primary objective was staff teamwork (NOT
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Figure 1

winning in game terms) emphasizing:
Doctrinal execution; Terrain usage; Fire sup-
port integration; Obstacle employment; Ma-
neuver time/distance factors. Timely intelli-
gence use. Rules governed, not personal expe-
riences, otherwise play deviated from stimulat-
ing decision-making processes, stated one para-
graph.

Units could write their own plans, execute dif-
ferent missions and test SOPs using 1:25,000
maps and paper counters on metal clips. Turns
were 30 minutes, real time.

Sequence: First (Threat) Player Turn (U.S. turn
identical).

o Indirect/Supporting Fires.

» Movement, Direct Fire and Close Assaults, in
any order. Direct Fire Strengths reflected fire
capabilities, 2000 to 3000m ranges. Two M60
tanks equaled three T62s, two TOWs equaled
three Saggers. Close Assault Strengths expressed
capabilities within 1000m, one M60 tank equal-
ling one T62, or one mech/motor rifle squad
(assuming mortars and other support included).
Artillery factors were based onthe M109 155mm
SP howitzer.

Despite Indirect Fire/Support Phase separation
from Maneuver, there was interactivity. When
opposing units moved within 2000-3000m of
units with line of sight, these nonmoving units
could conduct direct fire. The targeted units’
player stated whether they continued moving or
halted to fire (ending their movement), deter-
mining which DF CRT was used. Since each
unit could move once or fire twice, ormove half
its allowance and fire once, or fire once and
move half, combat became more spasmodic
than in most wargames. TacAir and heloes
could be employed whenever available.

When units came within 1000m the non-phas-
ing player declared whether close combat was
accepted. If not, the Defender withdrew 2000m
minimum and was immobile next turn. If ac-
cepted, all attacking units entering the square
engaged all defenders therein. Both sides could
use artillery (doubled in effectiveness).

Defending unit strengths were doubled (infan-
try strengths tripled) in positional defenses,
forests and built-up areas. Tank-heavy forces
could not assault through steep (30% gradient)
wooded slopes. Movement had more detail than
commercial games. Heloes could move into
position and then loiter on station. Heloes con-
ducting direct fire while loitering (not having
moved there that turn) attacked at doubled
strength. FB could be set anywhere on 1:25,000
maps. A drawback was deducting unitlosseson
sheets, then recalculating strengths.

About 1982 CAC fielded First Battle: Battal-
ion through Corps, with additional detail for
any military map up to 1:100,000. Instead of
dice, it has random number tables for CRTs of
00-10,11-20...91-99 segmentation. FB: B-C’s
greatest advance: ... no requirement for a dis-
tinct THREAT Phase or U.S. Phase during the
30 minute turn. Completely interactive, players
have great freedom within unit capabilities’ to
move, or shoot, or both (as in B), close assault,
support by fire. Mutual simultaneous opera-
tions provide great interactivity and chaos to
players, more authenticity to off-board staffers.

While resembling FB, FB: B-C has unique
features. Units in concealed defensive positions
can ambush, their losses halved (1/3 if in pre-
pared positions), the target’s doubled. Prepared
positions, forests, rough terrain and built-up
areas halve target unit direct fire losses, 2/3ds
reduction for light infantry if in position and
unengaged for 12 hours. Unit facing is critical.
Firing into unit flanks doubles losses inflicted
and halves retum fire strengths. Firing into the
rear triples target losses and cuts return fire
strengths to 1/3. Since attackers choose when
and where to commit forces, their strengths are
automatically doubled in close combat.

FB spotting generally depended wpon units
2000m or closer to an enemy performing some
action. FB: B-C spotting is more complex,
depending upon posture, activity (moving, fir-
ing or stationary, in defensive positions ornot),
terrain (open or woods, rough or built-up/ur-
ban), day or night (if night, what type of sights?),




weather. Fog and smoke block all weapons'
sights except Thermal, good to 1500m. Person-
nel spotting is 3000m in the open if moving or
firing during daylight, 1000-2000m otherwise,
the night range 500m (without Thermals) if
stationary. Vehicle spotting is 5000m in the
open when moving/firing during daylight, oth-
erwise possibly 3000m, but generally 1000-
2000m. Nightrange spotting (without Thermals)
of stationary non-firing vehicles is 500m. The
piecesresolve spotting and intelligence through
shape: heavy card stock blue or pink paper,
folded into an L, flipped to reveal the unit type
upon being acquired.

Artillery capabilities depend upon actions taken
and Percent of Missionused. (E.g.,each turn an
SPbattery has a7 capability, towed and missile
only 5. Displacing a 155 unit takes 40% of 7 (3),
emplacing takes 25% (2).)An adjust fire/Ist
volley mission costs 25%, each subsequent
volley 5%, each Fire for Effect 10%, each
dedicated battery’s FFE only 5%.). FB: B-C s
detailed, playable and accurate. But as an intro-
duction to wargaming it’s a turn-off. It’s train-
ing, not fun. Staff actions, while vital, are drudg-
ery: personnel accounting (key weapons crew-
men and leader casualties are notreplaced erodes
combat power rapidly), intelligence, radio net
control, operations and logistics. It’shard work.
Battle players are drained by running the board
all day. OPFOR players enjoy themselves for
awhile as barrages pulverize covering forces,
but then regiments hit resistance, get attritted,
and it’s less fun.

But FB: B-C is relatively simple compared to
CAC’s new Battle Command Training Pro-
gram (BCTP) for divisional command groups
down to battalions, including the National
Guard’s. In 1989 Pennsylvania’s 28th Infantry
Division and Indiana’s 38th each fought five
day wars via several vans crammed with com-
puters. Donna Miles reported in Soldiers, De-
cember, 1989, that 3000 soldiers in the 28th’s
WARFIGHTER exercise proved able to per-
form actions necessary to enable commanders
to see the battle, base decisions on the best
intelligence possible, translate decisions into
plans and execute them. LTC (Ret.) Thomas
Morgan described in Army History, Fall 1989,
WARFIGHTER s historical analyses basis.

How validis such gaming? Quite valid, accord-
ing to the schematic in figure 1. Low’s Spec-
trum doesn’t include National or Joint Training
Centers operations or commercial wargames
Relative positions are important. Wargames
rank relatively low in all categories except
Human Decisions and Operational Realism, the
onemost valid. War is ahuman activity, support
systems and armaments only tools, not the
essence. No matter how mechanized or what
size the forces, people make the decisions.
That’s what’s paramount in simulating warfare.
We get significant training if commanders and
staffs act within accurate constraints and mod-

erate realism. Human interaction is critical.
Decisionmaking, staff action, teamwork and
after-actionreviews teach thelessons. Noblood-
less program or mathematical formulaec how-
ever sophisticated can fully model human folly
and brilliance. Neither can deterministic games
(orrigid sequence of first Playermove, combat,
exploitation, with identical second Player turns)
fully replicate real war’s spasmodic dynamisms,
uncertainties and chance.

Daniel Bolger’s account of a battalion NTC
rotation, Dragons at War, captures war’s es-
sence. Warrior narratives from Xenophon’s
AnabasistoGlover Johns’ The Clay Pigeons of
St. Lo, are similar. Analyses of Vietnam show
combat not so dissimilar from the Revolution-
ary War's Southern Campaign, Philippine In-
surrection or Pacific Theater after all. Panama
will show the same. War’s ageless story is
chaos, confusion, uncertainty, luck. One man-
ages resources, but commanders must Iead sol-
diers.

However, in Proceedings of the Georgia Insti-
tute of Technology’s Course on Modeling, Simu-
lation and Gaming of Warfare, quantification
rather than historical behavior predominates.
Formulations of sequential games, proving-
grounds lethality, Lanchester analyses, target
acquisition and engagement decision factors
may be true, but also irrelevant. General Donn
Starry challenged in 1984: "For more than forty
years the operations research community has
expended untold treasure and the best efforts of
many, many very bright people tinkering with
small unit exchange ratios and the calculus
associated therewith, ignoring the larger les-
sons of the history of battle, and reluctant to
raise its field of view to a horizon where the
calculus may not be so precise but the return of
investment in terms of weapons systems deci-
sions, tactics, training and organization is far
beyond anything we might realize in the region
where the calculus is more precise but the
product far less useful.” Hobby gaming’s error
is often the other extreme, but the core of his
challenge remains essentially unmet by either.

A Renaissance of
Wargaming (Again)

James Struve quoted General Bliss’ 1903 pro-
posal for “the working out of a great war game”
as a critical component of the newly-estab-
lished Army War College.* Wargaming was
abandoned in 1970. Excessive detail apparently
made the games unplayable. Colonel Raymond
Macedoniareinstituted gaming in 1976. A prac-
tical application complementing lectures 2 1978
game was “drawn from a commercial
wargame.”™ In 1981 AWC reestablished the
Department of War Gaming, later the Center
for Land Warfare. Struve noted that AWC still
gamed, but personnel changes and reorganiza-
tions prevented wargaming from recapturing
its 1950-69 analysis and evaluation role.

Somewhat parallel, thehobby grew in the 1960s,
became sophisticated and diverse, reached apo-
gee in 1980, then plunged to near-extinction
with SPI’s collapse and TSR ’s usurpation. While
maps and components became more colorful
and attractive, there were many failures. The
hobby drifted. These weren’t the only reasons,
for career, family, and economic factors may
have been greater. However, any product must
meet expectations to flourish. Unusual topics
(seemingly other than Civil War or WWII) may
not be doomed to failure, but poor quality
guarantees it. Moreover, for military gamers
tedious rules and convoluted, rigid systems had
decreasing realism, playing one tuarn more ardu-
ous than producing Operations Orders. Such
games led afriend, a Vietnam veteran officer, to
exasperation: These games don’t work! They
bore little semblance to Clauswitz’s writings:
“Everything in war is simple, but even the
simple things are difficult.” By 1981 I'd gone
from avid gamer to detached observer. I still
bought games for maps or OB information.
None were playable orrealistic, however. Until
Panzer Command.

Eric Lee Smith’s system had simple acts (shoot
ormove)in chaos created by unpredictability of
which formation would next be activated by
whom. The game simulated formations, train-
ing levels and command limitations without
complexrules. West End and Victory published
other games with potential for better simulating
combat. Air & Armor (A&A) has a beautiful
map and color-coded formations (although ac-
tivation is too predictable and the combat sys-
tem cumbersome). Omaha Beachhead is ex-
cellent. Itaughtmy son, who was 11 at thetime,
Lee vs Grant; as Granthe won. St. L6 superbly
presents a corps down to companies, designer
Joe Balkoski even integrating logistics, inter-
diction and artillery missions into play. Such
techniques could make intriguing but flawed
Gazala, Kirovograd, and Aachen playable.

A new commercial wargaming era is possible.

Shooting an Azimuth:
What Path?

Civilian and military games grew out of cross-
fertilization. A commercial wargame sparked
AWC’s wargaming revival. Two 1983 U.S.
Army Command & General Staff College
wargaming booklets had slightly different Op-
posed Rates of Movement. One cited a "CAC
Jiffy War Game" as its source, the other cited
Stratey & Tactics (#46, Sept/Oct 1974) as its
source (and S&T author Stephen B. Patrick
cited FM 105-5 Manual as his).

Civilian wargames can be as effective as the
military’s, sometimes more so because of less
detail but broader scope, which can be played to
a decision. (Not Bloody 110. At 20 minutes/
turn, 135m/hex, squads and individual vehicles,
it requires detailed planning inappropriate for
the level where commands are fragmentary
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orders (FRAGOs or Fragorders): "Move there,
do this.") Civilians often design games on top-
ics which the military may have only in classi-
fied form ornot at all. They can be an indepen-
dent measure of military games.

The military has wargaming, which should cre-
ate a potential market. Does it?

Military gamers, like hobbyists, must be won
over. Although the CPX implications of many
games deters, I find interest among soldiers
nonetheless. But there is skepticism founded on
professional judgmentand experience of what'’s
reasonable and realistic. If the person knows
some games, which mostly are poor, he may
lack interest. Publishers must produce attrac-
tive games on interesting subjects, likewise for
hobby gamers. Butmilitary gamers are a tougher
audience, requiring more realistic games, not
more complex.

In Stratey & Tactics,# 131 Nov/Dec 1989, Jim
Dunnigan declared "the Golden Age of
wargaming has come and gone and won’t be
back." He noted “...how little wargames have
changed between 1980 and 1989 than, say,
1971 and 1980.” The game? Donau Front, a
1980 game derivation, without Drive on
Frankfurt’s interactivity and formations con-
cepts. Issue #132’s game Iron Cross, man-to-
man Eastern Front tactics. Good components,
but retread Squad Leader, not interactively
based on squad/platoon formations. The Golden
Age won’t return if intellectual cupboards are
bare and designers purvey old wine in new
skins.

By contrast, Ty Bomba in the premier issue of
Command, Nov-Dec 1989, said “During the
past decade, we’ve all been conditioned by the
myth (that’s right—the myth) that board
wargaming is a dying hobby....” Command’s
game: Blitzkrieg '41, another unimaginative
Soviet, German alternating sequence. But Mr.
Bomba promises unusual games of what if like:
the Roman Empire survived into the 20th Cen-
tury, the Germans and Japanese conquered the
worldin the 1940s only to fight over the Missis-
sippi... No, thanks; my time’s too valuable to
waste on these. If these are 1990°s offerings
then Mr. Dunnigan is right.

I believe neither is. Wargaming may not enter
another Golden Age, but can achieve a come-
back. Most military gamers participate to ana-
lyze historical battles and potential contempo-
rary conflict. I suspect most hobbyists do also,
“alternative worlds” fans already into D&D or
sci-fi. But more history exists than the Civil
War, Eastern Front or the Bulge (although these
deserve better treatments than they’ve usually
had). Where are Balkoski-system games for the
Southern Campaign of the American Revolu-
tion, the Phillipines Insurrection, Belleau Wood,
Argonne-Meuse, New Guinea, Chorwon Val-
ley, Imjin River, Parrot’s Beak, Leatherneck
Square? If players demand Civil War games,
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apply Lee vs Grant’s system to the Peninsula
and Atlanta campaigns. Wargaming has a fu-
ture only if designers discard old systems and
findnew subiects orrevise poorly-treated games.
Don’t attempt to recreate every movement of
every unit. Detailed rules cannot recreate the
event but do create unplayability. Allow
interactivity to create the complexity through
chaos.

Chaos Theoryholds thatsmallunpredictabilities
in simple systems shape great phenomenon,
complexity and turbulence, the Butterfly Effect
more true of War than anything else (“For the
want of a nail...”). Every battle and operation
struggles between organizational inertia, ran-
dom occurrence and unit disintegration.

Heavy and light forces have a few but well-
known capabilities: attack (undeployed, hasty,
deliberate or coordinated), defend (hasty, de-
liberate, in open or close terrain), delay, move.
U.S. artillery has some variants: direct support,
reinforcing, general support or general support-
reinforcing missions, simulated in military
games and partly in St. L.8. They can in other
games. A few simple actions in interactive,
unpredictable sequences create some semblance
to war’s chaos. In war one rarely has any idea
what is going on except close within one’s own
command. Coordinating units at any level ex-
cept within one’s own command is very diffi-
cult. Light Division’s command point costs,
particularly unit versus task force activation,
captures this. But designers devote inordinate
attention to Orders of Battle as if exact numbers
are knowable and paramount. They’re not.
Anyone who'’s tried to get a platoon or company
headcount knows how squishy numbers are.
Only magnitudes of McClellan keeping a corps
inactive at Antietam are so vital, whether Lee
had 70,000 or 7,000 at Gettysburg is not. Ter-
rain deserves such attention. Defensibility and
trafficability should be stressed: compare VG’s
NATO map to page 33, Armed Forces Journal
International, May 1984. Coast and Geodetic
Survey or topographical maps are essential.
Bloody 110’s map is the best. By contrast,
Hitler’s Last Gamble fails to show the deep
Ardennes watershed’s valleys and misplaces
towns: Kommerschied is on the wrong side of
the Kall.

The games of the 1990s should incorporate
commands and color-coded formations (Panzer
Command, Air Armor), coordinated attack
planning and seizing initiative (Aachen, St.
L&), "chaotic interactive systems, attack and
defense postures, attritional CRTs with mutual
Engagement Initiator/Target losses, Demoral-
ization and Disorganization markers. Vietnam
was the first TV war, Panama not the last.
Designers should simulate ramifications of news
coverage of collateral damage™ as noncomba-
tants are killed through inadvertance.

Specifically, 1990s games should have:

Attritional CRTs. Operations since the Civil
War have been Strategic/Operational Of-
fense, Tactical Defense: seize the initiative
to maneuver into positions forcing enemy
attacks into your killing zones. Tactical en-
gagement initiators normally have advan-
tages which only diminish if assaulting units
achieve close combat. If direct fire combat
is inappropriate (above tactical levels), CRTs
should incorporate mutual step losses to
both attacker and defender (e.g. 1914, Eric
Goldber’s Kursk, Duel for Kharkov, or
Omaha Beachhead). Usually one side de-
cidestoretreat, it’s not automatic from com-
bat losses. But Suppression (Light or Heavy)
often is an automatic consequence of tacti-
cal fires, especially from artillery.

Commanders’ control of operations and
intensity. Cards indicating Hold, Defend or
Delay versus Feint, Fix or Close for Assault
could be chosen before combat, for CRT
adjustments.

Unit postures and facing. Platoons or divi-
sions, units orient on likely enemy avenues
of approach, unless in 360 perimeters. At-
tack the flank and combat power is two to
three times greater, attack the rear, it is four
to five times greater.

Unit ZOCs and areas which appropriately
represent capabilities and size in different
terrain. Regiments in Drive on Stalingrad
have active ZOCs over some 60 sq mi, tank
battalions in Central America across vast
forestand mountain expanses. They misrep-
resent what 500 to 3000 men, 30 to 60 tanks
can do.ZOCs should depict direct fire weap-
ons coverage or capability to fix an enemy in
position, probably only in tactical/opera-
tional games. Hexes should represent aver-
age areas units actually occupy.

Accurate, standardized maps: 1:1,000,000
and 1:500,000 for strategic level, 1:250,000
for operational, and 1:12,500 to 1:100,000
fortactical to operational games. 160r 20mm
hexgrids should be standard. The former
facilitates conversion between miles and
kilometers, the latter for metric scale.

Rivers as terrain, not hexsides. Most
wargames depictrivers only as impediments
to movement. But rivers are also covered,
concealed avenues of approach, particularly
for light infantry and guerrillas. Units must
occupy and patrol both banks rightdown to,
sometimes under, the water to block them.

Close terrain combat different from that in
open and mixed terrain. Open terrain is flat
or slightly rolling, little or no vegetation,
with 0-100m per km elevation variation.
Mixed is rolling, lightly vegetated, and has
gentle slopes of 100-200m elevation varia-
tion per km. Close terrain is rough, heavily




vegetated, or with elevation variations of
200-400m perkm, or vegetated slopes greater
than 30%, or built-up terrain. Open and
mixed ground is the arena of armor and
mechanized forces in maneuver, shock ac-
tion and tank duels out to 3000m. In close
terrain, where artillery, armor and air sup-
port are restricted, dismounted infantry is
Queen of Battle. Battles are over scantmeters
of ground, chaotic and savage skirmishes by
platoons and squads in ambush and stalking
warfare, often at grenade-throw range. Ar-
tillery is difficult to place on target, tanks
blundering and vulnerable.

¢ Logistics as armies’ lifeblood. Without sup-
ply, wargames fail to simulate what’s often
commanders’ greatest restraint. Powerful
tanks, artillery and aircraft devour ammo
and fuel in vast quantities, teeth and claws
supported by huge tails at a ratio of about
1:10 combat/combat support:service sup-
port. St. L8 creates limitations on initiative
and artillery because of supply and interdic-
tion. Few games show capabilities and lo-
gistics interrelationships as does Duel for
Kharkov. (Despite mind-numbing detail,
CNA missed logistics’ essence.) A synthe-
sis of concepts must be developed showing
logistical commands shuttling packages for-
ward for operational consumption.

» Command as the nervous system, forma-
tions the limbs of an army. Panzer Com-
mand, Omaha Beachhead and A&A su-
perbly link the two. Commands put forma-
tions (not individuals or all units) into opera-
tions.

o Doctrine. Critical but difficult to game, it
involves not unit or weapons capabilities
(although they shape it), but training shap-
ing perceptions of "school solutions." Ger-
man Infiltration (U.S.’ "Expanding Torrent™)
doctrine sprang from conceptual, not mate-
rial roots. U.S. artillery superiority is based
on plotting boards and time-on-target tech-
niques, not massed guns or secret warheads.

 Historical research transformed into play-
able games. The Longest Day shows as-
tounding research but, lacking interactivity
or unprcdictability; is plodding and dull.

Games in January, 1990, are almost as distant
from Vietnam as Tactics IT from ?. Most are
nearly as unrealistic and outmoded. Few touch
upon the most likely types of future wars. In
1965 Battle of the Bugle was enjoyable, but
Guadalcanal better anticipated Vietnam. U.S.
troops are in Panama, DEA agents in Peru’s
Huallaga Valley confront Sendero Luminoso
guerrillas, Khmer Rouge equivalents. Future
wars will feature terrorism, low intensity, jungle
and mountain warfare—and television. If
Gorbachev upends 75 years of history it won’t
mean the Millenium. Wars will continue. Far
from unique and irrelevant, Vietnam, Afghani-

stan, Panama and suitcase bombs hold deep
future implications.

Ultimately, Iron Cross and Squad Leader
cannot capture fire team, squad and platoon
tactical realities no matter how playable. If you
really want to know what it’s like, enlist in the
National Guard orotherservice. Enrollin ROTC
instead of just playing around. Command a
tank, fire team or artillery crew forreal. There’s
nothing like it.

Above the tactical level games can help in the
study of war. Itis as serious and fascinating as
the study of AIDS or cancer, deserving the same
respect, not the trivialization of many games.
That may be the deepest demarcation between
hobbyist and soldier attitudes: game for the
former, call to duty for the latter. ®
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The Legend Begins:
The Afrika Korps—1941

by Terry Lee Coleman

p: Rhino Game Company
d: Mark Simonitch

It really is hard to believe that Avalon Hill
published Afrika Korps over two decades
ago. To satiate the thousands of would-be
Rommels, dozens of games have been pub-
lished on the WWII North African Theater.
Despite the occasional gem, such as Rommel
in the Desert, these games have not captured
the hearts of wargamers—witness the large
number of Afrika Korps games still hotly
contested at conventions.

The publishing of The Legend Begins (Leg-
end) shows both a defiance of the odds, as well
as a great love for the subject matter. At-
tempted by an established game company, a
new North African WWII simulation would be
a calculated risk. Rhino Games has Legend as
its first release, which on the surface seems a
near impossible venture.

Mark Simonitch, the designer of Legend, is
another of those “one man game companies”
which have given the wargaming hobby such
fine games as Bill Banks’ Ancients and Rise
and Fall by EMS. Simonitch has a built in
advantage over his fellows, however. A mar-
velous mapmaker, Simonitch has had work
gracing many professional wargames, includ-
ing several issues of Strategy & Tactics and
Command magazines. The maps of Legend do
not disappoint, with Simonitch’s crisp unclut-
tered style well suited to the North African
terrain. Rather than get into the usual quibbles
over accuracy, suffice to say that the important
points of interest are included, and thateven the
hardcore North African campaigner will be

' PLAYERS' NOTES

pleasantly surprised by the maps' function
and aesthetics.

After finishing with the maps, the gamer will
certainly notice the 23 page rule booklet. Not
to worry, as the majority of charts, rules
examples, “schematic diagrams” and the like
are found in the rules rather than on the maps.
Notwithstanding, the actual rules runsome 16
pages, making the complexity too high for the

Sample Combat Unit
Front Back
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beginner. Still, one has to give Simonitch
credit for knowing the audience. Legend has
more than enough design tidbits to attract the
serious gamer. These include:

e Each armor unit has a special “Armor
Effect Rating” for armor superiority in combat;

< Headquarters units provide artillery shift
in combat, hardly the norm in an operational
level game;

e Malta's interdiction capability varies with
each turn, and the German player has the X
Fleiger Corps available for use against Malta,
a simple but effective way of simulating the
island's importance to the North African con-
flict;

¢ TheBritish form “Tank Divisions” where
the component brigades are generic, as the
British historically “mixed and matched” units
as needed;

« The combat table results vary according
to the size of the forces involved; and

o Players draw blindly for “Primary” (full)
movement or “Secondary/Teriatry” (half)
movement, where one player may get two
impulses in a row.

Legend also has limited and active zones of
control, which affect movement, supply, and
losses when retreating, in a fluid manner neces-
sary for North African armored conflict. There
is a wide range of combat options, including
selective attacks, disruptions, reconnaissance
screens, and of course, overruns.

There arethree types of field works: Minefields,
Improved Positions, and Fortifications. Bardia,
Mersa Matruh and the Tobruk perimeter are
permanent fortifications and it is at these key
cities, especially Tobruk, where the action cen-
ters. T have yet to see an operational level game
fully recreate the siege of Tobruk, but Legend
is as good as any I have seen. In nearly every
game, bitter fighting will ensue near Tobruk, as
the German player must eliminate the threat to
his flank. The British player has the advantage
of rail movement, and will eventually receive
better tanks. Both sides have to worry about
supply and keeping ports functioning. Allin all
a tense and reasonably balanced game.

The designer’s notes are plentiful, explaining
why each design choice was made in this unde-
niably exciting game. Still, the choice to in-
clude virtually everything in the standard game
is a bit much. Did we really need cadres, tank
repair, off map boxes, anti-shipping rules, port
repair, three different types of field works, etc.
in the basic game, especially since there are
more optional rules as well? One thing
Simonitch should have leamed from Com-
mand, is to include “beginner rules.” That
having been said, Legend is well worth the
money for the veteran gamer (two of the three
scenarios are playable in two to three hours, a
real bargain). Mark Simonitch is obviously a
designer who loves to play games —I know no
greater compliment. @
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Tet Offensive
by John Kisner

p: Game Designer’s Workshop, 1991
d: Frank Cahdwick

GDW is dead! Long live GDW!

Tet Offensive from GDW iseasy to ridicule. It
comes in an over-sized box filled mostly with
air, and Bob Larkin's cover art crowds every
hackneyed image from the Vietnam War imag-
inable into a single frame. GDW, the company
that years ago broughtus obscure but dignified
classics like Torgau, has discovered “market-
ing.” Like it or not, it looks like the company
is going to follow Milton Bradley’s and TSR's
holy leads, and seek the elusive mass market
grail.

Surprisingly enough, upon reflection I see this
as apositive step. Over thelast tenyears, GDW
has done more sequels than Sylvester Stallone.
At the same time, they have seemed to drift
away from traditional wargaming. My guess is
that declining sales made this their only sen-
sible course—since in wargaming, as in the
movies, very few sequels sell as well as the
original. It took the success of a game like Axis
& Allies to make GDW realize that their shrink-
ing market was neither inevitable nor irrevers-
ible, but possibly just the consequence of a
poor publishing strategy. If nothing else, Tet
Offensive signals a return to the days when
master designers like Frank Chadwick and
Rich Banner crafted the games one at a time in
the Workshop.

Tet Offensive comes in a big box and retails
for a big $40, but by no stretch of the imagina-

tionis it a big game. The mounted mapsheet is
19 x 28 inches, and fewer than 230 combat
units are provided for play. A complete game
lasts just five turms, and takes somewhat less
than five hours to set up and play. What the
game lacks in quantity it attempts to make up
for in quality.

Size and color are used to indicate special
information about the game pieces. Counters
come in four different sizes, and those of you
who wear glasses will appreciate the fact that
all the combat units are 5/8 and 1 inch counters.
All of the 1 inch counters are used to depict
special Allied units, the most important of
which are those able to move in the Allied
Aero-Mech Movement Phase. Color codes are
used to show the “Corps Area” of South Viet-
nam to which each Allied unit is restricted.
Similarly, the unrestricted theater level units
are given a bright yellow unit symbol box. This
thoughtful use of visual clues makes it very
easy to spot units able to rush north along
Highway One for the relief of Hue. Thus,
aesthetics have been used effectively to facili-
tate play of the game.

The map is a brightly colored rendition of
South Vietnam, including relevant portions of
surrounding countries. Designer Chadwick
uses an area mapping system that is a distant
cousin of his widely praised A House Divided
game. South Vietnam is broken down into 23
provinces, and within these provinces are scat-
tered 41 cities and ten Viet Cong Sanctuaries.
Movement of ground units in the game is
generally quite simple: either from one prov-
ince to an adjacent one, or between the prov-
ince and one of its cities. In addition, U.S. and
ARVN units are able to travel by road and
helicopter, greatly increasing their mobility.

Movement Example

Pleiku

Tet Offensive deals only with the crucial early
months of 1968, during which the Viemam
War turned briefly conventional. The general
flow of the game is very simple: the Commu-
nist forces capture a few cities early on, and the
more mobile Allies then struggle mightily the
rest of the game to drive them out. Generally,
the success or failure of this first turn will
determine the game’s eventual outcome. Since
the Viet Cong (VC) units only get to move one
area per turn, and it takes another turn to move
to and from cities, the game’s five turn length
makes much maneuvering for these forces af-
ter the set up impossible. Therefore, careful
planning of the initial deployment is crucial.

Setting up the game is a simple task, as for the
mostpartunits have their start locations printed
on the counters. The Allied units must be
deployed historically, this in stark contrast to
the freedom afforded the VC. While this al-
lows the Communist Player to fiddle with
various “perfect” first tun set ups and moves,
the certainty to which he may plan is hindered
by the fact that each city in South Vietnam
(except Saigon) is defended by a randomly
deployed group of immobile regional forces.
These vary in strength from zero to eight com-
bat factors, with anything above a strength of
“2” being quite exceptional. (Note that rules
for the deployment and use of these “Ruff-
Puffs” are missing from the initial error sheet.
For those of you who have been wondering,
zero strength Ruff-Puffs are removed from
play when their city is first attacked.)

Governing this struggle is a very elegant se-
quence of play that captures the “feel” of the
Vietnam War. First, the VC Player moves and
attacks with his units. Nothing unusual about
this— the subtlety comes later, in the Allied
half of the tum. Here Chadwick flip-flops the
traditional order of events, and allows only the
“aero-mech” units of the Allies to move priorto
their Combat Phase, after which comes the
general Allied Movement Phase. This se-
quence usually allows the VC the option to
avoid a battle by moving away—except when
attacked by units which are mechanized and
those which are flown into battle by helicopter.
While there will still be an occasional battle in
the bush, in general the only fighting of signifi-
cance occurs in the cities— which are vital to
the determination of victory and defeat, and
which the VC cannot afford to give up without
a fight. -

Only “revealed” VC units participate in com-
bat, and these are turned face up in several
ways. They are automatically revealed if in a
city, and can always be voluntarily considered
s0 at the VC option. In addition, Allied units
can search for enemy units which are in the
same province or Sanctuary, hoping to locate
them prior to the Combat Phase that follows. In
the Combat Phase, engaged units are pulled off
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the map and spread outin a “Battle Box.” The
only combat effects of terrain are those that
allow VC units “first fire” in Sanctuaries, and
Allied units the same advantage when defend-
ing in cities. Combat is simple: players attack
an enemy unit with one or more friendly ones
androll adie that is referenced with the odds on
the CRT. As aresult, defending units can be
eliminated, forced to retreat, or left unharmed.

The retreat rule is as elegant as it is brilliant.
Unless units have a safe haven to retreat into,
they are eliminated. For the VC, this is a
Sanctuary adjacentto the province in which the
battle takes place. For the Allied player, itisa
friendly city in the same province as the one in
which the battle takes place. Also, if the Allied
units are retreating from a city, they may retreat
along aroad to a friendly city that is connected
by that road. Much of the game’s strategy
hinges on the understanding the tactical impli-
cations of these retreatrules. Eighteenofthe41
cities of South Vietnam are in provinces that
are not adjacent to Sanctuaries, and these cities
are therefore relatively safe from capture since
the VC would suffer horrendous losses trying
to hold them. Furthermore, the bold capture of
a Sanctuary by the Allies can be used to cut off
the retreat route of nearby enemy units, result-
ing in their wholesale slaughter at the hands of
other forces.

-EastFront-
The War in Russia, 1941-45

Building on Columbia Games' tradition
of fine wooden block games featuring
playable limited intelligence:
*Quebec 1759 -War of 1812
*Napoleon
-Rommel in the Desert

8 Linkable Scenarios
4 Summer Campaigns (4-6) hours
4 Winter Campaigns (3-5 hours)
«Innovative HQ Command System
sAirpower *Seapower *Weather
«Detailed Production & Supply
«Four Years in Development
Superb Quality Components
MONEY BACK GUARANTEE

on Mail/Phone Orders
VISA/Master Card Accepted

$54.95 Postage Included
(Overseas add $5.00 For AirMail Delivery)

COLUMBIA GAMES INC.

P.O. Box 3457 810 W. Broadway, #581
Blaine, WA 98230 USA Vancouver, V5C 4C9
(800) 663-8453 (toll-free) (604) 873-6591

WARNING: The Sergeant:General
wams that EastFront-may
& elevate your blood-pressure and

could canse gamers' ¢fbow,
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The game’s inelegant victory conditions are all
that mar an otherwise marvelous design. “De-
moralization Levels” of the United States, South
Vietnam, North Vietnam, and Viet Cong are
kept track of on the game map, and these can
range from negative numbers to well over one
hundred. The process is as cumbersome as itis
artificial. Basically, both sides become demor-
alized as their units are eliminated. In addition,
the Allies gain demoralization points each turn
equal to the political point value of cities con-
trolled by the communists. If both armies of
one side are past their demoralization limits,
then that side loses. If neither side loses by the
end of turn five—or both do on the same tum—
then the Allied Player wins. (A final note: in
my limited experience with the game (four
completed games with opponents), the Allied
Player has lost every time, so play balance may
be a problem.)

These minor caveats aside, Tet Offensive is a
minor masterpiece— one which should defi-
nitely not be judged by its cover. The only
major question left is how many gamers will be
willing to pay $40 for a“standard sized” game—
aquestion that, as areviewer, I am grateful not
to have had to answer. @

Mid-East Peace:
Relaxing Over World
Tensions

by Alan Emrich

p: Columbia Games, 1991
d: David Kowan and Tom Dalgliesh

Sometimes, there can be nothing so enjoyable
as a game that doesn’t take itself too seriously.
This is one of those times...

the Middle East, one to six (although at least
four arerecommended) players place theirarmy
chits and other markers to indicate strength,
alliances and control. With introductory to low
complexity rules, the game can be taught to
anyone in five minutes, and the clarity of the
graphics and sequence of play promote easy
mastery of the game.

The object of the game is money (or “oil chips™
in this case). When the game ends, every oil
chip is another victory point. Unfortunately,
these same oil chips must be spent to raise and
use armed forces. The “rub” is that war can be
quite practical and regional instability is an
effective key to success. The downside to sim-
ply overrunning neighbors, however, is that
surviving players won’t like you, and between
them and their votes in the U.N., well....

Each mrn players can opt to play two of three
phases. During an Economic phase, players
collect oil chips for all their controlled territo-
ries (each is worth from 0-7, as indicated on the
map). During a Military phase, forces can be
moved and battles fought. During a Diplomatic
phase, an “Arms Auction” can be hosted (with
the highest bidder allowed to expand his mili-
tary might), U.N. proposals can be made (such
as economic embargoes, moving U.N. peace-
keeping forces, ending the game or changing
the rules) and players may opt to change their
Superpower Alliance Status.

Akin to Diplomacy, Mid-East Peace uses a
luckless combat system which is almost too
simple to believe. During a Military phase
forces can be demobilized (removed from the
map—this seldom happens as they are difficult
to replace, unless, of course, peace is immi-
nent). Following this, each “Force Counter”
may move one space to an adjacent land or sea
space. After movement, forces may attack
across the borders. To resolve a batile, each
player checks their force strength then reaches
for their oil chits. Both players then secretly

Mid-East Peace from
Columbia Games, Inc.
($19.95) is one of those
rare, multi-player games
from our hobby that at-
tracts more players who
observe it than it repels.
When this reviewer set it
up recently at a local
gaming convention, the
crowds around it were
thick and the observers
were just as amused at
the players and laughing
along with them atevery
turn of the screw.

The game itselfis simple
enough. On atopographi-
cal 11x17 inch map of




Force Counters, Oil Counters/
Markers, Superpower Counters,
UN Peacekeeping Counters

commit a number of oil chips from zero up to
their a maximum of their force strength avail-
able. The highest oil chip total wins. Sabre
rattling, therefore, becomes a primary noise
heard ‘round the game table, especially since
there is no penalty for losing as the attacker!

It is the Diplomatic portion of Mid-East Peace
which adds the best elements to the game.
Hosting an arms auction is a dicey proposition,
because one’s neighbor might outbid you and
build up his own might (and thus present a
greater threat). Still, it’s the only way to in-
crease one’s own military strength, so you
“bids your oil and takes your chances” like
everyone else at the table.

U.N. motions are vital to a winning strategy.
Each country controlled on the board is another
vote in the U.N. (as is belonging to a Super-
power Alliance). A simple majority will pass
any proposal except for ending the game in
peace, which requires 12 votes. Thus, the big-
ger powers who’ve managed to overrun more
of their neighbors will have more votes, but if
everyone is against them, just watch the embar-
goes goinplace! AU.N.Peacekeeping unitcan
be moved (it begins the game in Cypress) to a
counfry, preventing anyone from attacking into
or out of it.

Finally, players may opt to join either the “red”
or “blue” Superpower alliance. Doing so adds
one vote for the player in the UN., prevents
attacking or being attacked by fellow alliance
members and allows for the calling in of Super-
power forces into one’s home territory for its
defense (in exchange for 1/2 of that area’s oil
production}).

The game ends in “war” when the supply of oil
chips in the bank is exhausted (after about one
to two hours). The game ends in “peace” if one
player is left, the U.N. passes the “peace”
resolution or, more likely, every player in the
game has joined a Superpower Alliance (sortof
like “red” and “white” victories in Russian
Civil War). While oil chips are victory points
at the end of the game whether it ends in war or
peace, military force strength points ADD their
value to a game ending in war, and SUB-
TRACT their value in a game ending in peace!
There, friends, is the game. Maneuvering defily
at its end to guide the ultimate ouicome to
either war or peace.

Mid-East Peace is a rattling good game. Al-
though the cartoon cover of the box might put
players off, the information on the back of the
box (while slightly silly) should win an award
for “truth in advertising.” A lotis said on it, and
all of it is patently true. One might question if
a game that seems to only weigh about an
ounce could possibly be worth twenty bucks.
The answer, quite simply, is yes. @

High Ground
by Ted Bleck

p: Crown Tactics, Inc., 1991
d: Walt Drury and Ed Rex

Crown Tactics has taken to the high ground
with the release of its first game. High Ground
made its debut at several game conventions this
past year. The primary marketing tech-

memory. A player new to High Ground will be
playing soon after opening the box and will
quickly encounter many of the concepts of
strategy and tactics found in more complicated
games.

The game cane be described as more than a
parlor game and yet less than a simulation. It
plays with the speed of checkers and parcheesi
while requiring at times the skill of chess. It has
the simplicity of Stratego though it avoids
being a simple hunt and search game.

Inmany respects High Ground is a throwback
to the Golden Age of wargaming. The 19.5 x
19.5 inch mapboard is divided into a grid of 19
x 19 squares giving the game a chess like feel.
The squares regulate movement and feign ter-
rain. The first edition mapboards are printed in
subdued earth tones with stylized representa-
tions of terrain features. Second edition map
boards, available in late 1991, will feature a
morerealistic “bird’s eye view” of the field and
livelier colors. Owners of a first edition game
will not miss out on anything. The excitement
isnotbe found in the map, but in the play across
the playing surface.

One noteworthy innovation is the design of the
playing pieces. Brightly colored squares, rect-
angles and triangles represent infantry, cav-
alry, and artillery unitsrespectively. Each piece
hold a set of pegs including one bearing a flag.
These pegsrepresentapiece’srelative strength,
staying power, command and contro], etc. As a
piece absorbs casualties in combat the pegs are
removed. When a piece can no longer absorb
casualties its flag is removed and surrendered
to the opponent.

nique to date has been ahands-on introduc-
tioninheadtohead play.Ithas beenuniver-
sally well received.

Some readers will already be familiar with
the game having visited Crown Tactics’
convention booth. There one can play one

on one with the game’s developer, Walt
Drury. Those attending many of the larger
conventions this summer and fall will want
to be on the lookout for Walt’s distinctive
booth. It sports a French Tricolor, British

Union Jack and a framed print of Felix

Philippeaux’s “The Battle of Waterloo.”
Walt will be more than willing to introduce

one and all to the intricacies of his pride and

joy. He claims anyone can be playing High

Ground with less than ten minutes of in-
struction.

High Ground is targeted at the eniry level
gamer. The simplicity of rules, ease of play

and rapid pace make it ideal for the novice
player. It is a wonderful introduction to the
hobby for someone who has neverplayed a
wargame before. There is no ponderous

historicity to face nor is there a complex set
of rules to first read an then commit to

Attack
T Players roll the dice to attack. |
3 rolls are allowed each turn.
First HIT ends the attack.

Dice Roll | Infantry Artillery | Cavalry
SR attack attack attack
4 ¥

2  wmiss| Miss Miss Miss

3 Miss | lose 1 peg lose 1 peg lose 1 peg

4  HIT | OVER-RUN 1 2

5 HIT 1 2 3

6 HiT 2 3 4

7 HIT 3 4 OVER-RUN

8 HIT 2 3 4

9 HIT 1 2 3

10  HIT | over-Run 1 2

11 Miss | lose 1peg lose 1 peg lose 1 peg

12 wes| Miss | Miss | Miss |
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Two words of caution: first, the pegs retain
some of the mold lubricant which should be
removed before the flag is affixed; second, the
pegs are small and should be kept out of the
hands of younger children (their bright colors
make them attractive and their size makes them
easy to swallow). Crown Tactics has included
exira pegs in each game should any get lost in
the family room shag carpet.

The game is played until one side captures the
opponent’s Crown square or one player con-
cedes. Victory is determined by points awarded
for the capture of enemy flags and control of
the opponent’s Crown. It is conceivable that
one can capture the other’s Crown only to lose.
A particularly long, bloody assault could leave

included. An Attack card allows the holder to
make one additional aitack in a turn. Once
played it is discarded. Normally each player
would receive four cards. A player of lesser
skill might be given five or more of the cards at
the start of the game. Employed at an oppor-
tune moment, the initiative can beregained and
held for a turn or two.

Two subtle lessons that are quickly learned and
mastered are to asses the relative strength and
weakness of the units and to employ each in an
appropriate tasks. The infantry piece, with its
ability to absorb hits, moves through all types
of terrain and overruns other units, is truly the
Queen of the battle field. Its weakness is its
slow movement and low hit results. It is useful
in advancing through difficult terrain and

Al e

Artillery 3 pegs and 1 flag;

are placed on the squares with a cannon.

holding a key position.

Artillery is vulnerable to loss due to its
inability to absorbmuch damage. Its speed
and range of fire however, make it a potent
offensive weapon. The long arm of the
battlefield can reach out and make itself
felt. Artillery is best used in a support role
and should be protected by a careful selec-

the enemy in possession of more flags than the
value of the captured Crown.

The mechanics of play are exquisitely simple,
yet provide for plenty of variation and chance.
Movement is regulated by type of unit and
terrain entered. A player is allowed to move
one unit type each turn. Movement points may
be used by one piece or divided among several
pieces of that type. In no case may more move-
ment points be used nor may more than one
type of piece be moved.

The sequence of play altemnates between play-
ers. What a player decides to do and in what
order may vary greatly from turn to tum. A
player may move, attack, or switch during the
course of a turn. These actions may occur in
any order. A typical turn might include the
launching of an artillery attack, moving one
infantry piece three squares and then perform a
switch (exchanging locations with an adjacent
unit), and finally having a second infantry
piece move a single square to complete the
turn.

Attacks occur during the turn when the player
indicates which of his units will attack what
enemy unit. Terrain types for both units are
checked to see-if the attack results will be
modified in any way. The Combat table is then
checked by cross referencing the type of unit
attacking with aroll of two six sided dice. The
attacker has three tries to score a Hit against the
defending piece. Once a Hit has been secured
the attack ends, even if modified by terrain so
that no damage occurs.

Tobalance play between opponents of unequal
skill and experience eight Attack cards are
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tion of position or terrain.

Cavalry is quick and durable with excellent
mobility. When attacking cavalry has great
shock value even when discounting its ability
to overrun. Its most significant weakness is the
limited types of terrain it can enter. Cavalry is
most useful for its shock value, exploitation of
breakthrough, and making sweeping flank at-
tacks.

Logistic concerns of supply and reinforcement
are simulated by a Supply piece whichismoved
along the base row of squares from depot to
depot. The piece must follow a specific path. If
the path is occupied by the enemy or the Supply
piece is eliminated, replacements may not en-
ter the game.

As the game progresses a player must decide if
the force athis disposal is sufficient for the task
athand or whether to try to enter replacements.
These require the expenditure of three turns of
movement often surrendering the initiative to
the opponent. This can be a most frustrating
decision bringing an advance to a halt, some-
thing not uncommon in the annals of history.
Players soon discover ways to husband their
pieces and to make the best of their opportuni-
ties.

Is High Ground fun? I had the opportunity to
watch a group of 7th and 8th grade students as
they were introduced to the game. Although a
bit awed by a tournament setting, they were up
and playing with just 5 minutes instruction. In
a half hour they were all playing like veterans.
They were still game for another round three
hours later. @

Shattered States: The
Game To Reunite The
United States

by Mel Friedman

p: Engelmann Military Simulations
d: Karsten Engelmann and David Spencer

Sometime in the near future, economic and
political upheavals in the United States lead to
the collapse of the federal government. America
splinters into twenty-eight political regions.
Civil war breaks out as small coalitions arm
themselves, determined toreunite the shattered
nation-—and to control its destiny. This is the
premise for Engelmann Military Simulation’s
latest strategy game—Shattered States.

The game box is graced with a cover thatcan at
best be described as functional. A seemingly
depressed Uncle Sam points his finger in the
familiar “T want you” pose. Surrounding him
are drawings of missiles, a tank, a jet, a com-
puter and an inexplicable pair of soldiers with
uniforms and weapons that look circa 1918 to
my eye. Like their under appreciated game
Rise and Fall, nothing about the EMS packag-
ing would have caught my eye—or interest.
But as the man says, you can’t judge a book by
its cover.

MERCENARIES
(M,A,D)

The good guys from the North are
willing to fight for you. Receive ONE unit
in any friendly controlied area adjacent
to CANADA

COST: 2

Inside the box, one finds an unmounted 22 x 34
inch mapsheet, 400 die-cut counters that repre-
sent army units and civilian rioters, a set of
Area Cards for the various regions, decks of
National and Foreign Cards, “money” in the
form of Gold Points, four Player Aid Cards,
four six-sided dice and a rulebook. Again,
everything is functional. Maybe barely func-
tional. The map tore partially along the center
seam the second time it was set up for play. A
piece of tape repaired the rip.

Theretail price of this game is $35. Yet the map
is unmounted and flimsy. The quality of the
counters are adequate but the color selection
for the six sets of army units was not well
thought out—the purple and black, and the red
and orange are especially hard to discern from
across a large table. The Area Cards and the




National and Foreign Cards are made from
heavy paper. I didn’t expect the laminated
cards from Avalon Hill’s Up Front but I did
expect the cards would be of uniform size.
Aftercarefully separating them from their sheets
Idiscovered they weren’t. In fact Irecommend
storing the cards in plastic storage bags be-
cause the four rubber bands EMS included
would probably cut into the unevenly-sized
cards and shorten their lifespan.

‘Why am I harping on the quality of the compo-
nents? Because this is a great game. If value
were based only on the physical quality of this
product, I'd warn the prospective buyer—be-
ware—don’t buy. Instead, I'd like to warn the
prospective buyer—don’t miss this one.

Designed for two to six players, the object of
this RISK-like game is to make the once-great
republic whole again before it disintegrates
into permanent disunion. Using military units,
and cards which grant the players special skills
and additional firepower, players attempt to
conquer neutral areas and areas controlled by
their opponents. The first player to control ten
areas, three of which must be “starred” territo-
ries, wins. (This is the victory requirement for
the six-player version. The arearequirement is
adjusted upward depending on the number of
players.)

The game begins with the players taking tums
selecting their start areas (two in the five and
six-player game, more when there are fewer
players). Initial area selection is crucial for far
more than just geographical location or terrain
features.

Each area on the board has a value for grain and
gold. Grain Values range from one to five,
Gold Values from three to fifteen. Grain Value
determines how many units can be recruited
each turn. The Gold Value determines how
much money the player receives. In addition,
each area possesses a Special Ability.

California, for éxample, gives the controlling
player an advantageous die modifier during
combat. This modifier can be used in battles
that the player fights anywhere on the board,
not just in California— and can be used every
turn that the player maintains control of that
region. Controlling the Lone Star State gives a
playernaval assaults. The Deep South provides
airborne skills. The Big Sky area delivers a
nuclear capability to the owner while the Rocky
Mountain region has anti-nuke interceptors.
Other areas provide for assassination attempts,
armor, artillery, even the ability to provoke
riots in enemy areas.

When an area is conquered by another player,
the new owner acquires the region’s Special
Ability. Most of these Abilities are duplicated
in the National and Foreign Card decks—but
purchasing the cards can be expensive and the
cards are “used up” once they are utilized.

NUCLEAR
BOMB (S)

Roll one die against each unit in
one area. For each 1 or 2 rolled,
eliminate one unit. Two riot
markers are placed in the area

COST: 7

Regional Special Abilities just might haunt an
opponent forever.

Once the players have their areas, units are
recruited, money is divvied out and National
Cards are distributed. Players are allowed to
purchase additional National Cards or up to
three cards from each of the Foreign decks:
Europe, Canada, Japan, Mexico or the Carib-
bean. A player musthold territory on the proper
border in order to purchase the respective For-
eigncards. These cards, along with the regional
Special Abilities, provide the flavor that makes
Shattered States the game that it is.

To give a sense of the variety of random events,
advantages, weapons, skills, etc. found in the
various card decks, here is a short list: air
assaults, armor, assassinations, biological weap-
ons, blitzkriegs, cease fires, droughts, eco-
nomic booms, embezzlement, financial col-
lapses, good harvests, mercenaries, naval as-
saults, strategic nuclear attacks, anti-nuke in-
terceptors, oil, revolts, treason, vaccines and
weather control. Without a doubt, getting the
right cards and using them properly is essential
to victory.

Once the preparation phase is completed, play-
ers take their turns in clockwise order. Each
player does four things: moves units, performs
strategic attacks, has combat, checks for auto-
matic victory before the next player takes his
turn.

The actual play mechanics in the game are very
simple. Movement is from one friendly area to
an adjacent friendly area. That’s it—unless a
card or Special Ability is used such as Naval or
Air Assault, Oil or Canadian Passage. Players
can move as many or as few units as they desire
as long as they never completely abandon an
area.

The various Strategic Attacks are conducted
according to easy-to-follow instructions printed
on each of the cards. Again, there is nothing
difficult here.

Combat consists of the player announcing all
his attacks and the order of resolution. The
attacker and defender then roll a die for each
unit involved in the battle. Attackers hiton a
one or two, defenders hit on a one, two or three.
Simple, right? The attacker is allowed to play

up to three cards in each battle to try to modify
the die rolls. After seeing the attacker’s cards
the defender has the option to play up to three
ofhis own. Many of the cards costmoney touse
and the player who’s spent too much to pur-
chase cards may find himself without the fi-
nances to take advantage of them. In additionto
the cards, both the attacker and the defender
may utilize their regional Special Abilities to
help in the battle.

Once a player completes his combat he checks
to see if he possesses the number of territories
necessary for an automatic victory. Play stops
immediately— there is no need to hold on
while other players take their turn and try to
counterattack. If the conditions for automatic
victory haven’t been met, play proceeds to the
next player.

Starting at the end of Turn 5, and every turn
after thatif Automatic Victory hasn’t occurred,
players check to see if the “ideal of America”
has been abandoned by the population. Two
dice arerolled—if the result is less than the turn
number the game ends. The player controlling
the most areas wins. If two players are tied in
number of areas, the player with the most Grain
Value points is declared the winner.

Like a lot of multi-player games, this one
works best with more players. With four to six
players, the player dynamics include a healthy
dose of paranoia which just doesn’t exist in the
two-player game. The two-player version is an
adequate war game but obviously lacks the
diplomatic element which adds another level to
game play. In fact, certain rules need to be
amended when there are only two players—
the assassination rule and the cease fire rule in
particular. The game designer should consider
this if a second edition of the game is ever
published.

As a simulation of some future civil war, Shat-
tered States isn’t much—but as I said earlier
it’s a great game—a player’s game. The rules
can be learned in about ten minutes and it’s
playable to completion in an evening. The
game manages to remain tension-filled from
the earliest tums on. Automatic Victory is
always just around the corner and once Turn
Five rolls around, the possibility of the game
ending suddenly even without a player getting
Automatic Victory forces the players to con-
tinuously scramble for the lead. Despite the
quality of the physical components this is a
game worth buying—and a game worth play-
ing many times. @
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Afghanistan

by Russell Jennings

d: Perry Moore
p: Perry Moore, 1991

Afghanistan by Perry Moore is a frustrating
mixture of professional and amateurish effort,
designed to demonstrate combat in the Afghan
War. It comes with-die cut counters that are
professionally done, but both the rule book and
maps in my copy seemed to have been put
together with a copier, complete with obvious
tape ‘white outs’ and deletions. At eighteen
bucks, a one color, black and white map that is
hard to decipher does not make it in today’s
market. That having been said up front, I will
continue with the review.

The rules were fairly glitch free, the only obvi-
‘ous error was a statement that only Soviets can
‘move twice per game turn, while the Sequence
of play states that Guerrillas can also move
twice per game tum. Each turn is broken into
eight phases dealing with a unit’s mode, move-
ment, and combat. Artillery and air units are
present in the game and can be used to either
directly attack ground units, or engage in bar-
rage attacks which may generate a combat die
roll modification. Combat also takes into con-
sideration such things as defender's terrain,
mode of the units involved, and combined
arms.

Cenitral to the game's mechanics is the “mode”
of the unit. For the Soviets this means whether
their mechanized infantry are mounted, in a
stronger, road bound mode, or dismounted in a
weaker but more terrain mobile mode. The
Guerrilla’s modes are dispersed, during which
they cannot attack, but are also more difficult to
attack, or concentrated, where they are stron-
ger and attack capable, but more vulnerable to
attack. The Guerrillas are able to change mode
twice during a turn in any terrain, while the
Soviets are limited to once a turn and then only

in clear terrain or on roads. These mode deci-
sions are crucial to the conduct of the game and
to the successful use of the Guerrillas.

There are no zones of control (zoc) in the game
and while Soviet units may start and end a turn
stacked, they may not move through one and
other. Additionally, the Soviets are limited in
their ability to stack within rough and mountain
hexes, while the Guerrillas have unlimited stack-
ing in any terrain. Combat is voluntary, with
barrage attacks conducted first and then com-
bat decided via ratios with column shifts for
mode and combined arms, and die roll modifi-
cations for terrain and barrages. Retreats and
advances are limited by both terrain and unit
type. Supply is very straightforward, with im-
its being placed on how far to a road it can be
traced by the terrain a unit is in.

Additional units in the game are U.S. and
Pakistani. The U.S. is represented by infantry
companies of the 82nd Airbome, their artillery
battalions and anti-tank platoons. Some Ma-
rine infantry companies are also included, which
never show up in any scenarios, but make for
some interesting what-if scenarios. The Paki-
stanis are represented by tank and mechanized
companies, as well as artillery battalions. There
is a plus one die roll modification for allied
combat cooperation, but not for combined al-
lied/guerrilla attacks. The Soviets are allowed
to roll for gas attack permission from a Gas
Table, if they choose to use it. Gas will essen-
tially nullify the terrain benefits that the
Guerrillas enjoy, but its continued use will
raise the victory conditions necessary to win
the game.

An expansionkitis provided with the game and
it includes another map and some plain white
unmounted units that introduce “hind™ heli-
copters and SU-25’s on the Soviet side, with
several weapons type for the Guerrillas. None
of these are die cut and have been included to
bring the Guerrillas fire power up to a higher
level, such as found during the latter stages of
the war. However, they stand out like a red
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spoiling aftacks, last ditch strikes and full blown
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thumb during play and invite massed bombard-
ment on any stack carrying them. Various
home made dummies were employed to over-
come this. The weapons range from simple
machine guns (MGs) through Rocket Propelled
Grenades (RPGs) and Surface to Air missiles
(SAMs). Each on has two numbers on it which
can be used against hard or soft targets and air
units, depending on the situation. Provisions
are made for their exhaustion and replenish-
ment during the game.

This was a hard to game to review for a defini-
tive conclusion. While the mechanics are
straighforward and logical the production val-
ues do not recomiend the game for purchase;
not when four more bucks will buy any number
of high quality, zip lock games. I did teach a
couple of experienced twelve year olds to play
the game proficiently enough for them to make
‘interesting Guerrilla opponents. This is not
meant to disparage the game, as the logic of the
turn made it easy for them to pick up on how the
game flowed and the Russian side is definitely
the more challenging of the two sides to lay. It
is hard to judge the game for historical accu-
racy, but one can certainly gain a feel for the
frustrations felt by both the Soviets and the
Guerrillas in attempting to combat one another.
Units must be completely surrounded to assure
their destruction and this remains a difficult
task throughout the game.

There are six scenarios in the package and the
Battle for the Valleys scenario is the most
interesting due to the high number of units
involved. Another scenario sets the 82nd Air-
bome against the initial Soviet invasion of
Afghanistan. The expansion kit contains an
additional scenario for a Soviet Air Mobileraid
against “suspected” guerrilla positions. It
proved tobe acontinual challenge that could be
played in a fairly short amount of time.

The game production values keep me from
recommending it, as I do not feel it delivers
“money’s worth” for whatis charges. I can also
level this same standard at Avalon Hill’s Squad
Leader gamettes which occupy the other end
of the spectrum at $45 a piece. Clearly, this is
a personal opinion, but one I feel strongly
about. In spite of this, the game remains a
simple, playable situation whose essentials can
be learned and played in a one sitting. @




LA BATAILLE
D’AUERSTAEDT

By Warren E. Kingsley

p: Clash of Arms Games (3rd Edition)
d: Monte Mattson, Dennis Spors, James
G. Soto

La Bataille d’Auerstaedt (hereafter
Auerstaedt) is the third edition of this
Napoleonic battle game first published by
Marshal Enterprises in 1978. Released this past
February by Clash of Arms Games, the game
covers the hard-fought October, 1806 battle of
Averstaedt where Marshal Davout’s French ITI
Corps met and decisively defeated the main
portion of the Prussian Army commanded by
the Duke of Brunswick.

Auerstaedyt is a two-player tactical level game
employing Clash of Arms’ Les Batailles Dans
L’Age L'Empereur Napoleon Premier battle
system. Formations depicted are infantry regi-
ments, battalions, and grenadier and voltiguer
companies, cavalry regiments and artillery bat-
teries. The grenadier companies are new with
this edition, and provide the French Army with
evenmore operational flexibility. This edition’s
units are printed on the heavy 16 ply cardboard
stock used by Clash of Arms in their recent La
Bataille de Preussich—Eylau and NaPoleon
at LeiPzia games; the thicker counters are a
marked improvement over the thin (8 ply)
counters found in the previous edition. Counter
graphics are stunning, featuring in great detail
the uniform colors of the historical units repre-
sented— indeed, Prussian units’ strength and
movement factors are even printed in semi-
Gothic script! Clash of Arms’ unit counters are
the best in the wargame business, game after
game. Period.

Game components include two countersheets
with some 480 muiti-colored unit and informa-
tional counters, two dice, Standard and Exclu-
sive Rules booklets (the latter containing a
lengthy Historical Commentary reprinted from
“Napoleon’s Army” by Colonel Rogers), two
Army Organization Displays, a front and back-
printed Combat Results Table, a Turn Record
Chart and a22 x 34 inch map. All components
are of uniformly excellent quality. In particu-
lar, the map is a picturesque depiction of the
battle area, with woods, villages, streams, slopes
and roads elegantly presented.

This edition of Auerstaedt also features the
release of the long-awaited third edition of the
Les Batailles system’s Standard Rules. These
rules are considerably clearer than those of the
previous edition, and are written in a smooth,
narrative style which reflects considerable
thought and proofreading. Veteran wargamers
familiar with the Les Batailles system will be

pleased with the many clarifications made in
this edition of the Standard Rules—players
new to the system will have to work somewhat
to get into the game, but will then be able to use
their new-found knowledge with all of the Les
Batailles system games (Austerlitz, Talavera,
Eylau, Albuera, Wagram and, soon, Ligny,
Quatre Bras and Waterloo)—an investment
of valuable “wargame rule-reading” time well
worth the effort.

There areno scenarios presented in Auerstaedt,
only the full battle game which can require 8-
10 hours to play. Highly recommended is the
basic Les Batailles standard rule limiting each
player to 10 minute movement phases—this
rule considerably speeds play, eliminates the
“perfectmove player” problem, forces the play-
ers to concentrate ahead of time on their opera-
tional plans, and basically adds significant ten-

sion to the play of the game.
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The Sequence of Play is the standard Les
Batailles sequence: Charge, movement, defen-
sive offensive fire, melee, and reorganization.
Charges are conducted at the player’s discre-
tion, regiment by individual regiment (unless
making a grand charge). Fire is performed
against designated target hexes, each of which
has a defense value determined by its terrain
type. Melee is calculated by an odds compari-
son based on opposing units’ individual melee
strengths.

Cavalry Charge

Auerstaedt’s Exclusive Rules provide special
provisions which restrict the capabilities of
Prussian cavalry, and impose morale penalties
on Prussian infantry when deployed in any
formation other than line, skirmish or square.
(The latter rule gives the French a marked
advantage in overall tactical flexibility.) The
Exclusive Rules are short: Players familiar

with the system can get into the game in five
minutes.

Victory conditions are based on the destruction
of enemy forces, the capture of villages, and
limiting losses to one’s own army. The French
win decisively if they can drive the Prussians
off the map (as occurred in real life); Prussian
victory results from reducing the combat
strength of Marshal Davout’s Il Corps and
capturing geographical objectives.

Play balance is skewed in favor of the French
(perhaps it should be, given the historical re-
sult): Indeed, even a good Prussian player will
be hard-pressed to avoid being slaughtered.
This does not mean that the Prussian position is
hopeless. Rather, the Prussian commandermust
be patient, allow his significantly larger army
to arrive and deploy, and methodically attrit the
French. As the Prussian player, avoid closing
with the French too soon in an effort to get““into
the game.” That is the surest way to get “‘out of
the game,” fast.

Auerstaedt is a beautifully-crafted wargame
which can provide gamers with hours of tense,
action-packed fighting.

Players of the Les Batailles system look for-
ward with anticipation to Clash of Arms’ next
releases, Liany and Quatre Bras, both of
which are expected by ORIGINS 1991. Like
all games of the series, Auerstaedt is well
worth its price. @

[Ed. Note: Detailed articles covering
Auerstaedtgame strategy and therevised Stan-
dard Rules for the Les Batailles series will
appear in the near future in MOVES and/or Fire
& Movement.]
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Frederick the Great
by Peter Martin

How many of us remember what wargaming
state of the art was back in 1975? How many of
us were wargaming at all in 1975? Those who
do probably remember it as the era of the
tactical wargame. Panzerblitz was still very
popular and was the creative impetus for many
of the hobby’s designs at the time. Although
strategic wargames were still being played, the
‘excellent 1776 (Avalon Hill) was released the
year before, tactical games made up the bulk of
the games played. Amidst this backdrop, SPI
took a chance on a Frank Davis design. Not
only was it a strategic game, but it contained no
nukes, NATO’s or Nazis. Only SPI, in those
days, would take risks like that. The game was
Frederick the Great and wargaming would
never be quite the same again.

In April 1975, when SPI released Frederick
the Great in Strategy & Tactics #49, design
work was still caught in the Move and Shoot
mind set. You move your armies then you
initiate combat. I, then, move my armies and
initiate combat. Although simple, it did not
take the leadership qualities of certain men into
account. Frederick for example, was constantly
moving from one threatened sector to another,
reacting to the enemy then initiating combat.
The Move and Shoot design model simply
would not have worked. Notonly would ithave
been unhistorical but it would not have been a
fun game to play, either. The Coalition armies,
with their overwhelming numbers, would have
simply crushed Frederick before he gotachance
to react. A different design model needed to be
created.

In Frederick the Great, an enemy forced
march phase was wedged between the friendly
march and the combat phase. No longer could
you guarantee that magical 3 to 1 attack. Any
enemy armies in the area had to be considered
before you decided to march to the enemy. It
perfectly simulated the “interior lines” strategy
utilized by Frederick in the Seven Years War.
Although it seems common sense now, at the
time it was quite revolutionary.

There are eight phases io the game:

1) Reinforcement Phase
2) Morale Recovery Phase
3) Depot Creation Phase
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4) March Phase

5) Enemy Forced March Phase
6) Combat Phase

7) Siege Resolution Phase

8) Enemy Attrition Phase

Although it looks like quite a bit, in fact, a turn
can be completed in a as little as ten minutes.
Part of this has to do with the designers conclu-
sion (and a correct conclusion, I would add)
that armies in the 18th century can do nothing
but defend without leaders. This prevents the
movement of stray armies which is not only
historically accurate but speeds up play as well.

The mobility of the armies centers on supply
and creating depots. Since it takes two turns to
create a depot, its placement is very important.
This neatly simulates not only the importance
of supply on an 18th century battlefield but the
chess-like movement of armies which stressed
mobility rather than manpower. A French gen-
eralnamed Napoleon would use this strategy to
his advantage, yearslater when defending Paris.

The frustrating part of the game (for panzer
fans, I figure) is that the supply rules prevent
you from doing whatever you want, wherever
you want to do it. By using interior lines and
shuttling his army from one threatened sector
to another, he kept his enemies off balance for
the entire war. He never blindly gave battle just

Combat Unit Depot

Russia Nationality

ﬁ 1 Combat Strength O

Leader Unit
Rank 2& 1 Initiative
Nationality Prussia
Attack Bonus 1 2 Defense Bonus

for the fun of it. A battle was the culmination of
weeks or months of campaigning and was used
with a specific goal in mind. In the game, a
player who goes into battle without a plan or
strategy is just asking for trouble.

AnothercomplaintI have heard is that Frederick
cannot lose and this therefore makes the game
unbalanced. This is only partially correct.
Against a competent Prussian player, the coa-
lition player can expect to lose the majority of
the battles he engages in. This is historically
valid. The Russian and French armies were
ineptly led and rife with corruption. The main
threat, and this is the way Frederick saw it as
well, is the Austrian army. The Austrian player
has more than one leader capable of giving
Frederick a run for his money. Under the lead-
ership of Browne, for example, the Austrians

are only marginally less threatening than
Frederick himself. Also, the Prussians have
some inept leadership of their own. Especially
with the Hannoverians should Ferdinand die.

Which brings me to the great equalizer which
is also kmown as the leader casuaity rule. Ev-
eryone, and the Prussians in particular, should
prepare themselves for the possibility of leader
losses as aresult of battle. If this game has one
iron-clad rule, it is this: Frederick must never,
never go into battle as the only Prussian leader.
Since the lowest ranked leader is the one who
dies if there is aleader casualty, Frederick must
be accompanied by an expendable leader. Again
this is god history because Frederick almost
never went to the front lines of a battle once it
had begun.

Combat is quick in this game. Odds are estab-
lished and the die is rolled. The revelation here
is that losses are taken by percentages rather
than numbers. This means a large army that
takes a 25% loss will lose more than a small
one. After losses are taken, you add the initia-
tive value of your leader to the roll of a die and
subtract your losses from this. Your opponent
then does the same. Whoever has the highest
total wins the battle and forces the enemy to
retreat and become demoralized. This worked
to the Prussians' advantage only if Frederick is
involved. Withhis high initiative, the Coalition
player would have to be pretty lucky to defeat
him. Especially if Russian or French armies are
involved. Mostof the Prussian leaders, though,
don’t have such high initiative to compensate
for their numeral inferiority. Since it did not
take overwhelming losses to force your enemy
off the battlefield in those days, the percentage
of losses are rather low. Like their historical
counterparts, players will engage in numerous
battles before a decisive result is reached.

Another interesting aspect is the siege. The
only way to take a fortress and its subsequent
victory points, is by siege. A siege is handled
just like a depot creation. Once the depot is
created the real fun begins. After a breach is
created, the attacker must decide whether to
offer the honors of war to the enemy or to attack
the garrison. Both have good and bad points. If
you offer it, your men get the fortress without
any casualties but the garrison scurries off to
another friendly fortress. If you deny it, you
could destroy the garrison (worth more victory
points). You could also destroy your own army
in the process. I play, as in history, players will
usually offer the honors of war. Unless the
Prussian player is so far behind in victory
points that he mustkill of enemy troops to catch
up, he sould always offer it. He has to preserve
his army at all costs.

In 1983, Avalon Hill re-released Frederick
the Great withredevelopmentby veteran game
designer Joe Balkowski. The basic system was
left, pretty much asis. The changes were mostly
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cosmetic such as, giving the leader counters
historical names rather than Leader No. 1 and
so on. One change Mr. Balkowski did make to
the system involved Prussian losses. In the SPI
version, for every strength point lost, one vic-
tory point was deducted from your victory
point total. In the Avalon Hill version, this
holds true until Prussian losses reach twenty
strength points. After this threshold is reached
the Prussians lose two victory points for every
strength point lost. This is as it should be.
Frederick’s ambitious plans were thawarted as
much by lack of manpower as by the enemies
armies. It is a good rule that enhances the game
as history.

When Avalon Hill released the game, they did
their customary issue of the The General de-
voted to it. Anyone who likes Frederick the
Great should definitely look for it. Included is
an excellent article on strategy for the sce-
narios, additional scenarios on the Sileian Wars
(the wars that brought about the Seven Years
War), and Mr. Balkowski’s own grand strategy
scenario on the whole war. The last one is
especially interesting because diplomacy (such
an integral part of warfare then) comes into
play.

After this, however, little was said about
Frederick the Great in The General. This
despite the fact that it ranked high in their
survey and remains to this day a popular play
by mail game with AHIKS. On this last point,
it is not difficult to understand its popularity.
With a small number of counters on the board,
reasonable number of turns and limited num-
ber of necessary mailings it is an ideal PBM
game.

The same features that make it such an out-
standing PBM game also make it a splendid
choice for a computer game. With its low
counter density and set victory objectives
(namely enemy troops and fortresses), even a
rudimentary knowledge of artificial intelligence
would make for an interesting computer oppo-
nent. Add some nice graphics to set the mood
and a clearly written rule book and you’ve got

a winner.

Frederick the Great set the stage for a whole
genre of operational and strategic games. Most
of these games came and went very quickly.
One however, by OSG called Napoleon at
Bay, proved to be something of a legend inits
own right. The sequels to that game are still
beingreleased. As for the designer, Frank Davis,
he proved that Frederick the Great was no
fluke when he designed Wellington’s Vic-
tory. It was far more complex than Frederick,
but once you stripped the chrome the relation-
ship to the earlier game was unmistakable. It
too was something of a legend.

The recent history of Frederick the Great has
been less kind. In fact, if you are thinking this
is a eulogy you might very well be correct,
Avalon Hill in their infinite wisdom let this
game go outof print. I can only venture a guess
as to why. Perhaps it was insufficient as a cash

cow. In the quest of a fast simple and well
designed game their decision to axe a game that
contains all of the above has to be questioned.
3W'’s effort to introduce a new generation to
the system, in Wargamer vol. 1 #61, Cam-

paigns of Marlborough, proved to a notewor=

thy but futile attempt.

When I talked with Rex martin (editor of The
General) at LA Origins '89 about writing an
article for Frederick the Great and possibly
sponsoring a tournament, he pronounced
Frederick tobe a““dead system” and said Avalon
Hill would do nothing to promote it. As he said
this, I recalled playing it with my roommate in
the open gaming area the night before. As we
played many people walked by and asked us
where they could get the game. Even the older
grognards waxed nostalgic as they told us of
the days when Frederick the Great was a hot
tournament event. The irony is it still could be.
This is one of the few genuine landmarks
designs this hobby has created. @

CLASSIFIED ADS

DETRITUS of 20 years' worth of game collecting
for sale; send large SASE to G. Prokopowicz, 13
Garden St., Franklin MA 02038. Some new stuff
added to last year's List.

FOR SALE: 100+ wargames. Boxed, folio, maga-
zine games; mint and used. Includes, SPI, AH,
GDW,0SG, WEG, nad others. Send SASE to: M.].
Riley, DMS Box #62-1147, FPO Seattle Wa 98762,
HOT S&T GAMES/MAGAZINE SALE: Best
prices on S& T magazines with games, issues #32-
#90,mostunpunched. Boxed and ziploc SPI games,
many unbunched: War in the Pacific, Napoleon at
War, Battles for Ardennes, Army Group South,
others. For price list send SASE to: Dave Kraft,
2773 Garrison, Evanston IL 60201.

FOR SALE: Command magazine issues #1 and 3,
for $83 and $63 respectively or best offer. Gulf
Strike with first upgrade for $15. All unpunched,
mint condition. Free shipping. Gary Heintz, 444
West 15th #2, Escondido CA 92025 or 619/741-
7467.

WANTED: Blue & Gray QuadI andII, War Between
the States, Pea Ridge, Wilson's Creek or any SPI Civil
War games. Prefer punchd. Also TSR Blue & Gray,
TSS. Texas Revolution by Ming Enterprises. Send
pricesto: Donald Rhyne, 403 State St. Dupo11.62239
or 618/286-3322.

FOR SALE: Selling part of my collection. AH, SPI,
GDW, TSR, GDR, BatileLine, PWG, Conflict and
many others. Send SASE (large/2stamps) to Wm. F
Hession, 10622 Lathrop Dr. Dallas TX 75299 or214/
358-0734.

HUGE WARGAME collection for sale: Many older
games. Send SASE to Matthew Helton, 3620 Darwin
Place, Duluth GA 30136. ’
12PAGESOF GAMESFOR SALE: Games, maga-
zines and software. Most mint or excellent. Tronclads,
SPI games, S&Ts, Moves, Grenadiers, F&Ms,
Wargamers, Jagdpanthers and more. Send two stamp
SASE to Michael Dean, 524 S 19th Ave, Comelius
OR 97113-6630 or 503/359-4921 before 9pm (PST).
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Please forward any information (Prod-
uct releases, etc.) pertaining fo Hobby
News fo: Decision Games, Afin: F&M-
Hobby News Column, P.O. Box 4049,
Lancaster CA 93539 or call (805) 945-
3862

Avalon Hill/Victory Games: Battle of
the Bulge, the first of a new entry level
Smithsonian Institute series of games made
its appearance at ORIGINS. Additional
games in this line are expected in th future.
Advanced Civilization, an update of the
classic game, is due out in August with
more culture and calamity cards and an
extensive rulebock and gamer's guide.
Flashpoint: Golan examines the current
situation facing the countries adjacent to
the Golan Heights and has been delayed to
October. Gung Ho, the module which
completes the standard ASL rules and pro-
vides a Chinese Order of Battle, has been
delayed toNovember. 8-1-91: Tom Shaw,
Vice President.

Clash of Arms: Bataille de Ligny has
beendelayed to September and Bataille de
Quatre Bras was delayed to August. A
Waierloo expansion kit should be out this
Fall. In October, Prelude to Disaster,
covering the early 1942 operations around
Kharkov, and Chancellorsville: A Sea-
son for Glory should bereleased. War for
the Union, amoderately complex strategic
American Civil War game, should be out
for Christmas. 8-1-91: Ed Wimble, Presi-
dent.

Columbia Games: EastFront was re-
leased at ORIGINS '91. A companion
WestFront game covering the WWII cam-
paigns in France, Italy, and the Balkans is
in the works for release in 1992. 8-1-91:
Tom.

Decision Games: Strategy & Tactics #145
(Sep) will feature Trajan, the Roman cam-
paign in the East, 114-117 A.D. and Strat-
egy & Tactics #146 (Nov) will feature
Sicily, the first of a four part campaign
game on the WW2 Italian Campaign. Fire
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Bulletin Board
by Dr. Christopher Cummins

& Movement #76 (Nov) will feature
GDW’s Tet Offensive. MOVES
#66 (Nov) will feature Just Plain
Wargames from PacificRim. Next
convention is GATEWAY over
Labor Day weekend at the LAX
Hyatt. 8-1-91: Christopher
Cummins, Publisher,

Englemann Military Simulations:
EMS has relocated their office to:
15 Bowie Ct, Rockville MD 20852,
phone 301/251-5927. There are cur-
rently no other games in the works. 8-1-91:
Karsten Engelmann, President.

Fresno Gaming Assoc.: Operation Cru-
sader wasreleased shortly after ORIGINS.
Civil War Classics will be released in
August and the much awaited The Eagle
and The Sun should be out this Fall. Also
coming up for them are Civil War, a stra-
tegic game and Pacfic Classics. 8-1-91:
Terry Strum, President.

Game Designers’ Workshop: Stand and
Die, the battle of Borodino, 1941 with two
mounted maps and 800 counters was re-
leased in time for ORIGINS. Coming upin
December, we’ll sec The Sands of War, a
bookshelf boxed game with 16 geomor-
phic maps, and a collection of over 30
tactical scenarios on modern warfare in the
Middle East ($35). Also coming out will
be Troubled Waters for Harpoon which
includes navies of the Third World. 8-1-
91: Anne Bennett, Marketing Director.

GMT Games: ORIGINS release was
Great Battles of Alexander. Other
wargames in the works for 1991 include
Korea:1995,1863, Battle for Italy: 1943-
1945, and Operation Apache Snow:
Battles in the A Shau Valley. Also in the
works is Thunderbolt Leader, which will
be a follow on to Hornet Leader but
involves helicopters in close air support
missions. 8-1-91: Gene Billingsley.

Game Research/Design: The nextEuropa
module, First to Fight, a remake of Case
White, is now due out in the Fall. Second
Front has been delayed to (hopefully)
Christmas. 8-1-91: Winston Hamilton,
President.

Omega Games: No new information has
been provided since 3-1-91.

Pacific Rim: CounterAttack#3 and four of
the six Just Plain Wargames were re-
leased at ORIGINS ’91. Grenadier #36
and the other two JPW’s are due out at
GENCON. 8-1-91: Stephanie Tibbetts.

Perry Moore: No new information has
been provided since 3-16-91.

Rhino Game Company: Campaign to
Stalingrad, divisionlevel, June-Dec, 1942,
one and a half maps, 600 counters. Planned
for release in 1992 is a 1942 Expansion
Kit for The Legend Begins. 8-1-91: Mark
Simonitch, President.

Simulations Canada: No new informa-
tion has been provided.

Simulation Design, Inc.: No new infor-
mation has been provided.

The Gamers: Barren Victory, on the
battle of Chickamauga was out for ORI-
GINS. Omahais still planned for October.
For 1992, April will bring Bloody Road
South (Wilderness). Origins *92 will see
Guderian Blitzkrieg and Stalingrad
Pocket. In October, Perryville and Blood
of Generals (Franklin) should be released.
8-1-91: Dean Essig, President.

TSR: Released at ORIGINS 91 was Pa-
cific Theater of Operations, the compan-
ion to ETO:WWII. For 1992, TSR is
planning a remake of Creature That Ate
Shebogan. Doug Niles is working on a
game on the current Civil Wars in the
Balkans. 8-1-91: Steve Winter, Staff De-
signer.

3W/World Wide Wargames: The De-
fense of Rorke’s Drift/Boer War was
released at ORIGINS *91. Upcoming re-
leases include Star Force One, which is
the firstin anew series of card games. This
will be a fun and simple game along the
lines of Modern Naval Battles and de-
signed by Dan Verssen. 8-1-91: Keith
Poulter, President.

XTR (Command magazine): The next
ziplock game is Wahoo, battle of Wash-
ington following a Southern victory at
Gettysburg, and will bereleased in August.
Red Star Falling, covering the coming
(his words) Russian Civil War. Command
#12 features Chace, a remake of the old
GDW game. Command #13 features
Desert Storm. 8-1-91: Chris Perello. @




This tactical-level game contains

. complete First Battle rules, over 700

| ~ counters representing air, ground and

. Lnfantry divisions, two oversized connect-

ing game boards and dice. v
Virtually every type of tank available

in 1941 on both -sides was present at

.. Borodino, and aithough mechanically
- simple, the system is capable of subtle

and sophisticated differentiation of these

" units. Stand & Die also demonstrates

. the strengths and weaknesses of the over
- 300 combat aircraft represented.

| In addition, because both sides com-

.. mitted a high proportion of mobile forces

" tothebattle, GDW’s Stand & Diecontains

a multitude of movement possibilities

and rapidly changing tactical situations.

 cowons
" Retail: $6000

‘ Avallable at your hobby store soon.

The USSR’s first Siberian Unit is facing the
German 10th Panzer Unit together with the
terrifyingSS“DasReich” Divisioninastruggle
to stop the Third Reich. The Germans must be
held or Moscow will fall.

tand & Die

The Battle of Borodino, 1941

Commemorating the
50th anniversary of one of
the most devasting battles

in history.

DWat Warll

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



- CURRENT EVENTS

Scorched Dice: A Report on ORIGINS '91

Having returned both elated and intact from
ORIGINS ’91 in Baltimore— these conven-
tions are great for the wargaming psyche but
rough on the rest of the body— I hope to pass
along in this article one hobbyist’s impressions
of this annual mayhem. For those gamers who
have never attended an ORIGINS, perhaps this
piece will provide some of the flavor. For those
who attend regularly, all I can say is that I plan
to bring my own dice next year!

Actually, I had some doubts as to whether there
would be an ORIGINS °91. The less said about
ORIGINS °90 in Atlanta the better, although
attendees at last year’s convention were still
grumbling months afterward. Still, news of the
1991 gathering being held in Baltimore drew
cheers (Pacific coast hobbyists excepted), and I
had fond memories of my last visit there in
1987. However, when I phoned a local hotel to
book a room, I was informed by the desk that
ORIGINS ’91 had been cancelled! My first
thought was that the fallout from the Atlanta
fiasco must have been far worse than I had
imagined. Butaquick phone call to the GEMCO
Information Line reassured me that all was
well. The particular hotel I had phoned was
caught up in a contractual dispute with the
convention organizers, and the Reservations
Desk was telling callers that ORIGINS '91 was
not happening. (I realize that the hotel folks
were just doing their routine, but telling gamers
that ORIGINS was cancelled is the equivalent
of calling for an air strike on your own posi-
tion!)

ORIGINS ’91 was indeed happening, and I
opted for a more congenial hotel. It was a bit
more expensive, but I caught a decent break on
the plane fare and everything evened out. One
option had been to drive from Connecticut to
Baltimore, but the July 4th Weekend is not the
time to navigate I-95. Taking the car does mean
that one can stuff the trunk with purchased
goodies, but there is also the temptation to
spend the gas money on one more game. Driv-
ing home from Baltimore is one thing; walking
home is another!

Arrival day at the convention is usually takenup
with the incidentals of getting situated. Even
then, one is quickly reminded that an ORIGINS
is somewhere wholly different. At the airport
baggage claim area, I found myself standing
next to a fellow who was trying to collect his
luggage while carrying four game boxes. I had
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barely said hello when he was met by a friend
carrying a lidless box of elves.

ORIGINS 91 was the maiden voyage for
GEMCO, a group managing the convention for
GAMA .Impressions varied widely on the qual-
ity of GEMCQ’s efforts. I personally encoun-
tered no problems whatsoever: my favorite semi-
nars were where and when the convention book-
let said they would be held, and as far as I could
tell, the only no-show was Bill Gibbs’ OMEGA
Games. I was a bit taken aback by the long lines
of attendees trying to register or collect their
pre-registration materials at 7 AM on Thursday,
but I got through in little over an hour. On the
other hand, quite a few gripes were over-heard
from gamers who objected to events being
overbooked, the lengthy wait in the lines, etc.
Some mightsay that gamers are akin to students
who forever complain about cafeteria food. In
any case, the hobby will have to get used to
GEMCQO: they will be handling future ORI-
GINS at least through the mid-1990’s.

Aside from getting through the registration pro-
cess, convention Thursdays are usually taken
up by occasional seminars, open gaming, deal-
ers arranging their wares, and trying to sort out
a plan from the listings in the official booklet.
ORIGINS ’91 was no exception, although I
became intrigued with the Europa buffs setting
up a 1943 scenario on the Russian Front maps.
Occasionally I would pass by the game which
remained in progress thronghout ORIGINS *91.
The group added one nice touch: several tables
with instructors were set up nearby to teach the
basics of the Europa system to newcomers. It
was rare not to find three to four folks seated at
those tables, nodding in agreement as the in-
structors carefully showed them the ropes on
maps and charts.

On a similar note, GR/D deserves praise for
their impressive work on the Europa line. Al-
though Second Front did not make it to ORI-
GINS '91, the new Balkan Front (revision of
Marita-Merkur) with striking cover art was
available, and First to Fight (revision of Case
White) now features introductory rules to help
guide newcomers. In a sense, then, First to
Fight may be GR/D’s equivalent of what
TAHGC did with Paratrooper for the ASL
series; however, First to Fight is also crucial to
the full Europa display.

Thursday evening featured a seminar on advice
from game designers about getting your game

published. There are more negatives than posi-
tives bandied about, which is probably fair
enough given the limits of the hobby market.
Perhaps the highlight of the seminar was actu-
ally the presence of a Pacific Rim staff person,
carrying copies of CounterAttack#3. It actually
lives! Can the Grenadier be far behind?

A stop at Jeff Tibbett's booth on Friday netted
me my subscriber's copy of CounterAttack #3,
an assurance that August was not out of the
question for a new Grenadier issue, and copies
of Salla, 1941, Demyansk, and Bastogne (the
three new "Just Plain Wargames" in white en-
velopes). My initial thought was that these three
small wargames with limited graphics may not
be the wisest purchase. Instead, I found them
(especially Salla, 1941) to be quite entertaining
in spite of the limitations in format.

The convention seemed to be evenly divided
this year between board wargamers, Fantasy
Role Players, Science Fiction buffs, and minia-
turists. Railroad based game were particularly
popular, including both older and newer titles.
Mayfair Games was even selling an English
import, called 1835, and doing nicely. By con-
trast, computer games appeared to be on the
downward slide, both in terms of sales and
general visibility. Although the Dealers Area
did have a number of computer based booths
and several striking games to observe, the at-
mosphere at ORIGINS '91 seemed no to be
conducive to them. One gamer told me his
explanation: Boardgames are more fun, involve
more people, are more portable, and are better
games.

Virtually every company had hot new items at
the booth on Friday. The one noteworthy ex-
ception seemed to be Richard Berg’s SDI. I did
not get the opportunity to speak with Richard,
but noticed that his Blood and Sand design on
WWII in North Africa hadn’t made it to ORI-
GINS ’91. New products appear to be the driv-
ing force for companies today, and the absence
of them at the SDI booth probably accounted for
its lackluster traffic.

By contrast, GDW (admittedly a larger, more
established firm) had an elaborate booth, fea-
turing miniatures and a full line of products.
The new Stand & Die: Borodino 1941 was
attracting lots of attention. It’s a two map game
complete with mounted boards (a first for a
GDW historical wargame), and abox thatrivals
Axis & Allies in size. The $60 price is the sort




that once was reserved for the larger Europa
titles. Nevertheless, Stand & Die was my first
purchase at ORIGINS 91, and I patted myself
on the back for remembering to bring a sturdy
shopping bag!

Next up was Australian Design Group where 1
quickly bought a copy of the 5th edition kit for
World in Flames. I"d been actively following
the game since its debut at ORIGINS ’85,
dutifully adding each revision and update and
losing count of the evolving expense. Still, 1
applaud ADG for remaining true to this excel-
lent design, improving its content, and taking
obvious pride in the game’s popularity. If there
is a better global treatment of WWII, I am
unaware of it.

TSR intends to put World In Flames to the test
however. Releasing WWII: Pacific Theater
of Operations at ORIGINS '91 as a stand alone
game or mate to the earlier WWII: European
Theater of Operations, TSR has a viable alter-
native. I may have purchased the first one of
these as well. WWIIL: PTO sold handsomely
and drew a number of observers during its
"demo" presentations. If combined with ETO,
PTO's two maps mean four, making it twice the
size of World in Flames. Devotees of WWII
gaming will not be satisfied until they've en-
joyed both ADG's and TSR's efforts.

I knew that I'd get eventually to the TAHGC/
VG booth because I was eager for a copy of the
introductory Battle of the Bulge game. I'm
reluctant to call it their "new" Bulge game as it
is not necessarily meant to take the place of
more intense examinations of the battle. In fact,
it is something of a cousin to TAHGC's recent
simplified Gettysburg revision. Again, how-
ever, big box games appear to be in vogue (more
cheers for my shopping bag), but the price was
an inflation busting $19. I passed over VG's
Peloponnesian War (not my topic of prefer-
ence) and Attack Sub (not feasible for solitaire
play), but other attendees showed interest in
both. Actually, I saw relatively few copies of
the Bulge revision being played or even carried
around the convention, but Attack Sub was in
evidence. This may mean that gamers have
reached the saturation point on the Bulge as a
topic, or simply that the game has not yet
received much publicity. Still, I came to enjoy
the quick playability of Gettysburg and expect
similar pleasures from Battle of the Buige.

With my planned purchases safely tucked away
in the hotel room, I now wandered freely
throughout the Dealers’ Area in search of at-
tractive surprises. If the appearance of
CounterAttack #3 wasn’t enough of a shock,
one might reel at the availability of Columbia
Games’ Eastfront. A woodenblocks game that
cover the full Russo-German War of 1941-45,
Eastfront was initially discussed in the hobby
press as far back as ORIGINS ’87. Four years
later, Eastfront sports an eye-catching map,
numerous scenarios, and a hefty $55 price. The

wooden blocks system is quite adeviation from
the typical counters or plastic pieces found in
wargames, but has its devotees. I was reminded
of this fact, seeing games of 1812 and Rommel
in the Desert being played in the open-gaming
areas, and noticing that the stack of Eastfront
boxes seemed to getlower each time I passed by
Columbia Games’ booth.

So many booths; so little room in my luggage!
Seeing the Clash of Arms Game booth re-
minded me to pick up a 2nd edition kit for
Campaigns of Robert E. Lee. Astop at3W’s
corner (not really a full-fledged booth) enticed
me to grab 2WW and Strategy, a pair of small-
ish games that are among the better products
currently available for introducing new
wargamers to the flow and jargon on the games.

Then there was GMT Games, which has had a
remarkably successful first year in the hobby.
GMT siphoned off my money for its initial line
of releases, and they gotmore of Hornet Leader,
a visually attractive, jet aircraft solitaire game.
Isaw quite a few copies of this game in people’s
bags, suggesting that GMT has another winner.
The graphics work done by Rodger MacGowan
is amajor asset to the game’s appeal, as was the
fact that Hornet Leader was one of the few
predominantly solo games available.

I had attended a seminar run by The Gamer’s
Inc. on Thursday evening and was subsequently
enticed to pick up a copy of their new Opera-
tions Magazine. Their booth also featured the
new Barren Victory for the Civil War Brigade
series. It should be noted also that Dean Essig
seemed much improved from his recent tragic
accident, telling gamers that his firm'’s line of
future releases is right on schedule. That in-
cludes the mammoth Omaha, a four map tacti-
cal treatment of the D-Day beachhead, due in
the Fall of 1991.

Without question, however, the booth that ben-
efited the most from consumer foot traffic be-
longed to Fresno Gaming Association (FGA).
This is a relatively new game publisher, con-
sisting of two-thirds (Mike and Terry) of the
original GMT outfit. Opting to market their
own line, FGA appears to be akind of umbrella
entity that houses Historical Games (HG) and
Roger Whitney Games (RWG). They have be-
gun to advertise extensively in hobby maga-
zines, beginning in the Spring of 1991 with Ty
Bomba’s Cormmand, grabbing the attention of
wargamers with an extensive listing of upcom-
ing projects. Although their initial games, such
as Operation Crusader and Civil War Clas-
sics, vol. I (Pea Ridge and Shiloh) missed the
convention deadline by a matter of days, dis-
play copies were on hand, as were ads and
descriptions of Fall '91 titles, such as The
Eagle and the Sun (a multi-map and counter
WWII Pacific game vying to match SPI's War
in the Pacific) and The Civil War: Brother
Against Brother (another monster offering.)
Despite no immediate availability at ORIGINS

'91, these FGA games were doing a land-office
business in prerelease mail orders. The conven-
tion discounts were probably a factor, but more
important was the visual appeal of the display
copies. While the adage is that one can’t judge
abook (or game) by its cover, the graphics work
on these titles is first-rate. A cursory glance
through the rules booklet to Operation Cru-
sader also suggested that FGA games aremeant
to be played as well as admired visually.
Throughout the convention, FGA’s booth drew
significantly from word of mouth praise and
drop dead stares from passersby: a situationI do
not recall having occurred for an unknown
publisher since ADG appeared out of nowhere
at ORIGINS ’85 with World in Flames.

Of course, the Dealers’ Area also featured other
lesser known entities. One such booth had a
veteran from New York who was selling his
Vietnam Survival: Tour 365 game. The de-
sign seemed to be blend of wargaming (histori-
cal focus, plastic figures of troops and helicop-
ters, etc.) and more standard family board games
(large mounted board, squares rather than a
hexagonal, cartographic map, lots of graphics
color, etc.). The game involves competition
among up to four players, trying to complete a
patrol’s year long tour of duty in Vietnam with
victory being awarded to the one who can get
the most men out safely from the jungles and
combat. At $20 plus UPS shipping, and high-
quality components, the game appears to be an
amazing bargain. The designer told me that it is
already being used by some teachers as a class-
room tool and is therefore a proven, play tested
commodity. I hope that the vet who did this
game can afford to secure some hobby advertis-
ing, because I think a lot of gamers would like
to know more about the game’s availability.

There were also four to five booths seiling
older, out-of-print games and magazines. In the
event that one has not recently noticed, the
prices on such goods have skyrocketed! Never-
theless, these booths were constantly crowded
and selling large quantities of titles. I consid-
ered buying a copy of SPI’s original Blue and
Gray Il quadrigame until Inoticed the price tag
of $128!

Somewhat ironically, the auction seemed to be
a better location for grabbing bargains. The
auction sessions have always attracted my at-
tention at previous conventions, but more as an
entertaining diversion than as a source of pur-
chases. Too often it had seemed that the auction
were dominated by the big collectors and shop
owners with apparently bottomless wallets. Such
was not the case at ORIGINS '91. While I was
only present at the auction on occasions during
its three-day run, I was struck by the more open
atmosphere. Many of the items went for quite
reasonable bids, including older SPI games.
Bidders were mainly new collectors and folks
who were interested in picking up older games
they’ve been wanting to play. For example, one
fellow secured a punched copy of SPI’s legend-
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ary War in the Pacific for $95 (a steal by any
measure), and he immediately took the seven
maps to be laminated (a further $25).

As aside note, I should mention that laminated
Paper maps were much in evidence at ORI-
GINS ’91. The booth that does this service was
busier than I could ever recall at previous con-
ventions. Regardless of where games were be-
ing played or displayed, laminated maps (and
also charts/tables) were commonplace. The pro-
cess is quick, relatively inexpensive (depend-
ing on the size and number of copied items), and
removes the twin threats of tearing and spilling.
It does mean that such maps must be stored in
tubes, but it also alleviates the constant folding
and leaves the game box for counter storage.

Typically for an ORIGINS, most of the hobby
All-Stars were present, including designers and
publishers. Perhaps someone ought to unleash
a card collection, featuring “Hobby Greats”
with photos on the front and notable achieve-
ments on the back. I can see it all now: gamers
trading a “Tom Shaw” and “Frank Chadwick”
for a “Ty Bomba™ and “Joe Balkoski.”

It would be difficult to estimate the attendance
level at ORIGINS 91, but I'd suggest a figure
upwards of 6,000. I was not pre-registered and
had a badge number well into the 3,000 mark.
Having signed on for the full weekend with the
early arrivals on Thursday morning, and seeing
the sizable number of one day badges later in
the weekend, I think my estimate is areasonable
one. I was glad to see quite a few youngsters
(and females!) at the convention, lessening the
hobby’s concemn over demographics. I see no
reason why the decade of the 90’s shouldn’t be
a banner period for the hobby. More successful
gatherings like ORIGINS *91 would go a long
way toward achieving that goal. ©

SPECIAL EDITION #1
FEATURING:

° Assault on Sevastopol mini-game

¢ Comprehensivearticleindexforthese
magazines: Strategy &Tactics,
Wargamer volumes 1 and 2, Fire &
Movement, and MOVES

e Articles on introductory games from
the newest to the classics

° History of Wargaming

 Editors' choices for introductory
games

° Basic Game Library

* Introduction to Computer
wargaming

Send $6 ($7 non-U.S.) to the address below.
If you would like first class mailing, add $1 for
U.S.address, $2 for Canada or Mexico, $3
overseas.
Christopher's Corner
PO Box 3104
Quartz Hill CA 93586
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ORIGINS AWARDS

Best Historical Figure Series,
1990

Ancients, 25mm

Ral Partha Enterprises, Inc.

Sculptors: Dave Sumners and Sandra
Garrity ~

Best Fantasy or Science Fiction
Figure Series, 1990

AD&D Monsters

Ral Partha Enterprises, Inc.

Sculptors: Dennis Mize, Nick Bibby,
Richard Kerr, and Sandra Garrity
Best Vehicular Miniature
Series, 1990

Space Ork Battle Wagon

Games WorkshopiCitadel Miniatures
Sculptors: Citadel Miniature Design
Team

Best Accessory Figure Series,
1990

Castles Boxed Set

TSR, Inc.

Best Miniatures Rules, 1990
BattleTech Compendium

For BattleTech, FASA Corp.,

Designers: Sam Lewis, Jordan Weisman,
L. Ross Babcock

Best Role Playing Rules, 1990
King Arthur Pendragon, 3rd ed.
Chaosium, Inc.

Author: Greg Stafford

Best Role Playing Adventure,
1990

Harlequin

For Shadowrun, FASA Corp.

Authors: Tom Dowd, Sam Lewis, Ken
St. Andre, John Faughnan, W.G.
Armintrout, Jerry Epperson, Paul R.
Hume, Lester Smith, and James D. Long
Best Role Playing Supplement,
1990

Forgotten Realms Adventure Book

For AD&D, TSR, Inc.

Best Graphic Representation of
a Role Playing Game,
Adventure or Supplement,
1990

Ravenloft Boxed Set

For AD&D, TSR, Inc.

Best Graphic Representation of
a Role Playing Game,
Adventure or Supplement,
1990

Seattle Source Book

For Shadowrun, FASA, Corp.

Artists; FASA Art Staff

Best Pre-20th Century
Boardgame, 1990

Republic of Rome

The Avalon Hill Game Company
Designers: Richard Berthold and Robert
Haines

Best Modern Day Boardgame,
1990

Eurorails

Mayfair Games, Inc.

Designer: Darwin Bromeley

Best Fantasy or Science Fiction
Boardgame, 1990

Genestealers

Games Workshop, Inc.

Designers: Games workshop Studio
Design Team

Best Graphic Presentation of a
Boardgame, 1990

Genestealers

Games Workshop, Inc.

Designers: Games workshop Studio
Design Team

Best Play by Mail Game, 1990
Illuminati

Flying Buffalo, Inc.

Designer: Draper Kauffman

Best New Play by Mail Game,
1990

Monster Island

Adventures by Mail

Best Fantasy or Science Fiction
Computer Game, 1990

‘Wing Commander

Origin Systems

Designer: Chris Roberts

Best Military or Strategy
Computer Game, 1990
Populous

Electronic Arts

Best Professional Adventure
Gaming Magazine, 1990
Dungeon Magazine

TSR, Inc.

Best Amateur Adventure
Gaming Magazine, 1990
Wargamers Information

Rick Loomis

Hall of Fame, 1990

Sandy Petersen

Best Play by Mail Game, 1989
It's a Crime

Adventures by Mail

Best New Play by Mail Game,
1989

Beyond the Stellar Empire-The New
System

Adventures by Mail
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PRESS RELEASE FOR ORIGINS'91

Chairman & Founder: Rodger B. MacGowan
Special Advisors: Charles S. Roberts, James F. Dunnigan, Alan Emrich, John Kranz

Awards Advisory Council: Gene Billingsley, Ty Bomba, Christopher Cummins,
Richard F. DeBaun, Jack Greene, William Hession, Ken Hole, Bill Koff, Jim McQuaid,
Joe Miranda, Tom Oleson, Keith Poulter, Harry Rowland, Jay Selover, Jeffrey Tibbetts,

John Vanore, Steve Zanini

CSR

Charles S. Roberts

AWARDS.

©)
= ~
Winners of the Charles S. Roberts Awards 5
Q
g
: 5
8 ) f
Shot & Shell Lee vs. Grant Siege of Jerusalem Kadesh
(3W) (VGO) (TAHGC) (Command,XTR)
Raid on St. Nazaire | Tokyo Express Hitler's Last Gamble | Operation Shoestring
(TAHGC) (VGCO) (3W) (GMT)
Central Americ
e Ot . TacAir Modem Naval Battles | Silver Bayonet
7;‘;,5‘;;* (TAHGC) (BW) (GMT)
Borodino: 1812 | Battles of Napoleon
No Wi,
(Keencel ) (SSI) 0 e o Winner
P Fire Brigad SimCity
TIE} ; ite upate e l No Winner
by, | (anther) )
Central America WW2 Anthol D-Elim
by Tom Slizewski Leue/vs. L by Vance von g:xges by U. & D. Blennemann
F&M Nr.56 argantes F&M Nr.60 Command Nr.2
Aesthetics, Function & Rush for Glory Borodino by G. Morgan
Forrest at Ba : 2 SET Nr.136
History in Game Graphics Y. by Richard Hitchi o A
Wargamer Strategy & Tactics Y Sf;;‘ Nr.1;§7 man | Eater Rg:l:;‘: zl;sw tson
Campaigns of Robert E. Lee
Raid on St. Nazaire TI;a gn(COA) Hitler's Last Gamble Kadesh
(TAHGC) Lee (‘{,s-G(I?;mt 3BW) (Command,XTR)
AWARD AWARD
did not exist Bidnot cxvist Meodemn Naval Battles | Do Greenwood
at this time at this time BW)
Richard Berg Ty Bomba Joseph Balkoski Jack Greene
Strategy & Tactics | Strategy & Tactics | Strategy & Tactics Command
BW) W) BW) (XTR)
Canadian Wargame Canadi
Volunteers Volunteers -"E;m f:umal i Wgamaenrs
{ill Kofl) e Volusr:teexs J ournal

* In 1987 the Charles S. Roberts Awards were founded and established by Rodger B. MacGowan. In the
same year the "Charles Roberts Awards" were discontinued and renamed the "Origins Awards" under the
sponsorship of the Academy of Adventure Gaming. The Charles S. Roberts Awards are not

connected with any company or organization.

If you have any questions or comments please contact:

Rodger B. MacGowan, 2210 Wilshire Blvd., Suite 239, Santa Monica, CA 90403 USA FAX 213-828-0427



THE GAUNTLET

From an Old Timer

When I was invited to write on occasion of Fire & Movement’s
fifteenth birthday (that coincides with this issue) and share my
current thoughts on our hobby, my first inclination was to pass. It
has been years since as the editor of F&M I took an active part in
affairs, so who would care? On second thought, though, I ac-
cepted, feeling that after all I am perhaps a rather typical specimen
from a special niche of wargaming, and one that keeps thriving.
Although older than most, I have found many kindred souls
interested in exacting play of rather complex games of our
century’s wars, in teams, umpired, and by mail (or electronic mail)
and telephone. Among the most memorable matches have been a
series of Pacific War carrier operations based on Flat Top rules
with severely limited intelligence and communications, and an-
other of Fire in the East-Scorched Earth campaigns with what
I am sure must be the world’s sharpest players of those games.
Each of these encounters stretched out over more than a year, the
longest lasted for more than three.

Today, such of play commands a sizeable following of fanatic
devotees, to whom their gaming has become a way of life. What
has sprung up around them might almost be called a sub-culture.
Typical of this kind of wargaming style and philosophy is Grand
EUROPA, the vision that originally got Game Designers’ Work-
shop started. You will have heard people speak in awe of Fire in
the East and Scorched Earth, so imagine a huge framework
connecting dozens of such big games on all campaigns of World
War II in Europa and North Africa (even a module to connect
this juggernaut with a revised and refined War in the Pacific is
being talked about by some enthusiasts). While Game Designers’
Workshop have largely abandoned their brain child, the ball has
been picked up by Winston Hamilton with his Game Research/
Design, who, helped by notables such as John Astell and Arthur
Goodwin, is refining rule systems and honing maps to ever greater
perfection. Two magazines are exclusively devoted to EUROPA.
Winston’s now quite professional EURQPA and Bill Stone’s
E.T.0, meanwhile inherited by Arthur Goodwin (and struggling).
In comparison, the Flat Top clique, although very active, has not
become quite as prominent. The same is true for the afficionados
of War in the Pacific. The Winter Storm system might well
spawn its own similar cult - too early to tell, as only the recent
publication of Edelweiss has it given it a sufficiently sound basis.

QOurs is an elitist movement within the hobby, one that has little
resemblance to the good old world of Stalingrad, Afrika Korps,
and Midway in which I and many of my contemporaries got
started. Surely we are being criticized for supporting a trend that
does nothing to make wargaming look easy for a novice, are
perhaps even accused of in that way hastening the demise of the
hobby. I must admit that there might be a grain of truth in that
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argument—justas in my beloved windsurfing the general decline
in interest is mostly attributed to all that wave jumping and
acrobatics one sees in magazines and videos and on television,
making long-board, moderate-wind lake sailing appear almost
disrespectable and so projecting a sport out of the ordinary
citizen’s reach. But then, we do not claim to be typical represen-
tatives of wargaming, nor do we burden the more casual side of the
hobby. And, after many years in the mainstream, who says we
must proselytize? Are we not entitled to enjoy our own kind of
gaming? Our numbers surely are and always will be too small to
support a wargame “industry,” but they suffice to keep alive those
devoted few who, like the guys at Game Research/Design, Clash
of Arms, and Omega Games, work for their own satisfaction and
the fun of it rather than to getrich, and professionally produce our
type of games and components. Although most of us are middle-
aged or senior citizens, I do not believe we shall die out: Enough
tinkerers join us each year to make up for the inevitable attrition,
and the rapidly increasing availability of personal computers,
suitable software, and access to networks is making our kind of
play more attractive even for the middle-of-the-road gamer. It
might well be that we shall outlive the rest of a hobby that finds
it so hard to recruit the beer-and pretzels newcomer.

Allow me 10 add a more personal note. My second retirement this
fall (not counting my exit from F&M) has freed me from the
obligation to teach classes every week during the semester.
Nevertheless, I find myself doing just as much work as before. It
seems on retirement, all one does is graduate to Jane Fonda’s
status from that of her cleaning lady: We worked hard because we
had to, now we do so because we want to. But my new freedom
gives me time to travel. I am still well enough known in my
academic discipline to have no trouble obtaining lecture invita-
tions that will make trips self-financing, and I hurry to make the
most of my meager fame as long as it will last. There is so much
to see in this ever-changing world of ours. Having lived and
worked in China and got an inside view of conditions in the USSR,
it has been quite an experience to see with one’s own eyes some
of the struggle of the countries of eastern Europe to make the
transition to democracy and market economy. And drop in some-
time if you want to hear how the battlefields on our maps of the
USSR, Poland, Czechoslovakia, Italy, France, Germany, and
Holland lock today.

Friedrich G. Helfferich
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