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PHOENI

Phoeni)g is a bi-monthly magazine aimed at providing UK gamers with a
forum in which they may express their opinions of, suggest improve-
ments to and provide new rules/scenarios for board wargames.

All contributions should be sent to JOHN SPENCE, P.O. Box 1, GORE-
BRIDGE, MIDLOTHIAN EH23 4XR. Articles submitted for publication
in this magazine become the property of Simpubs Limited, and cannot
be returned to the contributor. Articles and illustrations appearing in
Phoenix may not be reproduced without prior permission from the
Publishers. Contributors submitting historical material are requested to
include a list of sources from which the article has been compiled. Please
note that the opinions expressed by contributors are not necessarily
those of the publisher.
Advertising Rates: Full Page £40.00 per issue
Half Page £25.00 per issue
Quarter Page £15.00 per issue
(Camera ready artwork required or charged as extra)
Subscription Rate: One Year ( 6 issues) £3.90

ARTICLES SUBMITTED FOR PUBLICATION: Contributors are
requested whenever possible to submit their material as typewritten
copy in duplicate. Manuscripts should be double line spaced with
approximately one inch side margins and typed on A4 (11% x 8%”)
size paper. Please remember io include your full name and address with
your submission. Manuscripts cannot normally be returned once they
have been submitted. Maps and illustrative material should be supplied
on separate sheets and clearly drawn, though they are likely to be re-
prepared for production if published. Please ensure that the relevant
name and manufacturer of games discussed in your articles are included
either within the article itself or separately at the beginning or end of
your article. It is also helpful to us if long articles (3000+ words) are
written in such a way as to include natural breaks which will enable
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EDITORUL

JOHN SPENCE

From past feedbacks it would appear that only
about 10% ‘of the readership looks at more than

three hobby magazines. | am not sure whether this ~

is due to buying games in preference to reading
about them or just because most gamers are un-
aware of the gamut of magazines now available. |
suspect a mixture of the two reasons. | thought
that | would spend this editorial mentioning what
there is available with a subjective vignette of
each and possible sources in the U.K. (as far as |
am aware of them) — if you are already an avid
reader you need read no further ....

In mid 1974 a list of 32 American publications
were described in Moves 15 - a very healthy num-
ber apparently. However an examination of this list
showed that many were mimeoed club/society
magazines and others were primarily for the
miniatures gamer; only 11 were “‘open circulation”
publications mainly or totally dedicated to board
wargames. Of these only 8 were printed and not
mimeoed and very few were readily available in
Britain. As far as British publications were con-
cerned they could be counted on a couple of
fingers — “*Albion’’, Don Turnbull’s labour of love
was still running to a small circulation whilst
““Games and Puzzles” only mentioned wargaming
irregularly; not a healthy situation as far as we
were concerned. The intervening years have seen
some of this list fold but many more appear to
take their places so that now there are at least 21
publications that | not only know of but have also
seen and that fit into the above category. There are
others that | have not seen or missed completely
and | cannot try to itemise the whole rash of small
publications that continue to be duplicated off to
report club activities or describe multiplayer
gamesmastered simulations. No doubt someone out
there could list them for me (and hopefully witll)
but for the time being | list only those | have some
slight contact with .... so, on to the list:

Magazines or Publications with enclosed
games:

1. Ares — SPI, New York. When it appears this bi-
monthly publication will be available in the UK
from Simpubs and, probably, main hobby shops.

This is SPl's answer to the growing number of
SF/F magazines and reflects Jim Dunnigan’s views
of the present games market mentioned in the last
editorial. With the promise of a folio sized game or
more every issue and its subject | cannot see this
going wrong; for further details see the advertise-
ment in this issue. 40 pages plus enclosures.
(Un;ess specifically mentioned all entries are A4
size}.

2. Combat — Swedish Game Production, P.0O.Box
18, S-590 40 Kisa, Sweden. A small bi-monthly
in-house magazine (21 x 15 cm) covering the games
produced by SGP but with mini-reviews of other
producers games and a longer article or two —
sometimes reprinted from other magazines.

From the issue that | have | suspect that “Combat’”
may be heavy on SF/near modern games. The game
that came with the issue that | got — “‘Linebacker
2" — has 150 small unmounted counters,a 21 x 30
cm. map and 4 pages of simple rules. | personally
consider this to be a lightweight, rather patchy
magazine though other issues may well prove me
wrong. 20 pages long.

3. Strategy and Tactics — SPI, New York. Available
through Simpubs or larger hobby stores. Most
of you take this bi-monthly magazine and, with
a circulation of 36,500, must be one of the most
widely read. From a magazine containing
games related articles — e.g. reviews, replays etc., it
has settled into the current format of a game, a
lead article on the historical background to that
game and one other historical article on some SPI
game in the works. | often find the regular columns
more interesting than the historical articles but
then one cannot be interested in all history to the
same extent! 40 pages plus enclosures.

4. The Wargamer — Worid Wide Wargames. Avail-
able from Eton Lodge (address as per advertisement
elsewhere in this issue} and some major hobby
shops. Now appearing 6 times a year, The War-
gamer has taken the path S&T may have done by
producing a game with every issue and also re-
viewing games, discussing them in depth, giving
new scenarios etc. Whilst they went through a few
issues mainly reporting WWW material and games

they now cover games from a wide range of com-
panies. With 10 issues out and still expanding they
continue to develop their own style, it will be
interesting to follow their progress — worth look-
ing at. 48 pages.

Magazines and publications without games:

5. The Apprentice — D. Bernan, 24 Seguin St.,
Ottawa, = Ontario, Canada, K1J 6P3. This
quarterly production is subtitled “the Canadian
magazine of mediaeval fantasy gaming’’ and the
sample issue | have sits well within this descrip-
tion: there is a fantasy fiction article, how to make
dungeon walls, Chivalry and Sorcery plus D&D
design features and much more. There is nothing of
interest for the historical gamer. The magazine has
only been going just over a year and is limited in
production quality. Not available in the UK as far
as | am aware. 26 pages.

6. The Avalon Hill General — Avaion Hill Co.,
Baitimore. Available through Avalon Hill UK

Ltd., 650 High Road, N. Finchley, London N12

ONL and many hobby shops. One of the original
magazines that has continued to confine itself to
AH products. | envy the high quality of production
— clear maps and diagrams, multicolour charts and
MacGowan pictures backing up in-depth examina-
tion of their games, replays, new scenarios and
updates and continuing rules clarifications; if you
enjoy AH games then General is a must though one
must accept the usual in-house problem of a less
than jaundiced eye for their products! 36 pages,
bimonthly.

7. Campaign — Don Lowry, P.O. Box 896, Fall-
brook, CA 92028, USA. Available in the UK
from Games Centre but not seen elsewhere, ad-
dress 6 Hanway St., London W1A 2LS. Not
nearly so well known as the General, Campaign
has as long a pedigree, tracing its lineage back to
Panzerfaust that was first edited by Don Green-
wood. It has a mixture of historical articles — some
taken from the defunct Conflict {the American
one, not the present Swedish one)., historical

.

games reviews and analysis, articles bordering the :

line between miniatures and tactical board gaming,
mini-reviews of SF/F and historical games, news
and a lot more. | feel that this magazine is much
underrated, being written by gamers for gamers
(rather than military historians).
monthly.

Continued on Page 25

52 pages, bi-
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LOW COST MAIL-ORDER SPECIALISTS

e BOARD WARGAMES, SIMULATIONS

o Role-playing Rules

@ Miniature Rules

o Citadel & Ral Partha
Miniatures

Science Fiction

* Dune (AH) B, R £10.90
t* Starfall (Yaq) B £8.90
1* Timewar (Yaq) B £9.90
* Starfire, Asteroid 04 (TF) £2.90
* Cerberus £2.20
Starfleet Battles (TF) £3.90
1* Freedom in the Galaxy (SPI) £10.90
* Starquest (OSG) £2.25
Battlefleet Mars (SPI) £8.45
1 Starforce, Starsoldier,
Outreach (SP1) £5.45 each
1 imperium (GDW) £8.40
Alpha Omega (BTL) £9.90
Starforce Trilogy {SPI} £11.40
Starfighter (GTG) £7.95
Beiter (GDW) £8.95
Double Star (GDW) £8.50
Mayday (GDW) £3.90
Gamma World (TSR) £7.60
Metamorphosis Alpha (TSR) £3.65
* Colony Delta (FGU) £11.50
Second Empire £9.75
Warpwar, lce-War, Chitin, Rivets,
Ogre, Olympica, Black Hole, Hoty War,
* Invasion of the Air Eaters (MGC} £2.20 each
Ythn (MGC) £6.00
Tt Cosmic Encounter £8.30
{ CE Expansion Kits 1 - 4 £2,95 each
GEV (MGC) £2.90
Warriors of the Green Planet Trilogy £8.90 -
Creature ... Sheboygan, Vector 3,
Titan Strike, Stargate {SPl) £1.95 each
1* Darkover (EON) £8.40
One World / Annihilator,
Hotspot (MGC) £2.20 each
Stellar Conquest £8.90
Godsfire £11.90

ok % %

SF - Traveller R, S (GDW)

1 Basic Rules Set £5.75

t Mercenary (Bk V) £2.90

1t 1001 Characters £1.90

t Animal Encounters £1.90

t  Kinunir Scenario £2.45
Logbook £2,00, Screen £1.85
Starships & Spacecraft £4.25
Travellers Journal £1.60
Snapshot £5.90

SF - Other games

Starships & Spacemen (FGU) R £4.00
Space Patrol {LZ) R £3.

Spacefarers Guide to the Planets

Sectors |, }| £4.99 each

Spacefarers Guide to Alien Monsters £4.99

Special Offer

*  New Arrival

R Role Playing Rules
S Play Solo

B Boardgame

M Miniature Rules

Prices include UK /BFPO /APQO - Europe p&p
Overseas, add 25%

Fantasy, Science Fiction and Gangsters miniatures
at manufacturers prices. P&P 10% [12p min. 90p max]

Fantasy - Role Playing
Dungeons & Dragons (TSR} R

+ Basic Set £7.50, Rule book £2.90
t  Monster Manual £7.50 (Softback £4.90)
1t Players Handbook £7.50 (Softback £4.90)
*t Referees Guide £9.90
1 Dungeon Module G1, G2 £1.90 each
t+ G3,D1, D2 £2.20 each
t D3 £2.70, 81 £2.90
1t B1 {introductory) £2.40
* §2 — White Plume Mountain £3.75
* T1 — Village of Hammlet £3.95
Dungeon Geomorphs 1 - 3 £1.95 each

1t Set of three £5.60

Outdoor Geomorphs £2.95
Monster & Treasure Asst 1-3£1.95 each

"+ Set of three £5,60

Origina! Set D&D £7.95
Greyhawk, Blackmoor £3.50 each
Etdritch Wizardry £3.50
Gods, Demi-Gods & Heroes £3.50

* Ad. D&D Dungeon Masters Screen £3.95
City State of the invincible Overlord £6.50
Wilderlands of High Fantasy £6.50
Fantastic Wilderlands Beyonde £6.50
Thieves of Badabaskor £2.00
Citadel of Fire £2.00
Under the Storm Giants Castle £2.00
Frontier Forts of Kelnore £2.00
Skulls and Scrapfaggot Green £2.95
Survival of the Fittest S £2.35
Judge's Shield £1.60
The Solo Dungeon, Kandroc Keep S

£2.95 each
* Caverns of Thracia £4.50
* Operation Ogre £2.26

Tunnels and Trolls (FBI) R

Revised Rulebook £2.50
Original Rules £1.90
Solo Dungeons:

Buffalo Castle, Labyrinth, Deathtrap Equalizer,

Sorcerer Solitaire, Naked Doom £1.80 each

Beyond the Silvered Pane, Dargon’s Dun- *

geon, Overkilf, Wierd World, Sword for Hire
£2.40 each

City of Terror £3.50

For Dungeon Masters:

Uncle'Ugly’s Underground Level 1 £1.25

Dungeon of the Bear Level 1 £1.25, || £2.40

Runequest {Ch) R £7.95 (2nd edition)

Source Packs @ £1.60 each

Trolls & Trollkin, Scorpion Men & Broos,
Mititia & Mercenaries

Scenarios:

Balastors Barracks £2.00

Apple Lane £2.95

Snake Pipe Hollow £3.50

Broken Tree Inn (JG) £2.95

Cults of Prax £7.95

Chivalry & Sorcery (FGU)

Rulebook £6.50
Sourcebook £5.00
Swords & Sorcerers £5.00
Destrier £3.50

t* Arden £5.95

I* Saurians £8.95

Fantasy Games

*  Magic Realm (AH) £10.90

*t Wizard’s Quest (AH) £8.95

*  The Beastlord {Yaq) £11.90

*t Divine Right (TSR) £7.60

1 Sorcerer’s Cave (Phl) £5.40

t Swords & Sorcery (SPI) £10 A0 (Bxd)

1t Middle Earth (SP1) £11.7!

t  War of the Ring (SPI) £8 40

Snits Revenge (TSR) £4.95

Dungeon (TSR) £7.50

Spellmaker (GTG) £7.95

Nomad Gods (Ch) £7.50

Elric {Ch) £8.50 .

King Arthur's Knights (Ch) £7.60

Dragonlord (FGU) £8.3!

Lords & Wizards (FGU) £8.85

Fantastic Encounters S £3.00

Citadel (FGU) £2.75

Stomp (Ch) £2.25

T Melee, Death Test (MGC) £2.20 each
Wizard (MGC) £2.9

"T Gangster (FGU) R £7 40

*  Villains and Vigilantes (FGU) R £4.00
Boot Hill (TSR} R £7.50

t Quest {(GTG) £7.45

*

-+

Miniatures Rules

WRG
Ancients £1.80
Ancient Army Lists £1.16
Renaissance £1.80
Renaissance Lists £1.30
1685-1845 £1.80
1925-50 £1.60
1950-86 £1.99
Newbury all at £1.89 each
ACW
Constantinople to Vienna
Cofonial
Napoleonic
18th Century
Diek Plus
500AD - 1500AD
Cambrai to Sinai
LM
Naval Warfare ‘39-45 £1.00
Last Sea Batties 30p
Wizards & Warfare 90p
Navwar
Ironclad/ACW 95p
Napoleonic Naval £1.04
Generat Quarters 1 (WWII) £1.70
Pt 2 (WWI) £1.80
Combat Commander £3.90
Skytrex
Bifrost 1 - Campaigns £3.20
Bifrost 2 - Combat £2.45
Bifrost 3 - iiagic £3.20
Middie Earth £1.15
Galactic Warfare 90p
Westerm Gunfight 80p
Tabletop
Action under Sail £1.20
Napoleonic £1.05
Rudis (Gladiators) £1.05
Lance, Tercio £1.10 each
Tercio Lists 85p
Once Upon a Time in the West £3.40
pt {V - The Return £1.25
W

Jasta (WWI Aerial) 80p
Jasta Cheat Sheets 50p
Becket R 60p
Starstrike 55p

cww
Emerald Table £3.15
1776 Rules £2.85

Board Wargarﬁes -

t

Xk Nt % % K B %
*

—+ -+ ¥
-+

Pre XXth Century

The lronctads (Yaq) £11.45

Middie Sea (FGU) £13.90

Raiders & Traders (Ch) £8.50
Napoleon at Bay (OSG) £9.90
Napoleon at Leipzig (0SG) £9.90
100 Days {OSG} £2.26

Imperial Governor (Phl) £5.70

Zulu — 4 games (Bearhug) £2.25 each
Sticks and Stones (MGC) £2.20
Acre, Lille, Tyre, Sevastopol £6.50 each
Decline and Fall {Phl) £6.40

English Civil War (Phl) £5.90
Kingmaker (Phl) £6.90

La Belle Alliance £3.95

Troy{Ch) £7.50

Grand Imperialism {GTG) £7.46
Guilford Courthouse (GDW) £3.95
Napoleon's Last Battles Bxd £7.90

Board Wargames —

bk ko

o

XXth Century on

War in the Ice (SPI) £6.50
Army Group South Quad (SPI) £10.90
Dark December (0SG) £7.90
PanzerKrieg (OSG) £7.95
Rommel & Tunisia (OSG} £9.90
Sink the Bismarck {AH) £9.30
Bar-Lev {GDW) £9.45

Case White (GDW) £9.45
Marita-Merkur (GDW) £12.50
Beda-Fomm (GDW) £3.95
Panzer (Yaq) £11.80
Ultimatum (Yaq) £8.90

CV (Yaa) (Midway) £13.90
Ardennes Quad (SP1) £10.90
Westwall Quad (SPI) £7.90 Bxd
Modern Battles Quad {, |1 £8.90 each
Yatu (GDW) £9.30

Dauntless (BTL) £3.50
Expansion Kit (BTL) £7.50
Flat Top (BTL) £9.90

Squad Leader (AH) £8.45

Cross of Iron (AH) £8.46

Cross of Iron Scenarios £2.65
Squad Ldr Expansion Kit £2.50
Sopwith (GTG) £7.45

Seastrike (Phl) £6.80

Battle {Yaq) £5.40

Warlord {Hayes) £9.95

Magazines

The Space Gamer (MGC) £1.20
The Dragon (TSR) £1.50

White Dwarf 75p

Wargaming {FGU) £1.40
Dungeoneer £1.80

Judge’s Guild Journal £1.90
Judge’s Guild Journal £1.90
Different Worlds £1.50

Sorcerer’s Apprentice £1.15
Strategy & Tactics (+ game} £2.75
Wargamer (+ game) £2.70

Trol! crusher 80p
Demonsbiood 65p ,
Beholder 55p

The Grenadier (GDW) £1.15
Spectre 55p, Palantir 60p
Wyrms Footnotes £1.45

Illusionists Vision 60p

ESDEVIUM GAMES (F8)
2 Morley Road

These were just some of ourgames. *Our catalogue contains
details on virtually all games available in the U.K. Send 16p
in stamps & 11p s.a.e. (overseas 3 i.r.c.) for a copy (or free

FARNHAM Surrey GU9 8LY
Tel: Farnham 722269

with orders over £4).

~ NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS
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Games -

50 - 54 MANCHESTER ST., LIVERPOOL L16ER Tel: 051-236 2605
OPEN: Mon — Sat. 9am to 6pm

AR, FANTASY AND SCIENCE-FICTION GAMING

OGRE:Qutnumbered maxi-tank, battles with
allcomers. . . . .. .. L £2.25
OBV 21st Century combast. Tanks, hover-
craft, infantry. Playable separatelv or with

‘Ogre’. . ... ... L. ... 2235
CHITIN |: Six-legged slaughter as insects
clash . . ... oo £2.25
WIZARD: Magical combat between
wizards . . .. ... L ... .. £295

MELEE: Fantasy hand-to-hand combat£2.25
DEATHTEST: Use as solo dungeon or as
scenario  utilising ‘Wizard' or 'Melee”
SYSTEMS. . . . . ... £2.26
WARP WAR: Fight inter-stellar wars with
space ships of your own design . . . . £2.25
RIVETS. The humans are dead but the
robots fighton .. . . ... ... ... £2.25
CLYMPICA: U.N. Forces invade Mars.£2.25
ICE WAR: Attack on Arctic oilfields over

theice-cap . . . . . . ... . ... £2.25
BLACK HOLE: Tactical combat centred
around mystrerious alien artifact . . . £2.25
STICKS & STONES: Stone age combat
between warriors, degs and beasts . . £2.25
HOLY WAR: ‘Believers vs. unbelievers in
space war. . . ... ... . £2.25
INVASION OF THE AIR EATERS: Aliens
swipeairl. . . ... oL L ... £2.25
EMERALD TABLET: Fantasy tabletop
rules. . ..o £3.15
JUNTA Muiti-ptayer  political  board-
GaMEe . . ... £6.45

DUNGEONS AND DRAGONS

D&D Basic Rules . . . . ... ... .. £2.95
D&D Advanced Players Handbook — more
details on Characters, Levels, New Classes,
Spells etc Softback . . .. ... .. .. £4.50
Hardhack. . ... ... ... ... . .. £6.95
D&D Advanced Monster Manual - over 350
Monsters and their Characteristics
Softback . . . . ... ... ... . £450
Hardback. . . .. ... ........ £6.95
D&D Boxed Set  Basic Rules, Dice Set and
81 (Complete Adventure} . . . . . . . £7.50

G1 Module (TSR) — Hill Giants Lair . £1.95
G2 Adventure in the Glacial Rift of the Frost

Giantdarl .. ... ... ... ..., . £1.95
G3 Hall of the Fire Giant King . . . . £2.26
D1 Into the Depths of the World . . . £2.25
D2 Shrineofti {uo-Toa....... £2.25
D3 Vault of the Drow . . ... .. .. £2.76
B? In Search of the Unknown -- complete
beginners Dungeon . . . . . . ... .. £2.50

S1 A Testing Trip with the Emphasis on
Thinking out problems rather than just
bashingthings . . . . ... ... .... £2.50

KORSUN POCKET: by People's Wargames.
This widely acclaimed, 4 map, 2400 counter,
operational level game is now avaiiable in
the U.K. Price(inc. P&P} . . . . . .. £17.95

TRADE ENQUIRIES WEL.COME

SIMULATIONS CANADA all at £7.75
TORPEDO: Tacticat WWil sub-warfare
Piayable separately or withi.J.N.
WARRING STATES: Unification of China
231-2218B.C.

I WILL FIGHT NO MORE FOREVER:
Tactical or strategic game of the retreat of
the Nez Perce Indians, 1877

RAKETNY KREYSER: Tactical naval com
bat, 1975 - 1999

DIEPPE: Tactical game of the 1942 raid.

LE GRANDE EMPIRE: Strategic game of
the Napoleonic Wars,

QUEBEC LIBRE: Power potitics in Canada
1.J.N.: WWII tactical naval combat.
PELOPONNESIAN WARS: Ancient rivalry
of Athens and Sparta.

WE STOCK THE FULL RANGE OF
AVAILABLE GAMES BY SPI GDW,
BATTLELINE, OSG, AVALON HILL,
AND MANY OTHER MAJOR AND MINOR
PUBLISHERS’ PRODUCTS

PHONE FOR DETAILS

AVALON HILL

MAGI”. FREALM: Role playing fantasy
boardgame . ... ... ... ... £10.45
DUNE: The game of the book. Multi-
player. . . ... L o Lo £10.45

WIZARLU'S QUEST: &Great fun. Tricky
decisions. Fastaction. . . ... .... £8.45

MORE AIDS AND EXTRAS

DUNGEON FLOOR PLAMS . . . .. £2.99
D&D CHARACTERS SH- :TS . . .  £150
D&D HEX SHEETS . .. . ... ... £1.50
POLYDICE . . . o £1.50
2xD8 . o 50p
2xD10 .o 50p

ZOCCHI UNLINKED POLYHEDRAL DICE
SET. ... ... ... ... .f178
HEX SHEETS (270x400mm} (16mm hexes)
1Cfor. . . .o ..o ...... 40p

MARSHAL ENTERPRISES

LA BATAILLE DE PREUSSISCH-EYLAU:
Napoleon's French vs. Imperial Russia and
Prussia. Superb counters, excellent 2nd ed.
tactical rules system . . . . . . .. £10.75
LA BATAILLE D’'ESAPGNOL-TALAVERA
Tacticsl game of the famous Penisular battie
with the customary fine Marshal counters

and 2nded.rules . .. . ... ... .. £9.95
DEALERS ENQUIRIES WELCOME

TRAVELLER: SF Role Playing . . . £6.95
KINUNIR: Traveller’ adventure . . . £2.50
MERCENARY 'Traveller' book 4. . . £2.50
1001 CHARACTERS: Pre-rolled . . . £1.95

BEARHUG GAMES all at £2.25

Now available:

TOURNAMENT,; “Melee’ and ‘‘Jousting’’

FOREIGN LEGION; ""Macta" and “Moulay
Ishmael”

GLADIATOR; “Men vs Animals”

BUSHI; “Sward vs Sword"”

ZULU SERIES:

ULUNDI: Climactic battle

NAKA: Zulu Civil War

RORKE’S DRIFT:Melee or mealie bags

ISANDHLWANA: Imperial disaster

[TRADE ENQUIRIES WELCOME]

K ) BARGLAYCARD
Buy it with ;

o]
A 4

WHY NUIP ORDER BY TELEPHONE
USING ACCESS OR BARCLAYCARD
save the trouble of sending a letter and
cheque.

WE PREFER THIS METHOD — We can

try to answer any queries and you will

also be sure you are getting exactly what

you want and sooner — normally by return

of post.

ALL ORDERS POST FREE (UK —BFPO}
MINIMUM ORDER £2.50

WE REGRET THAT WE CANNOT

PROCESS ORDERS FOR FIGURES OR
OVERSEAS ORDERS.

volved, . . .

o
L
.*‘
—~,
el
-
—

Tel: 01-741 3445

ACHTUNG!

YAQUINTO UNVEIL AN EXCITING
NEW ERA OF WARGAMING

TIMEWAR The ultimate challenge in the ultimate battlefield . . . TIME. Warring
factions try to alter their present by changing history at critical moments... . £9.95

STARFALL Tension and excitement are everpresent in this fast, unusual boxed game
of universal exploration and conguest. Black holes, ion storms, etc. all feature . . £9.95
BATTLE THE GAME OF GENERALS — an excellent introductory wargame for
novices that is also a fast and challenging contest for experts. . . . . . . £5.50

ULTIMATUM A strategic two-player boxed game set in a world engulfed in nuclear
deterrents, empty negotiations, dangerous brinkmanship and ultimatums! . . . £8.95

C.V. The decisive Battle of Midway covered with style, detail and accuracy. Can you, as
the Americans, hold Midway; or, as the Japanese, change history? . . £13.95

BEAST LORD Fantasy wargame with near hidden movement, bullying, bluffing,
threats and quick, savage combat. Spies spy, plots are plotted and wizards war.

IRONCLADS ship-to-ship combat in the American Civil War. Simultaneous move-
ment, tides, sandbars etc. ensure accurate action-packed scenarios.. . . . . . £11.50

PANZER Realistic, tactical-level combat on the Eastern Front in World War l|
accurately duplicating the strengths and weaknesses of the armoured forces in-

. £11.50

. . . £11.95

THE WRAPS ARE OFF IT'S YOUR MOVE!
Games wonksbop
1 Dalling Road, London W6

Open Mondays-Fridays, 10.30-6.00;

Saturdays 10.00-5.30.

Mail Order Charges: UK, please add 10% p&ip; overseas,
please add 33% p&p. S.S.A.E. for full games lits
Trade Enquiries Welcome.
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GREAT WAR INTHE EAST

N

SPl seem suddenly to have discovered the First
World War; in the last two plus years they have
given us ‘‘Green Fields Beyond’’, ‘‘Tannenberg’’
and now Great War in the East Quad. The physical
components may be dealt with briefly; 4 standard
SPI folio maps, 200 counters per game, standard
and exclusive rules and a 16-page historical article.
All of these are of the usual SPI standard without
being especially memorabie.

The four games in the set are: Serbia/Galicia, The
Brusilov Offensive, Von Hindenburg in Poland and
Caporetto. The first deals with the two-front
campaign of the Austrian Army in the first months
of the war, the second with what might be regarded
as Russia’s last fling, the offensive against the
Central Powers on the borders of Austro-Hungary
in the summer of 1916. Von Hindenburg in Poland
covers the Russian counter-offensive in front of
Warsaw in  October-November 1914, whilst
Caporetto simulates the Central Powers’ incursion
into ltalian territory in October-November 1917.

Game-System.
Readers who have played Tannenberg can safely
skip this part, as the same game-system is used.

The system is simple Movement before Combat
with just three added extras — Supply, Command
Control and Cavalry Withdrawal .Before Combat.
As will become apparent, Command Contro! is
easily the most important of these.

Movement.

This is very standard, and it is necessary only to
comment on the influence of Supply and Com-
mand Control. Supply for movement purposes is
traced at the beginning of the Movement Phase.
There are three types of supply source; friendly
map edges, friendly railroads and Supply Depots,
although the second and third must trace uitimately
to a friendly map edge. In order to be in supply,
units must be within Supply Range of a Supply
Source (Supply Range varies from game to game
and nationality to nationality). Units out of supply
at this stage have their Movement Allowances
halved. Command Control is based on Head-
quarters. Every HQ has a Command Radius and a
Command Capacity. The former is the radius
within which it may give Command, and the fatter
is the number of stacking points within that
radius which may benefit from the Command.
Thus an area of the front in which the player wants
to move many units may need more than one HQ,
although it should be noted that this control
applies only for the Movement Phase. Not all is {ost
for a unit which is not Commanded by an HQ; the
general level of efficiency of each army is asses-
sed by a Tactical Competence Rating from 1(best)
to 4, and units outside Command range may move
on the throw of a number greater than the TCR.
Units out of supply at the end of the Movement
Phase face a 50% risk of 50% attrition.

Cavalry Withdrawal before Combat.

Immediately before the Combat Phase the non-
phasing Player may attempt the withdrawal of any
of his cavalry units which are adjacent to enemy
units. The withdrawal, if effected, is exactly two
hexes; each unit attempting the manoeuvre must
throw a number higher than its Tactical Com-
petence Rating. The reason for allowing this tactic
is of course to simulate the use of cavalry as a
screen; withdrawal allows enemy units to advance
into the vacated hex, but no further. Thus cavalry
may delay enemy units at little risk to themselves.
Only units with TCR of 1 may withdraw into or
through an enemy-controlled/occupied hex.

Combat.

Combat between adjacent opposing units is volun-
tary. Most of the Combat system is familiar: odds
ratios with adjustments for terrain. But Combat
Resolution is preceded by a Command Control
Segment. The principle is similar to that used in
the Movement Command Control Segment, except
that there is no saving die-roli for units not com-
manded from HQ's; unitsout of Combat Command
Control may not attack. It is important to realise
that the same HQ unit may give command to one
set of units for movement purposes and to quite
another set for combat purposes.

The Combat Results Table is original only in the
options provided by its various results. The most
important point about the Option Table is
that the attacker can never take his losses as
retreats; thus attacking is always likely to be an
expensive business. Further, since defending units
can usually take at least some of their losses as
retreats, the attacker is likely to find that the only
product of his heavy losses is a few hexes of
ground which do him little good and which he will
find difficult to hoid. There is but one exception
to this, Units with TCR 2, 3 or 4 may not retreat
into unoccupied enemy-controlled hexes. If forced
to do so, they are eliminated. This produces the
situation well-known to players of games from
Napoleon at War to Cobra where the only sure way
of destroying an enemy unit is to surround it. Of
course in WW1 battles with solid lines of units this.
is by no means easy to achieve, and the Combat
Results system does tend to produce the same kind
of bloody combat over the same few acres of
ground as happened historically. Indeed this is
perhaps the strongest point of the system — players
really do learn very rapidly that frontal assault
comes extremely expensive; the second thing they
learn is that there is really no other way to win
most of the battles!

The relative brevity of this account of the game-
system may rightly be taken to indicate that GWIE
is a reasonably simple set of games. There are
nevertheless a number of gaps and ambiguities in
the rules — when it was SPUKTESTED by the

Oxford University Wargames Club a total of 37
points were raised; at time of writing the errata
which is supposed to result has not appeared. Some
of these points can be papered over with a fittle
common sense, but others, such as the total failure
to supply set-up hexes for certain supply units in
Von Hindenburg cannot be resolved without
second sight.

It remains only to look at each of the four games
in turn.

The Brusilov Offensive.

“This last vital effort of the Russian army in
the war had important consequences. |t stop-
ped the Austrian attack on Italy, already
impaired by an ltalian riposte. it compelled
Falkenhayn to withdraw troops from the
Western Front, and so abandon his plan for a
counter stroke -against the British offensive
preparing on the Somme, as well as the hope of
nourishing his Verdun attrition process. [t led
Rumania to take her fateful decision to enter
the war on the Entente side, and caused the
supersession of Falkenhayn in the Supreme
Command, and his replacement by Hinden-
burg.” (Liddell Hart's History of the First
World War. Chapter 6.)

It can be seen from the above that strategically at
least this offensive was not wholly unsuccessful.
But we encounter here one of the major criticisms
which | would direct at this set of games; the Vic-
tory Conditions are purely tactical; the game is
about destroying enemy units and taking terrain,
but this goes on, if at all, in a complete vacuum.
Doubtless the average Russian soldier did not give
a damn about Verdun, but for the player the
problem is that there is no apparent reason to
conduct this offensive — except of course that it
gives Victory Points; in Tannenberg the problem
was neatly handled by forcing the Russian Player
to concentrate on triggering the West Front Rein-
forcements.

However, if you can accept the constraints of the
limited purpose of the offensive, the game plays
well. To people accustomed to think of the Russian
army here as woefully incompetent, it is a pleasure
to watch them throwing the sales Boches out of
the trenches; trying to maintain the force of
the offensive, which is prone to bog down once the
benefit of first turn surprise has evaporated is less
of a pleasure. The Russian armoured car unit is an
appealing touch (though rather prone to breaking
down!) This is an enjoyable game if you like kil-
ling units.

Caporetto.

The ltalian counters are an unprepossessing shade
of vyellow, a fact which inevitably reinforces
players’ prejudices and affects their view of the
game. In fact the ltalians do rather well, if properly
handled, though it is true that their enemies (the
Austro-Hungarians, mainly) were by this stage
nearly as exhausted and fed up with the war as
were the ltalians. Historically, however, this game
appears not to work. The history of the Caporetto
offensive seems to typify military thinking in the
First World War. The only reason for involving
Austro-Hungary in an offensive in the first place
was to raise her morale; Caporetto was chosen as a
soft touch, and the original plan for a limited
morale-boosting exercise was expanded into some-
thing much grander without any increase in forces
available. The attackers in the game have ambitious
objectives, in fact they achieved them because of
ltalian inefficiency, but a competent italian player
(competent in game terms, that is) will not hesitate
to trade ground for time, keeping his force intact
whilst inflicting losses on German Stosstruppen,
thereby scoring many Victory Points. Of course if
the Italian follows historical strategy, he will be
massacred, but he has no incentive to do so. This is
the cleanest of the four games from the rules point
of view, but does little to explain why Caporetto
happened as it did.

Serbia/Galicia.

Back now to the heady ‘“Home before the leaves
fall” days. This game is billed as Austria’s two
front war, but only in the most nominal sense was
it so; facing the Russians and the Serbs at the same
time can perhaps best be compared with the plight
of a boxer taking on Muhammed Ali and two
geriatric mice. The Serbs, though weak, did not
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GREAT WAR CONTINUED

lack courage; one lesson rapidly learned from the
game is that the worst thing the Serbs can do is
attack. Their army is efficient, but not sufficient,
and they can ill afford the losses inevitable in an

attack. At the same time, the last thing the
Austrians want is to be facing both opponents at
once; consequently the Serbian front tends to be
rather quiet. On the other front the Austrians and
the Russians slug it out like two out-of-condition
prize fighters warming up for a long bout. The
early months of the war must have had an air of
unreality even for the generals participating in
them; certainly this game seems to reflect that no
one had really sorted out what was going on; the
objectives are limited, as are the capabilities of
the armies. This is a very frustrating game, for
players will naturally want to be more ambitious —
a futile wish as they will discover.

Von Hindenburg in Poland.

Another game from the early days; after the early
exchanges on the East Front the fighting fizzled
out, but the Russians sought to launch another
offensive in front of Warsaw. The Germans were
beginning to feel the strain of their two-front war
and the Grand Duke Nicholas was able to make a
certain amount of progress before the Germans
brought up reinforcements and counter-attacked,
retaking much of the lost ground. Fortunately the
official errata does provide the answer to the
supply units conundrum, and this game is the most
mobile of the four in the quad and thus perhaps
the least typical of First World War warfare. The
Russians do appear surprisingly efficient, but the
game is strong on history, as well as maintaining
interest right up to the end.

Evaluation.

There is no doubt that this set of games fills a gap
in the coverage of the 20th Century. Further, the
game system is, by contemporary standards at least,
fairly simple; the time scale of three days per turn
allows the coverage of extended campaigns without
an excessive sacrifice of playability. For the pure
games player this game is likely to be a winner, but
from the simulation point of view there is some-
thing missing. Firstly, it is possible, on occasion, to
indulge in non-historical strategies which satisfy
the game Victory Conditions. Second, and more
important, is the criticism voiced earlier that the
games give no understanding of why things hap-
pened as they did. The system is a sound vessel,
but the designers seem to have forgotten to fill it.
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Contact entries will appear twice and will then
automatically lapse. Please ensure that you contact
me in good time if you want to continue or
change your entry. An * before an insert sugnifies
the first appearance and as such will automatically
appear in issue 25; all others will lapse after this
issue.

BLANTYRE BOARD WARGAMES CLUB in
Elizabeth Scott Community Centre, Logan St,
BLANTYRE, Glasgow. 1st & 3rd Sat. every month,
Contact lan Mackay (Cumbernauld 28642)

* BRENTWOOD WARGAMES CLUB. New
members needed to establish and extend newly
formed club. Contact Mike Oliver, Tel BRENT—
WOOD 810169 or Murray Cowles, Tel Brentwood
811540.

CAMBRIDGE UNIVERSITY WARGAMES CLUB.
Board and figures wargames. Meet weekly in
Christ’s. Contact President, Adam Huby (Christ’s},
CAMBRIDGE, for details.

*CARDIFF BOARDGAMES CLUB meets every
2nd & 4th Wed. of month at 7pm at Cathays
Community Centre, Cathays Terrace, CARDIFF.
For information ring Cardiff 373229 or 30121
evenings.

*EALING GAMES GROUP. The Northfield Com-
munity Centre, 71/73 Northcroft Rd, EALING,
London W13. {4th Sun. every month from 1.30pm
— 9.30pm, 01-574 2709).

KENT WARGAMERS ASSOCIATION. Forming
according to prospective members wishes. Send
SAE for particulars to M.A.Blundell, 56 Yeoman
{ane, Bearsten, MAIDSTONE, Kent. Let us know
your views on what the Association shouid do.

*MAIDSTONE WARGAMES GROUP meets on
3rd Sat. each month 2--8pm at the Methodist
Church Hall, Lower Mount Rd, MAIDSTONE, Kent
Anyone interested would be made very welcome.

* THE BRITISH MODERN WARFARE SOCIETY
is looking for new members. For a subscription of
£3 we put out a quarterly magazine ‘Deterent’.
Engquiries and subs. to M.J.Higham, 26 Carleton
Green Close, PONTEFRACT, W. Yorks WF8 3NN.

SOUTH WALES WARGAMERS FEDERATION.:
Contact R .B.Walker, 10 Wildbrook Close, Taibach,
PORT TALBOT, PT 87954.

* CROYDON WARGAMES GROUP. Meets alt-
ernate Tues. in SOUTH CROYDON. Sec: G.W.
Fabron, 95 Churchill Rd, South Croydon, Surrey
CR2 6HF.

* STOCKPORT WARGAMES ASSOCIATION
meets at the Cale Green and Heaviley Conservative
Club, Dundonald St, STOCKPORT, on the 1st &
3rd Sun. of each month between 10.30am and
3.00pm. Members play all types and periods of
board and miniature wargames.

OPPONENTS WANTED

Mick Godwin, 42 Hellicoe Rd, LEICESTER,

LES5 4FN. Play by mail or face to face Third Reich
only,

War in Europe — Campaign Game ‘39.

~ Experienced monomaniacs needed to play one

weekend a month. Free deployment and most
optional rules, Game to be played in London
area. Contact: Keith Jacques, 7 Adolphus Rd,
Finsbury Park, LONDON N4.

Andrew Davidson, 2 Abbott Garth, Seamer,

SCARBOROUGH, North Yorks, YO12 4HS.
Wishes to contact other board wargamers in

Scarborough area.

Tim Stratton, Appledore, West Keal, SPILSBY,
Lincs PE23 4BE — also opponents in Lough-
borough & Peterborough areas.

Play by mail, preferring Modern Batties | & It . |

Napoleon at War, Thirty Years War, Sniper or
Fulda Gap but willing to diversify. C. Insull, 132
Ffordd-y-Moufa, ABERGELE, Clwyd LL22 7NU.

FOR SALE

FOR SALE: {inc. P&P) — Yalu, AirForce, Daunt-
fess, Russian Campaign, Kaiserschlacht (S+G),

Case White, Air War, Panzerkreig @ £4.00 each.

Air Force Expan. Kit, Narvik, Their Finest Hour,
Chaco, 1815 @ £3.00 each. Soldiers @ £2.00.

All offers. inc of SSAE, to Donald Macleod,

64 Woodend Place, Aberdeen AB2 6AN.

FOR SALE: (unboxed) WWIIi, Frederick the
Great @ £3.00 each. Chaco @ £2.50. Tannenberg,
Armada, Crusades, Constantinople, South
Africa, Stonewall, East is Red, Vera Cruz, Raid!
all @ £2.00 each. Qil War, Dixiel, Road to Rich-
mond @ £1.00 each. All SP1 except Chaco(GDW)
Contact: J.E. Sizer, Becket Hall, North Stafford-
shire Polytechnic, Weston Rd, Stafford ST18
0AB.

FOR SALE: S&T issue games; Stonewail,
Cassino, Panzer Battles @ £1.50 each — exceli.
condition. WWW games; Marston Moor, Albuera
/Vittoria @ £1.50 each — excell, cond. Part
exchange for Battle for Germany, Conquistador,
World War 1. Contact: S.J.Hackett, 152 Conway
Drive, Fulwood, Preston, Lancs PR2 3ES.

FOR SALE: All in excell. cond. bxd.: Panzer- T

blitz £5, Squad Leader 2nd Ed. £5, Next War
inc. errata in ‘Moves’ 41 & 42 £10. Unbxd: La
Bataille de la Moskowa £8. Prices inc UK P&P.
Contact: S.W.Sinclair, 29 Campbeli St, Helens-
burgh, Dunbartonshire, G84 8YG.

FOR SALE: mint cond. unless stated. Publisher
and date stated. Bxd: SPI Air War 78 £6, invas-
ion America 76 £6, Patrol 74 £4. Unbxd: SPI|
Punic Wars 75 £2, Dark Ages 71 £3, Moscow
Campaign 72 £3, Anzio Beachhead 70 £1, Tank
74 £2, Bastogne 70 £2, Road to Richmond 77
£2, Dixie 76 £2, Fred. the Great 75 £2, Vera
Cruz 77 £2, Revolt in the East 76 £2, Oil War
75 £2, Kampfpanzer (30 pieces missing) 73 £1.
Metagaming Ogre 78 £1, Melee 78 £1. SDC
Rifie - Musket 74 £2, Alamo 74 50p. Contact:
Lt J A Barry, Officers Mess, Ward Barracks,
Buiford Camp, Salisbury, Wilts.

FOR SALE: (Boxed): Campaign for N.Africa -
£16, Russian Civil War - £6. (Z-packs): Search
& Destroy - £2.50, Qutreach - £3.50, Wacht Am
Rhein - £13.50. {Counters in grip lock bags):
La Belie Ailiance, Supercharge - £2 each,
Normandy, Tannenberg, Crusades, Cassino,
Armada - £2.50 each. | would be interested in
exchanging any of the above for Torgau, 1776,
NATOQ, Pearl Harbour, Invasion: America or
Strategy |. Contact: Harry Curran, 1 Silverdale
Court, Lanark, Scotland ML11 SHP.
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Every year the International Institute for Strategic
Studies publishes a book called The Military Balance.
The latest edition is out now and, in light of some
of the content of this issue, it seems appropriate
that | should take a look at it for you. It is very far
from being a piece of popular reading on this
subject and contains the latest in accepted and
published, intelligence about the military power of
countries throughout the world. With a preface of
notes and a glossary, reading of both of which is

@ essential to the understanding of the rest of the

work, the book shows in listings by country the
population, total armed forces, estimated GNP and
the defence expenditure for 1979 of over 30 count-
ries. The first two in the book are the big two, the
USSR and the USA. Thereafter the listings are
broken down into Warsaw Pact and NATO, other
European, African, Middle East, Far East and so on.
Each segment is preceded by a brief narrative giving
comments on the guality of the figures in the seg-
ment and the probable quality of the forces listed.
After the world has been surveyed there follows a
chilling set of tables comparing conventional and
nuclear forces along the Warsaw Pact — NATO
front line and the effectiveness of the various mis-
sile systems which both parties deploy. From such
stuff as this are nightmares made but if we are going
to play Next War, Fulda Gap and the various Mod-
ern Battles Quads then it may well behove us to
keep pace with the iatest developments in men and
materiel in those areas. If that is your desire or if
you are a student of modern military affairs this
book is absolutely essential reading. In publishing
the book in a hard back edition, Arms and Armour
Press have done us the favour of adding some
photographs including a very fine one of the lat-
est aircraft carrier HMS Invincible and for the book
which is as full of meat as an egg they ask only
£5.95 ....... the price of an ordinary novel,

Speaking of ‘men’ | must mention The Soldiers by
Henry Stanhope. Mr Stanhope is the defence cor-
respondent for The Times and he has spent his
enforced time off putting together a most excell-
ent book about the British Army. The subtitle of
the work is ‘An Anatomy of the British'Army' and
in the process of his anatomising the author has
informed his work with humour and anecdote
which renders the vast amount of information in
the book not only palatable but positively delight-
ful to read. Starting with the Army as it was in
1945 we follow the developments and the amal-
gamations up to the present day. This is foilowed
by an examination of the current deployment of
 those in receipt of the Queen’s shilling and then,
perhaps the most interesting for those of us who
enjoy the subtle esoterics of the business of regi-
mental precedence and traditions, a study of the
individual regiments. Nor is this book confined to
the ways of working or the training and education
of the individual soldier or his officers alone.The
last two sections of the book deal with the welfare
services within the army and the very serious bus-
iness of leaving the service. In earlier columns |
have mentioned books dealing informatively with
the armies of other countries but none of these
has combined information and enjoyment in the
same way as this book does. Seven appendices
covering everything from payscales to weapon
systems in current use, twenty eight photographs
and a Foreword by HRH The Duke of Kent com-
plete a splendid book which Messrs. Hamish
Hamilton ask £9.95.

It is a curious but nonetheless indisputable fact
about the history of the services in Britain that
more books tend to be written about the disasters
than about the great victories. To be sure there are
always the Official Histories although they are
more objective than they used to be, and there are
the memoirs of the Generals and their aides, but
when it comes to writing about a battle it is odd
how many writers choose to write about the times
when it all went wrong. In fairness many of those
writers intend to seek out the reason for failure
rather than to glorify the courage which was de-
monstrated in the last stand. Nevertheless while
Churchili said, ‘“Wars are not won by evacuations’’,
how many books have you seen on the bookstalls

written about Dunkirk? The inspiration of this
digression is a book from Leo Cooper & Seeley
Service. Called My God, Maiwand! and written by
Colonel Leigh Maxwell, it concerns ‘‘The Oper-
ations of the South Afghanistan Field Force from
1878-80" and deals with one of those incredible
defeats of a well provided body of men under
British Colours who were defeated by a numerically
superior force against whom they had no real
business fighting anyway. The catalogue of political
and military circumstances leading up to this,
“the most crushing defeat ever suffered by the
British Army in India’’, is dealt with in considerable
clarity and the description of the battle is first rate.
To me the most telling chapter is the final one
where Col. Maxwell describes his visit to the battle-
field at Maiwand. Knowing that the author has
used some of the artillery pieces that were used in
the action and that he had spent a lot of time read-
ing the reports of the action that were required of
every officer who survived the disaster, the restraint
of his description of the landscape, as he saw it on
that visit, brings home the conditions under which
the battle was fought with terrible clarity. Six
photographs and seven maps complete the book
which is well worth a read, very topica!, and deals
with a small but important battle in an earlier round
of “the Great Game’' which was continually played
in those days between the Tsarist agents and the
British in an attempt to ensure Russian influence
was the greater (or the lesser) in AfQanistan. £8.560
is the price and well worth it.

In 1977 in this column | raved about a Subject
Bibliography of the Second World War compiled
by A.G.S.Enser. This year | want to repeat the tone
of the review for a similar exercise that Mr Enser
has carried out on books written about the First
World War. The price of this volume is higher than
the earlier although probably not as high as the
rate of inflation might lead one to expect. Andre
Deutsch are the publishers and the price is £16.50.
As with the earlier work this volume is indispensible”
for the student of the period. It also ought to have
a place on bookshelves of anybody interested in
the military history of the current century. The
reason that the book is so valuable is that it is a
list of all the books in the english language written
between 1914-1978 and that includes the works
written about, for and by all the participant eng-
lish speaking nations. Entries are indexed under
Subject, Author and Title thus ensuring that the
required book may be found if only one of the
three items of information is known. Even the
effusions of the politicians are indexed, indeed
they are first in the book (by hook or crook is not
noted) and from there we go on to Afghanistan —
yes, there was fighting there — and then through
all the letters of the alphabet down to Zeppelins
and Zimmerman, this last being Barbara Tuchman's
book on that infamous missive. I find it difficult to
convey the totality of the value of this book and
it's companion to those who carry their reading in
to further study of the periods in question but |
can say that in the two years that the book dealing
with the Second World War has been on my
shelves it has proved enormously useful ... besides
which they make a handsome pair on the shelf.

Another volume that is vital for the shelves which
make up the reference section of your library is a
new one from Arms and Armour Press.

Written by the astonishingly busy David Chandler,
it is A Dictionary of the Napoleonic Wars. Starting
with a chronology of the period from 1769 - 1840,
David Chandler then creates an ordered list of the
men, weapons, battles, treaties, strategies and other
events that marked the vast upheavals which
occurred in Europe between Napoleon’s birth and
the final placing of his body in the grand tomb in
Les Invalides. There are maps aplenty and, while |
haven‘t counted them all, the publishers tell us
there are 1,200 entries in the book. | have no reas-
on to doubt their word but the more important
thing about the entries is that each one is cross
referenced with any other entry that is relevant,
with important names which are noted in the book
being asterisks to denote their presence. As he re-
marks in his foreword, Mr Chandler’s probiem has
been deciding what to leave out. Indeed he stipul-
ates that the coverage is far from complete but an
attempt has been made to ensure that a useful
cross section of the principal characters is included.
After the entries are concluded there is a list of
Napoleon’s military movements running to a further
69 pages and this is foilowed in turn by a biblio-
graphy of 13 closely printed pages. [n short, as

with all good reference works, the worth of the
book lies not just in the immediate content but in
the directions which are offered to further research
in the supporting texts in the work. As well as the
brief entries in the Dictionary there are nine entries
of much greater length. These essays cover such key
items as Napoleon himself, The Duke of Wellington,
the details of the coalitions and so on. Arms and
Armour Press ask £12.95 for the work — a price
which only partially indicates the value of the book.

Jargon has always been a feature of writing about
battles. Indeed, the flavour of a time may be very
easily and quickly conveyed by the correct usage
of jargon. In recent times this use of jargon has
added to the spice of the story as well. Anyone
writing about a '‘red Albatross pulling out of an
Immelman turn ..."” is as clearly identifiable as the
writer who talks about “he tore a 190 apart with
a quick burst from his six .5-calibre machine guns.”
But compare the immediacy of those with the
sesquipedalian services language of the following:
“An American Air Force Captain guided his OV-10
Bronco through the layers of overcast, concentrat-
ing on his flight instruments but alert for those
glimpses of terrain that would permit transitior to
visual reference.”” Now that quote was picked
almost at random from a book called Air War —
Vietnam which is by a coliection of USAF officers
and costs £5.95. | would like to say that | enjoyed
reading the work but I'm afraid that | can't. There
is a vast amount of information scattered through-
out the text but finding these items is only slightly
less difficult than emptying Loch Ness with a
bucket. For reasons that | shall never be able to
fathom the book is written in the style which |
quoted above. Every so often you get an actual
quote from the people involved and discover — in
my case with great relief — that they do talk like
human beings and not, as the book seems to imply,
like a badly written after action report. | must
confess that | was put in mind of one of Redmond
Simonsen’s splendid excesses in an early edition of
Moves. Rejoicing in his new found editorial power
he wrote something to the effect of “‘the more
syllables a word has the more accurate it is”'. Me-
thinks the authors of vast chunks of ‘Air War' have
been taking him to heart. When you do get to them
the descriptions of tactics and the use of new mun-
itions, the work is interesting and useful. The
numbers of different kinds of aeroplanes involved
in a typical "Linebacker’’ strike/support mission is
astonishing. Out of 52 aircraft only twenty are
involved in the strike while the rest are dropping
chaff, acting as escort to the chaff ‘planes or the
strike craft .... and so on. But the effect of this
section of the book is spoiled by a persistent ref-
erence to ‘‘ingress tracks’’ and ‘‘egress tracks’’ as
opposed to flight paths to and from targets. Maybe
the USAF should take a look at the books which
were written during WWII about the 8th Air Force.
I don’t know if they were officers but they could
write! Arms and Armour Press are the publishers,

It would be reasonable, at first thought, to suggest
that any book dealing with cavairy in the Second
World War would be a fairly insubstantial volume.
While the horse did play a major part in the mobile
armies of the Third Reich the massed movements
of troops was not a feature of the war which has
attracted a great deal of notice. To adjust this
balance comes a book from Orbis called The Cavalry
of World War 1. Written by Janusz Piekalkiewicz,
who spent some time in Warsaw when the Nazis
were setting about it's destruction and then spent
some time in Hungary when the Soviet Union were
repeating the dose, seems to be more qualified to
write about urban guerilla warfare than about
cavalry. Neverthless this book is most interesting
and is far more substantial than expected when
first seeing the title but it is worth noting that at
least one third of the book’s 256 pages are photo-
graph pages and there are also some fairly extensive
maps. The book still has some significance and
offers a marvellous insight into alittle known aspect
of the last war. French, Polish, Japanese, German,
Russian and — yes, British, — Cavalry are shown
here. There are a number of strange pictures of
cavalry galloping past armoured vehicles or heavy
artillery which is obviously WWII vintage and there
are some very sad tales of cavalry against every-
thing from machine guns to tanks. The only feature
of the book that marred it at all was the price.
Even allowing for the information and the vast
number of ‘photographs 1 think that £10.00 is a
little on the expensive side for this book. For that
I would like to see a little more text, although that

Continued on page 23




Fear God & Drea

There can be little doubt that the ‘state of art’ in
boardgaming design has advanced considerably
over the last decade in the area of ‘simulation’, but
that the ‘playability’ aspect of most games has in
contrast deteriorated. This is one reason in my est-
imation why recent games have such a short life
span; they are no sooner produced, (often with
labyrinthine rules to try and simulate every detail
of a situation}, than a barrage of criticism descends
revealing the impossibility of adequately play-
testing such a creation. Those few games designed
more for playability are, in such a situation, often
cast contemptuously aside by the advocates of
historical accuracy who now tend to dominate the
critical horizons of the hobby. This can be great
foss to those simply seeking a good, exciting, and
balanced struggle of wits and to hell with history.

Such a game is Dreadnought produced by SPI in
1975. f you want to sit on the edge of your chair
for a couple of hours, nerves tense, your brain
whirring with plans, schemes and doubts, the
excitement growing by the minute, but above all
enjoying yourself, then give this, the final design
of the late John Young, a try. If on the other hand
the facts that the Invincible had 6" armour taper-
ing to 4" on the bow, that the director firing
mechanism was designed by Vickers, and that the
Captain’s coxswain was called Campbell are more
important to you, then stay well away from
Dreadnought, it would drive you crazy.

The subject of Dreadnought, as the name suggests,
are those huge leviathans which for a brief span of
years controlled the seas and then passed on in the
space of a generation, leaving behind the same type
of romantic image often associated with the steam
focomotive, The game is on a tactical level and
includes counters for every one of those mighty
battleships, plus all the various refits made to some
of them (yes, Gladys, they were plagued with
errata even then) and allows you to fight all the
battles which these creations of Jacky Fisher were
involved in. As actual battles were in fact rare
{Admirals were notoriously inconsiderate about
losing ships to provide scenarios for boardgamers)
there exists a simple procedure for making your
own, — so that you can find out if thé Austro
Hungarian-ltalian-Spanish Navy could have beaten
the Brazilian-Argentinian-American Navy in 1917,

The action takes place on one of those chopped up
game maps which come in six separate pieces so
that you can move bits of it around should any of
your ships threaten to sail off the edge of the
board. The rules are simple to master, making it
a good game for introducing a new recruit to the
hobby into the pleasures of boardgaming, with a
sequence of play which is basically fire, move and
repair. Firing and movement are simultaneous with
plotting taking place secretly, which is where the
tension comes in as is usual with si-move games.
With no terrain to worry about movement is
fairly straight forward in that ships may move up
to the limit of their movement allowance, with
certain restrictions on acceleration and deceler-
ation, and the number and placement of turns
which can be made in the course of a move. Battle-

Attuck Strength 61 20 Range Allowance
Defense Strength 20 7 Movement
Nationality GF 741 Allowance

Name Bismerck 1D Code

Attack Strength 1 6 1 2 Range Allowance

Defense Strength 6 8 Movement
c13 Allowance
Heavy Cruisers | 2CA's ID Code

ship counters representing single ships are allowed
to stack four high, but screen units which rep-
resent groups of cruisers and destroyers are limited
to one counter per hex.

Being able to fire depends on the visibility, which
can fluctuate from turn to turn, and the range of
your guns, and combat is resolved using two 2 - 12
tables, the Damage Point Table (DPT) and the
Combat Result Table (CRT). The attack strength
of a firing ship, which may be modified by the
range and other considerations, is calculated then
two dice are rolled with the result being cross-
referenced with the modified attack strength on
the DPT. This yields the number of damage points
obtained which are then compared with the target
ship's defense strength to produce the combat ratio
used on the CRT. The dice are then rolled again
and the results list the actual damage inflicted on
the target. Firing strength is affected by such con-
siderations as facing, previously accrued damage,
other ships firing at the same target, and if the
firing ship is itself under attack.

Damage comes in the usual SP! fashion for naval
games — one can suffer ‘G’ (gun) damage which
either halves or eliminates your ability to fire, or
‘S’ (speed) damage which has similar effects on
your movement capabilities. In the damage con-
trol phase ships have a 50% chance of repairing ‘G’
damage, and a 33 1/3% chance of removing ‘S’
damage. This ability is limited however to the
defense strength of the ship, e.g. a ship with a
defense strength of 5 could remove five separate
increments of damage, but if at any time the
damage is allowed to accumulate to a state of
2G2S the ship is deemed to be a wreck with the
damage control parties overwhelmed. It is also
possible for a ship to explode, but this is a rare
event reflecting the designer's view that in general
dreadnoughts could sustain tremendous amounts
of damage and still stay afloat.

Other rules cover such things as torpedo attacks,
secondary battery fire, smoke screens, radar, the
position of the sun, and other assorted esoteria
which might affect a naval battle. As previously
mentioned a considerable portion of the rules deal
with the creation of campaign games as well as
listing some seven historical scenarios.

Victory is based mainly on a point system in which
you obtain points each time you inflict damage on
the enemy, the rewards rising steeply once a ship's
damage control level is reached. A couple of
scenarios differ in that they are concerned with
moving, or preventing a force escaping off a desig-
nated map edge. Generally it is a good system
which accurately gauges each players performance.
However the game system can be wildly dependant
on luck (as big gun naval battles often were), and
it is therefore better suited to large fleet actions
than to individual ship to ship duels, for the luck
element will then, in all probability, even itself out.
The drawback to such things as the Jutland
scenario, with over 80 units in play, will be the
amount of book keeping required, and this is
probably best played by mail where more time is
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available, or as a multi-player game, which can be
great fun if only fbr the confusion it produces.
For normal face t6 face encounters a force of
between six to ten battleships per side gives a
better game.

What are the tacticg to remember as you sail into
battle? Well of course each scenario presents it's
own probiems but certain guidelines can be recom-
mended. First think long and hard before splitting
your fleet into separate squadrons however tempt-
ing it might appear. It is rare that the tactical
considerations of separate squadrons will coincide
allowing them to act in conjunction, and one will
invariably find itself confronted by the whole
enemy force. This concentration usually takes the
form of closing to minimum range on one of the
detached squadrons so that the attack factor of
each firing ship is either doubled or trebled with a
corresponding increase in the possibility of inflict-
ing heavy damage. Of course this effects both sides

equally, but a player who has all his ships attack
strengths so enhanced will naturally gain a distinct
advantage over an opponent who divided his fleet
as only half his ships are at close range.

If you outnumber the enemy make sure you
engage every one of his vessels, for a ship under fire
suffers adverse adjustments on the DPT, and con-
centrate your best ships and the extra ones against
his weaker units. These are easier and quicker to
get rid of and it allows you to bring larger con-
centrations of fire against his better armoured ships
later on with more chance of hurting them. A use-
ful tactic to use in conjunction with this is the
‘'soak off’‘attack in which you employ ships which
are suffering ‘1G’ damage, and whose attack factor
is therefore halved, or your least powerfully
gunned ships, {such as the older German battle-
ships at Jutland) to fire against the strongest
enemy units. The idea being not particularly to hit
them, although of course you might be lucky, but
rather to allow you to fire two, three, or even more,
of your most powerful units against a single target,
hoping to overwhelm it in the space of a single fire
phase, giving the enemy no chance of carrying out
any damage control,

If on the other hand you are outnumbered try to
use your destroyers to shield your battleships from
part of the enemy strength by employing a smoke
screen, thus reversing the situation for a while, and
let the exposed portion of his fleet suffer the dis-
advantages of the inferior side, if only for a turn.
Clever use of such smoke screens will frequently
split the enemy into two — in effect making them
into separate squadrons with it's opportunity to
close for a killing. Also a player who finds he is
outnumbered will usually discover a compensating
advantage — he may be fortunate enough to out-
range the enemy in which case he shouid endeavour
to keep the action at long distance, hoping on the
odd turn to be able to hit without any chance of
reply. Alternatively he might hold a distinct speed
advantage over his opponent, which, with careful
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manoeuvring, can result in a concentration being
made against part of the enemy battle fleet.

When you succeed in hitting an enemy ship con-
tinue to fire at it in preference to fresh targefs,
endeavouring to push its damage level up to 2G2S
before damage control can remove the hit. This
particularly applies to vessels with speed damage,
which is harder to remove, and which will tend to
become detached from the main body of the
enemy fleet giving your opponent all kinds of
nasty problems. Naturally keep a check on targets
which are approaching the limit of their damage
control capability because once this is exceeded,
and damage starts mounting, so too, do the victory
points you gain with each hit.

Protect your own damaged ships by turning them
away from the enemy line, blanketing them behind
a smoke screen while you attempt to carry out
repairs. Try to keep your own fleet between your
cripples and the enemy in order to prevent him
from closing with them. Should you have the
choice between removing gun or speed damage
always roll for the latter first for if you are success-
ful the damaged ship can attempt to flée the scene,
but if instead you remove the ‘G’ damage the
chances are that you will eventually be caught by
the enemy and pounded into submission. Ships
nearing the limit of their damage control level
should clear off out of the battle. Far better to lose
a small portion of your offensive power than the
loss of targe numbers of victory points should the
vessel remain.

Remember that screen units are highly vulnerable,
and that they can also provide a good harvest of
victory points if caught without capital ships to
protect them, so keep them out of harm's way. In
a fleet action destroyers are better employed put-
ting smoke screens round your damaged heavy
units, or in trying to divide the enemy fleet into
two as described above, rather than in desperate
torpedo attacks against the enemy battle line
which will rarely succeed in the face of massed
secondary battery fire. Torpedo attacks are dif-
ficult to execute in this game system and virtually
the only time they are profitable is when your
opponent is behind on points and is desperately
trying to close so that you can predict his course
with some chance of accuracy. Cruisers can be used
as ‘soak off’ units if absolutely necessary but this
can lead to trouble for their defense strengths are
naturally weak and the enemy may well knock
them out. Unless their presence is vital it is best to
run them out of danger at the very beginning of
the battle rather than risk losing the victory points
on their demise.

Of course, when you actually get embroiled in
action, you soon discover that many of the tactics
and considerations discussed above are diametric-
ally opposed to each other, and that you are
continually having to make compromises between
them. It is this constant battle between conflicting
interests which provides the game with its enter-
tainment factor, and as every playing of each
scenario can be different, even a constantly played
situation will often provide a different set of pro-
blems to be solved.

All this might seem sufficient to whet the appetite
of any simulation orientated gamer — so why the
warning at the start? Well to begin with many of
the values assigned to the various battleships are,
to say the least, a little controversial. Naval buffs,
who spend hours arguing about the relative merits of
each ship as it is, will shake their heads in amaze-
ment when comparing the factors of some of the
vessels depicted in Dreadnought. The French
battlecruisers “‘Dunkerque’ and “Strasbourg”, for
example have bigger attack factors than the battle-
ships “Richelieu’” and “Jean Bart’’, which were of
the same era and carried larger calibre guns and
consequently fired a much heavier broadside.
Slightly more difficult to detect, but more serious
is the undoubted undervaluing of the whole British
World War 1 Fleet. This could have been done to
balance the game’s main historical scenario — but it
has been carried to such lengths that the odds are
firmly on a German victory — try telling that to
Reinhard Scheer! That German dreadnoughts were
better protected than the British is of course
widely acknowledged but surely not by the factor
of 100% which the designer would have you
believe. Also the generally larger British guns are
rated below the inferior German calibres (and |
know all about the disadvantages of lyddite
charges). Further the range factors of many
American and Japanese ships of first world war
vintage are grossly overstated, and were American
ships always so superior to their contemporaries?
No | fear we must accept the fact that the designer
did not make a good job of trying to sort out an
admittedly tangled web of conflicting factors in
producing his ship values. Those particularly
incensed by this can of course try making up their
own counters — they probably would have done so
anyway,

Then we should examine the vexing question of
arcs of fire. In the game you can fire over any
intervening ships at targets which in all probability
would have been masked. Now this subject of
maintaining clear arcs of fire was one of the main
tactical considerations in favour of the battleline
against other sailing formations and as such it was
an Admiral’s prime concern. One of the advantages
of crossing the ‘T’ was that the rear ships of the
enemy line would have great difficulty in seeing
their assailants, and, of course, only their bow
guns would bear in any case. Yet all this is virtually
ignored in Dreadnought apart from a slight adjust-
ment to the die roll on the DPT to reflect bow or
stern fire. This makes the optimum formation not
the battleline but the battleblob, a grouping of
ships round a central hex. A simple rule change can
rectify this situation, but | know many people do
not like tinkering with rules,

Next comes the problem caused by the complete
absence of any form of command control in the
scenarios which would make the combatants obey
strategic common sense. Instead a player can order
his fleet to its doom in an orgy of self destruction
without even a nod in the direction of reality.
Surely something like the preservation level system
as used in Frigate could have been included? This
problem is admittedly tackled in the campaign
game, but the thought of Jellicoe and Scheer
watching their vessels disappear beneath the waves

without any apparent concern detracts from the
game’s major historical scenario.

Finally, mention must be made of the difficulty of
actually sinking a ship. It is virtually impossible, as
the rules stand, to have more than a minimal
chance of sending a dreadnought to the bottom —
which reflects, as |'ve mentioned before, the
designer’s contention that they were capable of
sustaining tremendous degrees of damage. This is
all very well, but I've seen so called wrecked ships
stand several turns of fire, at minimum range,
from eight to ten battleships without sinking. |
suggest that once a ship reaches a state of "2G2S"’
it's defensive factor is halved and any ‘E’ result on
the CRT be treated as a sinking, — normaily one
rolls again with an over 75% chance that the target
won't explode.

The above are all design problems and, to it's
credit, the game has few rules problems and none
of these is of great import. Nowhere does it state
what happens to secondary batteries when a ship
sustains ‘G’ damage. The actual order in which one
removes damage from a ship can have an effect,
yet it does not state in the rules if ‘G’ damage must
be removed before ‘S’ damage, or vice versa, or
indeed if the player has a choice (this being the
method | prefer).

Following such a catalogue of simulation type
faults why do | enjoy the game so much that | urge
you to find a copy and give it a try? Partly it's so
you can experience the sensation of feeling that
wonderful air of calm assurance you had, as you
planned the utter destruction of the enemy fieet,
slowly evaporating to absolute horror as you realise
that fool of an opponent hasn't sailed north, as all
logic said he must, but instead, has gone south, and
is in fact about to cap your ‘T’. It's the nervous
waiting between completing your plot, which
frequently becomes so intense that you can
scarcely bear to wait any longer, to see where he's
gone and how you can clobber him. Then the
nightmare realisation that your biggest battleship
has failed to obtain a hit at point blank range.
Don't despair however, just as you are about to
hurl the dice into the fire and take up Ludo or
Ochi one of your destroyers, against all the odds,
succeeds in torpedoing a whole column of the
enemy’s battleships. [t's that marvellous feeling of
elation when your longer ranged guns give the
enemy a couple of broadsides without reply and
your frantic opponent is forced to come charging
onto your waiting guns. Above everything else it's
because the game is so bloody exciting even when
your ships are blowing up and you can’t see the
enemy for smoke.

Yes, in spite of its limitations, it does show you
how Jelticoe could have lost the war in an after-
noon, and it does so in a highly entertaining
manner, so never mind what its critics say — Fear
God and Dreadnought!

The following sources are acknowledged:

I'tom The Dreadnought To Scapa I'low (five vols)
by Arthur J Marder

The Battleship Fra by Peter Padficld

Naval Battles Of The First World War by Geoffrey
Bennett

Dreadnought by Richard Hough

The Strategy Of Sea Power by S W Roskill
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DREADNOUGHT
SCCNarios:

GRAHAM WHEATLEY

Almost all of the real-life campaigns and battles
have been beaten to death. And so, in a fit of
insanity, | have cooked up the following what-if
scenarios to grace your hex sheets:

Background: Dreadnought is a tactical level game
of sea combat in the first half of the 20th century,
in the .Dreadnought era. Each counter represents
one Dreadnought, two cruisers or five destroyers.
Each game-turn represents 15 minutes of real-time.

Abbreviations: C= heavy cruiser; L= light cruiser,
D= destroyer.

WALLGAMING

C. MACLACHAN

For those of us without a spare room, board games
would be easier to play and keep on playing, if we
could hang them on the wall. The board itself, of
course, presents no problems; you can suspend an
S.P.1. map-sheet using plastic poster hangers. The
trouble is to stick the counters to a vertical surface.
| have heard of people who use Blu-tack, which
ruins both counters and board eventually, and
S.P.I. have been advertising magnetic- strip,
although not the sheet metal to put behind the
map-sheet nor advice on how to fix such a sheet to
your wall. Neither of these methods seems to suit
back-printed counters. What is wanted is something
which does not alter the appearance of either
board or counters, and the cheaper and lighter the
better.

With pleasure, then, and pride, | have to announce
that this problem has been solved. Yes, solved!
Now you can hang your games up, and leave them
up, out of reach of children, small dogs, house-
cleaners, rats and other vermin. First, you need a
sheet of clear plastic to cover your board
{Furnham Trading, of 3 Church Lane, Market
Square, Wantage, Oxon., sell it by the yard — send
them a S.A.E.}). Second, to make the counters
adhere to this smooth surface, wrap them in
freezer film (also known as cling film and available
at most supermarkets).

Wrapping the counters is a tedious and fiddly job,
best done by cutting a guantity of film from the
roll, smoothing it out on a chopping board and
then, with a sharp knife, cutting out a piece about
1% inches square for each counter. Lay the counter
in the centre of this piece of film, fold in two
opposite sides and smooth them together, then
fold in the remaining ends. The smoother the
folded surface, the better the adhesion on that
side. You may have to rewrap a few counters
which just will not stick at first, but once these
teething troubles are over all the counters will fix
themselves to the plastic overlay if pressed firmly,
which means you need to hang the board against a
flat, unyielding surface. Like a wall.

You can stack counters, because they will stick to
each other, and because the film is transparent you
can see both sides of a back-printed counter. | have
had games hanging up literally for months, without
mishap, and a friend of mine has also tried the idea
with success. | verily believe that it will prove a
boon to boardgamers everywhere, especially those
who play solo or by mail. All | ask in return is
that commercial organisations, when they recom-
mend this method, acknowledge its inventor,
and that gamers when they cast dice or pick chits
invoke my name with honour as a friend to
mankind?!

T T SR
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14.0 ADDITIONAL SCENARIOS

14.1 Falkiand Islands 8th December 1914
ORDERS OF BATTLE & DEPLOYMENT
British Player: hex/facing/speed

Invincible (191) DO709/NE/6
Inflexible (192) DO609/NE/6
Cc11 DO410/NE/5
L21 D0Y06/NE/6
German Player:

C51 D1608/NE/5
161 D1708/NE/5
L51 D1807/NE/5

GAME LENGTH: 16 game turns

SPECIAL RULES: The British C11 cruiser unit has
a top speed of ‘5",

BASE VISIBILITY: 12 hexes

VICTORY CONDITIONS: At least 2 German units
must break sighting with no irreparable damage by
game-turn 16, British must sink or wreck all German
ships. If neither condition is met, the game is a draw.

14.2 Dogger Bank 24th January 1906
ORDERS OF BATTLE & DEPLOYMENT
British Player: hex/facing/speed

Dreadnought (011) D1602/N/5
L11 D1601/N/5
German Player:

Hessen (701) A1608/SE/4
C51 A1709/SE/4
D51 A1809/SE/4

GAME LENGTH: 20 game turns

BASE VISIBILITY: 8 hexes

VICTORY CONDITIONS: German player must
exit the south or east sides of map F with the
Hessen by the end of the scenario. The British
player must wreck the Hessen (or sink it). If neither
condition is met the game is a draw.

HISTORICAL NOTES: After the First World
War broke out in late 1905 two small squadrons
of ships met off Dogger Bank. The Germans,
believing that their new pre-Dreadnought Hessen
was unsinkable, sent it out into the North Sea for
trials. But they had not reckoned with the Dread-
nought, which was cruising in the area {| know, but
| have to think of something!!)

14.3 Trafalgar 12th November 1914
ORDERS OF BATTLE & DEPLOYMENT
French Player: hex/facing/speed

France (504) E0812/NW/5
Paris (504) E0913/NW/5
.C11 E0713/NW/5
c12 E0811/NW/5
L11 EQ712/NW/5
D11 E1013/NW/5
Spanish Player:

Espana (951) D1306/NE/5
Jaime | (952) D1206/NE/5
Alfonso (953) D1107/NE/5
C51 D1405/NE/5
L51 D1307/NE/5
D51 D1007/NE/5

BASE VISIBILITY: 10 hexes

GAME LENGTH: 12 game-turns

VICTORY CONDITIONS: Victory is based on
point count, with the Spanish Player getting 10
extra victory points for each French dreadnought
wrecked or sunk at the end of the scenario.

HISTORICAL NOTES {I}: Let me see ... Oh, yes.
Soon after Austria—Hungary‘s declaration of war,
Spain entered the war, on the Central Powers’ side.
Because of the lack of troops any major conflict
between Spain and France was likely to take place
at sea. And so it happened.

14 4 The Falkland Campaign
October-November 1914
Campaign Game

British Player:

Force 1: Force 2:

Australia (202) c11

Ci1 L21

L1 L22

Force 3: Force 4:

cii* c11*
c12
L11

Continued on page 26
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MALCOLM WATSON

WRITTEN JANUARY 4th i980

Welcome to 1980, the start of a new decade and
‘The Year Of The Chip! ...... or so we are led to
believe. In our own case | hope most sincerely that
it becomes just that with the lovable ‘Superchip’
swinging into action at last. As predicted the last
issues of Moves, Phoenix and S&T were the first to
go into the post courtesy of our various working
programmes. An explanation of the codes and
indicators to be found on your labels was sent out
with these issues and we are now waiting for details
of any corrections to be made on individuals sub-
scriptions -and or names/addresses. The main mail
order programmes have been put through their
initial tests and the errors that were detected have
been corrected. We are now moving into the ‘fine
tuning’ stage where we hope to adjust the pro-
grammes to enable them to deal with ail of the
strange things that can happen during the course of
a mail order transaction.

It behoves me to bring two points to your at-
tention, both of which are a declaration of pro-
cedure to be adopted when we go on stream. First,
for all purposes including subscriber discounts, a
subscription will be deemed to have expired at the
point in time that the label for the last issue in that
sub is created. From that point on, ‘Bigbadchip’
will discontinue giving subscriber discounts to the
lapsed subscriber. With this in mind it will be
evident that subscribers who wish to continue their
subs must get their renewals to us on or before the
date indicated on their expiry note. The second
change affects orders that are underpaid. In the
past it has been our practice to issue an invoice for
the balance of an underpaid order, in future we
will send as much of the order as is covered by the
remittance received. The balance of your payment,
if any, will be put into credit against your account.
It is quite possible that this procedure will affect
the subscriber discount given on an underpaid
order since discounts will be worked out on the
final invoice vaiue, In all cases where we are
obliged to implement this procedure we will use
our discretion to ensure that the maximum number
of items will be sent out with the minimum adverse
effect on subscriber discounts. Of course if suf-
ficient payment is made then none of this need
concern you. As a postscript to this section, when
we get the mail order off the ground we will no
longer issue credit notes per se, rather we will
maintain a credit balance {assuming there is one of
course) against individual accounts. The current
state of your balance will be shown on the delivery
note that comes to you with each order.

The briefing feature in issue 22 contained a certain
amount of gloom with regard to the situation at
SPI, happily it looks like they are getting them-
selves back together at last. There has been a
marked improvement in the service and co-operation
that we are now getting from their shipping depart-
ment. The last shipment received was almost

Continued on page 26
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D.IA. MACK

AT TWO

H ANDED ENGINE

The Neutron Bomb in ‘Fulda Gap’, pius some more palatable extras.

“But that two-handed engine at the door,

Stands ready to smite once, and smite no more”’
— Milton, ‘Lycidas’

Foreword

This articie makes extensive use of material from
two pieces which appeared in recent numbers of
‘Moves’, namely a Variant on ‘Fulda Gap’ by
Charles T. Kamps, Jr, {‘Moves’ 36) and ‘Airburst;
Tactical Nuclear Weapons in “Fulda Gap” ’ by
Matthew Foster (‘Moves’ 40). As ‘Moeves’ has a
small circulation in Britain (about 750} and as both
articles contained valuable data for rounding-out
‘Fulda Gap’, | asked Redmond Simonsen — editor
of ‘Moves’ — for permission to use this material in
an article of my own in order to bring it to the
notice of a wider British readership. This permis-
sion was granted speedily and unreservedly and |
would like to express my indebtedness to Redmoncd
Simonsen and to the two authors.

What's New?

In this article (or rather, paraphrase) | intend to
discuss Charles Kamps’ suggestions for altering
Untried Unit (UTU) ratings, especially as they
relate to variations in the Warsaw Pact forces, and
Matthew Foster's sensible amendments to the
nuclear rules, followed by his suggested rules for
simulation of the Enhanced Radiation Weapon
(ERW)} — “neutron bomb' in popular speech.
There will also be a brief description of an actual
game of “Fulda Gap’ played using Kamps’ UTU

table and Foster's ERW rules, exactly as suggested .

by the authors. | also intend to discuss a variable
air supremacy table that | have produced to reflect
a more likely air war balance.

The UTU table

Charles Kamps is an officer of the United States
Army, with recent experience of service in Germany
to his credit. The table suggested by him is, he
says, based on his own observations and my guess
is that he has been an intelligence officer at a
divisional or corps HQ. No, these duties do not
usualy include visits to the opposition in the guise
of a small oaktree; rather do they involve sitting in
an office studying information from a variety of
sources and then distilling it for the benefit of
one's own formation commander. Nor is this a
cynical assessment; | have been an intelligence
officer myself, during the Borneo. war, and very
interesting it was too.

Enough digressing — what of the table?

Rating NATO Warsaw Pact
B British (D)
C W German regulars (E)
D Soviet forces
(less 50th Div) {G)
E uUs (F)
F  French 1st Div (G)
G Poles {G)
H E German (G)
J Belgians {H)

W German HSK (E)
(Home Guard)
K  Remaining French forces (G)
L Soviet 50th Div (G}

‘Standard’ UTU ratings shown in brackets

=
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This gives the British brigade and the Bundeswehr a
marked lift and a lesser one to the US forces and
the French Ist Division. The Beigians and the rest
of the French go down, the latter quite consider-
ably, and the German HSK are now rated well
below the regular forces (regular in the sense of
being fuli-time, that is). Soviet units not only go up
three levels but also top the Americans: the Poles
remain unchanged and the East Germans drop one,
but both now come well behind the Soviet forces.

From using this table in play my own opinion is
that it tilts the balance markedly in favour of the
Warsaw Pact (WP). Although the British and
Bundeswehr, reliable enough on the ‘standard’
table, become tougher than ever, this affects only
one brigade and three divisions, less than a third of
the totai NATO force. The Soviet forces on the
other hand total ten divisions, increasing to twelve
(not counting the weaker airborne division) in the
basic order of battle and twelve increasing to four-
teen if the Soviet Main Effort reinforcements are
added, even consigning the deplorable 50th Division
to the discard pile they form over two-thirds of
the WP force. A ‘D’ rating gives a slightly better
than 20% chance of doubled CF and slightly better
than 40% of achieving normal level, i.e. no step-
loss; there is now only a 35% chance of step-loss,
compared with a 51% chance on the Soviets’
original ‘G’ rating. As a result the Soviet divisions
become very reliable, a division at full strength
being the ‘norm’ and a good proportion of those
divisions having the added bonus of at least one
doubled regiment. This combination of numerical
superiority and refiability lends considerable extra
clout to the steamroller, especially that part of it
consisting of motor rifle divisions, hitherto of
dubious value as assault formations. And when
this clout is applied to that part of the front held
by US or French units there is a very good chance
of a WP walkover, particularly in the Tripwire
scenario. The Commentary in the game rules says,
“If the Soviets really are as good as NATO, then
NATO will lose,” and Kamps, taken undiluted,
comes near to this.

Nevertheless the Kamps revised UTU table pro-
vides not only food for thought but also a
yardstick for a less drastic reappraisal. To rate the
Poles and East Germans below the Soviet forces is
very realistic; while both Poles and Germans have
proved themselves to be valiant and hardy in war
for a national cause their enthusiasm for going into
battle on the tail of lvan's greatcoat is likely to be
less than 100% — and the Poles will be invited to
fight old allies, the Germans their own countrymen.
A lower rating, even a distinctly lower rating, is not
to be taken to reflect low military worth but rather
lack of reliability as Russia’s allies. The upshot is to
make the WP player chary of using the WP allies in
crucial attacks and to prefer to employ them in a
defensive or follow-up role; in addition he will take
good care to ensure that the Polish and East
German divisions are spread amongst Soviet ones
and not grouped as national forces — which is
what Soviet doctrine is likely to be.

It is realistic too that the West German HSK should
not be at the same level as the active Bundeswehr
— the quality of the men as individuals will be
much the same but unit cohesion and standards of
training will not, especially at the outset of hostil-
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ities. in assigning HSK units to guard key points or
to block isolated Soviet thrusts along east-west
routes the NATO player will be taking something
of a gamble, which is as it should be.

The French? Perhaps Charles Kamps is rather hard
on them but the fact remains that many French
officers (who are a pretty professional body of
men) say openly — and that to a visiting Brit —
that their army is of variable quality. “The Legion,
the Paras and some of the Coloniales, yes — but the
Metropa:rtans ...."”" has been said, almost word for
word, to me more than once. All the same, while
the French Army of 1940 proved to be a shadow
of that of 1914 yet | think that the French Army
of 1979 is not that of 1940; | consider that 4, 7
and 8 Divs should be pulled up to somewhere
nearer 1st — say H as opposed to F.

My own advice on modifying the UTU is to keep
NATO much as they are while pulling the Soviets
up a little and letting the Poles and East Germans
drop: there is no reason why adjustment for NATO
need not be made on a different sliding scale from
that of WP forces. Try pulling the Soviet divisions
up to F, level with the Americans on the ‘Standard’
table, while dropping the Poles to H and the East
Germans to J. The HSK should drop too — say to
H or, if you consider that too great a differential
from the regular army, to G. As for the French, try
raising the 1st Division to F and either keeping the
remainder at G or dropping them to H. The effect
of ali these shifts will be to make the WP allies a
less-reliable element of the Soviet-controlled force
and to put a question-mark against the HSK long-
stops and the French hastening to shore up the
NATO line; factors which will give both piayers
cause to think about whom they allocate to what
tasks and where. The WP player is likely to find the
shoe pinch that bit more as he needs every division
he can lay hands on as either a spearhead or a
reliable reserve, and the presence of doubtful units
is a luxury he could do without.

oy

Supr

A Variable Air Supremacy Table

The Air Supremacy Table in ‘Fulda Gap” is an
abstract rendering of the struggle for the air above
the battlefields, he who gains a sufficient degree of
air supremacy being able to penetrate to the battle
and bring on air units to support the ground forces
or to make nuclear strikes. Each side can secretly
allocate up to six Air Supremacy Points (ASP) per
turn, at a cost in Victory Points (VP), the player
who exceeds the other being able to throw the dice
in the hope of then being able to move a counter
along the Air Supremacy track until at last he
reaches the point where he can place air units on
the map.

Unfortunately, as 1 remarked in my review of the
game in ‘Phoenix’ 13, the system advocated in the
game is rather simplistic; the basic system allows
both sides an infinite number of ASP, allowing
each player to allocate six per turn as long as he
reckons that he can stand the loss of VPs and
therefore tending to stalemate. The rules do give an
alternative whereby both sides have a finite
number of ASP but suggests that this is done by
giving the Soviet player X points and the NATO
player 2X; quite apart from the fact that there
may be some difficulty in deciding on just what X
wiil be, the Soviet player may feel that this scheme
is just a little weighted in favour of his opponent!
Having since played ‘The Next War’, in which a
separate game-phase features the struggle for the
air, using actual air units and giving one a much
better insight into SPl's thinking and rationale, |
offer a variable air table for ‘Fulda Gap’ which is
simple to apply, reflects the balance between
Soviet guantity and NATO quality, and still brings
some element of chance into the air battle.
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As you can see, the table is very simple, each side
rolling at the start of Turn 1 to determine how
much airpower the ground commanders can expect
to be allocated to that sector of the front. The
higher the roll the more squadrons are deemed to
be assigned; at each level NATO have the edge, ref-
lecting better pilot training, better avionics and a
higher sortie-rate per squadron. Before someone
says "“"Well, what about the 6-roll then?'’, remember
that only the Soviet player may allocate ASP on
Turn 1 and must therefore spread his butter on a
bigger slice of bread. The effect is to make both
sides think more about allocation of ASP and
about second-guessing the enemy and also offers
the choice of trying to seize supremacy by flinging
in the points or of denying it to one’s opponent by
feeding in just enough to prevent him from having
a significant excess on any turn.

Suggested variants are:-

““1. NATO add 1 to the die-roll when using the

Advance Warning scenario; the Warsaw Pact when
using the Main Effort option.
2. On Turn 5 both sides throw two Average dice
to determine air reinforcements available; the
- figure obtained is the number of extra ASP to be
added to the original figure. However no more than
6 ASP may be used per turn even if this means that
there will be some left over at the game's end. (To
use normal dice tends to vyield ridiculously lavish
figures when two are used, peanuts when one is
used).
3. Instead of rolling dice each player picks a
numbered chit (1-6 series) from a cup, keeps his
draw secret and retains the chit. The air battle goes
on as normal and in Turn 3 or 4 both sides reveal
their draw — pilots’ reports and Intelligence having
yielded an indication of what is on the other side
of the hill. Use two sets of chits; most of you
should have two or three sets kicking around as
several games include them in the counter-mix as
an alternative to the die.

There, then, is my suggested ASP table. it’s use,
combined with Variant | helps to reflect the
balance of NATO quality against Soviet quantity
and introduces those factors of uncertainty and
‘“ what's he up to?’ which spice a wargame. It
is not the last word — | am no air warrior and, as
anyone who has played against me can testify, | am
no mathematician either — and if any reader can
improve on my efforts |, for one, will be most
grateful.

‘FULDA GAP' VARIABLE AIR TABLE
ASP ALLOCATION

Die-Roll NATO Soviet
1 24 18
2 27 21
3 30 24
4 33 27
5 33 30
6 36 36
7 42 40

Use of Nuclear Weapons

The present nuclear rules not only place no res-
trictions or penalties on the use of nuclear weapons
but they also seem to assume that when the rules
are invoked both sides will start blasting away at
each other; this is the interpretation | put on the
remarks about pre-plotting in Rules 24.5 and 25.3,
both of which refer to the use of nuclears on Turn
1 and the necessary planning for this. A more
realistic postulation “is, in my opinion, that both
sides would hold this card in reserve and would be
unwilling to play it except in case of absolute
necessity. The Soviet attitude is not easy to assess,
one school of NATO thought holding that if they
are prepared to use ‘gas they are prepared tc use
tactical nuclear wedpons as a matter of course,
while another believes that the Soviets have con-
fidence in the battle-winning power of their massed
armoured formations. NATO is very iikely to avoid
the early use of nuclears but would be prepared to
use them, after giving due warning to Russia, if the
Soviet advance was succeeding and likely to con-
tinue to succeed.

I will come back to this aspect scon enough; now
for Matthew Foster's views., He makes the very
sensible point that there shouid be a factor which
deters a trigger-happy player from using all the
warheads he can on every turn he can. This factor
is the simple real-life fact that even a low-yield
tactical nuclear weabon is destructive, its chief
agents being searing heat and a Pentecostal blast to
produce concentric devastation, destruction and
then severe damage within the radius of effect of
its warhead. Thus a nuclear-prone attacker captures
rubble, a nuclear-prone defender holds rubble: if
that rubble was formerly Frankfurt or Wurzburg
or some other industrial or communications centre
the winner will have sawn off his own toes. The
simuiation; he who uses nuclear weapons loses
Victory Points (i.e. his opponent gains them) on
the scale of X per warhead used. Matthew Foster's
suggested X is:
2 VP per warhead used in an Urban hex
1" o " aCity hex
B " “ ' any other hex (drop
fractions after totalling losses)

My view is this is a first-rate idea but that it could
be taken further: | suggest that cost in VP is
trebled to 6, 3 and 1%. Consider. On Foster's
scale one nukes a unit in a city hex, using four war-
heads to make fairly sure of a damaging hit. The
cost in VP is 4 but if the target unit is destroyed
the attacker is likely to pick up between 10 and 16
VP, even if the unit’s value is not doubled due to
its being destroyed without a line of communica-
tions: net gain, 6 to 12 VP. The Foster scale is too
low in comparison to the VP scale of the game;
make the user pay much more for his fireworks —
if he destroys Wurzburg in order to save it he

should be made to realise something of the con- -

sequences of such an attitude. This should deter
even the player who carries on in a way which
makes one thankful he isn't a real-life commander
or the type who plays the game-system for all it's
worth and **** military reality. Another sug-
gestion of mine, borrowed from ‘Next War' is a
one-time additional loss of VP levied on the player
who first resorts to nuciear weapons — say 30 VP.

Foster also points out that the use of nuclears will
be a 'political” decision and offers a suggestion for
the simulation of the willingness or otherwise of
the politicals. Quite simple: prior to Turn 1 roll
one die — this roli affects both players, On a roll
of 1, nuclears are available from Turn 1, on 2-3
from Turn 2, on 3-6 from Turn 3, 0on 6 from Turn
4. Foster assumes that both sides will then start
nuking away, but | cannot agree; the weapons are
available, yes, but that doesn’t necessarily mean
that they have to be used.

Which brings me back to what | said at the begin-
ning of this section. The basic nuclear rules appear
to assume an immediate and bipartisan resort to
nuclear weapons on Turn 1, both players being
allowed to pre-plot allocation of warheads. But
how can this pre-plotting be tailored to fit a situ-
ation wherein one or both players are determined
to avoid the use of the horrid things save /in
extremis or in retaliation to a strike by the other
side: bear in mind that, under Rule 19.0 — Pro-
cedure, “warheads not used during plotted game-
turns are automatically expended.’”” The solution
adopted by me seems to be both simple and justi-
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fiable — scrap the necessity to pre-plot while
keeping to the restriction on quantity and types of
warheads laid down in the appropriate scenario
rules. After all, why should plotting the use of X
quantity of warheads for a turn mean that X is
automatically expended? if a company commander
on active service says in his orders for a particular
operation that the scale of ammunition will be X
belts per GPMG, Y magazines of 20 rounds per
SLR, Z magazines of 30 rounds per SMG and ZZ
grenades per section. that does not entail the
expenditure of these munitions; if the company
returns from the operation not having fired a shot
(A very frequent occurence in internal security and
counter-insurgency operations, | assure you) then
X, Y, Z and ZZ are returned to the ammunition
compound. The same for the bigger bangs, surely?

As a matter of interest ‘Next War’ does not require
expenditure of nuclears plotted and not used,
although it does have a pre-plotting rule. However
in ‘Moves’ 42, page 14, Stephen Donaldson writing
on NW — which he did much to develop — admits
that pre-plotting is a ‘dead letter’ as both sides will,
once the game goes nuclear, allocate the maximum
warheads available to them as they are able to keep
those not used. The extension of this to Fulda Gap
seems sensible.

Enhanced Radiation Weapons

A nuclear warhead is a destructive weapon, its
characteristics being heat, blast and radiation; there
can also be fall-out. The searing heat produced by
the fire-ball will set buildings on fire, explode
exposed ammunition and inflict fatal burns on
exposed human beings: the tremendous blast
follows seconds after the heat, a great, thrusting
wind that races first outwards and then back as air
pours into the vacuum created by the explosion —
it is often this second blast that pushes tottering
structures into collapse: the radiation, over in a
split second, consists chiefly of gamma rays which
are fatal to exposed human beings if absorbed in
sufficient quantity. Fall-out is produced when the
fire-ball touches the ground and sucks dust and
debris up into itself; this dust and debris, now
radio-active, drifts downwind for miles, settling as
it goes. The bigger the warhead and the lower the
point of burst above Ground Zero {GZ) the more
likely the fireball is to touch.

And of all these effects the two most potent and
immediate are heat and blast: the least potent is
radiation, dug-in troops and troops in armoured
vehicles being unlikely to receive serious, let alone
fatal, doses even at surprisingly close ranges to GZ.
This means that to achieve a knock-out biow in a
given area your warhead has to have marked heat
and blast effects, effects which will destroy or
seriously damage everything within their radius of
effect, not merely military targets.

As a result much thought has gone into low yield
warheads, certainly as low as 1 kiloton (KT) — the
Hiroshima bomb was 20 KT — and possibly lower
still; these low-yield weapons are still very des-
tructive within their effective radius, even though
that radius is much less. In addition just as much
thought has gone into low yield weapons designed
for a particular task. which brings us to the En-
hanced Radiation Weapon, better known as the
Neutron Bomb. The target: formations of armoured

fighting vehicles massed for the breakthrough or
for the follow-up after that breakthrough. The
problem: find a warhead which will knock out
these formations without devastating thousands
upon thousands of square yards of territory,
certainly on one’s own side of the Iron Curtain,
probably that of West Germany. A 20 KT weapon
will probably knock out a massed tank division but
it will also obliterate much else besides and, if
exploded at a height suitable for mass destruction
of the division, produce fall-out. A 5 KT weapon
will be much less destructive but may well not
deliver a knock-out blow,especially as an armoured
vehicle gives considerable protection from its
radiation. A cluster of exactly-placed 1 KT
weapons might be the best choice, but is simply
not feasible.

The ERW is a warhead which, in proportion to its
size, produces little heat and biast (about 17% of
that of ‘conventional’ nuclear weapons of the same
KT value, according to Matthew ) but intense
neutron-radiation over a well-defined area; it is this
last that is the killer. The neutron flux lasts an
infinitesimally small fraction of a second and is
quickly stopped by nitrogen nuclei in the air: that
of a 1KT ERW will start to decline steeply at one
mile from GZ and will be ineffective at 1% miles.
But effective neutron radiation is not stopped by
armour — 70% passes through and the 30% held in
the armour turns it radio-active, causing it to emit
gamma rays. Armoured vehicles exposed to the
neutron-flux become contaminated and stay con-
taminated for a considerable time. Physical des-
truction, on the other hand, is much less and is
confined ‘within a limited area: a diagram in ‘The
United States War Machine’ indicates severe
damage up to 400 yards, some damage up to 800
and thereafter nothing.

This makes the ERW a potent weapon against, say,
a tank division deployed for a breakthrough and
Matthew Foster has devised an ingenious set of
rules to simulate its use. He stated that ‘‘these
changes are strongly based on fact and doctrine”
and let us take him at his word: presumably, like
Charles Kamps, he has inside knowledge of his
subject. Certainly the ERW rules he offers seem to
be soundly enough based on the ERW's supposed
characteristics. As a matter of interest the ERW
rules incorporated in ‘Mech War 2’ indicate radii
of damage and of radiation similar to those which |
have outiined above.

What | have done is to take Foster's rather ‘chatty’
and discursive presentation of his rules and re-
phrase them in SPI style. He fails to state whether
resolution of attacks and contamination {which
affects units) is by individual units or by the hex;
taking Rule 19.2 as a precedent | have deemed that
each unit in the target hex is rolled for separately.
The restriction on use of ERW is Foster's: the
optional rule whereby the NATO player rolls for
authorisation to use ERW, the die roll being
affected by the level of Warsaw Pact success, is my
own. It was devised to make the ERW a chancier
option for the NATO player, having regard to its
effects on play. In addition (the fault is mine) |
should have made it clear that the penalty of loss
of VP per warhead used does not apply to the use
of ERW and that the rules for authorisation are
quite independent of the ‘political’ die-roll for
other nuclear weapons. Now read on!

Clear the Track: Let the Bulgine Run

A game was played using Charles Kamps’ UTU
table and Matthew Foster's ERW rules; the
scenario used was the Tripwire and the Soviet
player was allocated no extra units. It went as
follows:-

Turn 1. Nothing unusual in this turn; apart from
the attacks on the brigade of 2 (GER) Division
near Gottingen and on the 11th (US) Armoured
Cavalry at Fulda (both of which were successful)
there was no contact between the opposing forces.

Turn 2. Despite some delay caused by the 11th
Armoured Cavalry the Warsaw Pact advance was
progressing famously. Contact had been made
with NATO forces east of Giessen, in the central
area and at Wurzburg, and the improved Soviet
UTU table had proved to be just what the (Soviet)
doctor had ordered; most units were at normal CF,
with several Doubled results — one entire tank
division had double CF. The NATO line was
holding well at Giessen, where no major offensive

had yet developed, but in the central area it was a
very different story. Here the Americans had
shown up badly, the 3rd Armoured and (incom-
plete) 8th Mechanised Divisions having been hit
hard and bounced out of their positions, leaving
the crossroads at Hex 3222 — about 30 miles east
of Frankfurt — in Soviet control, Worse, the two
divisions were in no shape to withstand a further
assault, judged on their showing, and a Soviet
breakthrough to Frankfurt by Day 3 of the war
seemed likely. As one of the objects of this game
was to test the ERW rules in action it was agreed
that the use of ERW would be brought forward to
Turn 3: it was feared that otherwise there might be
few or no US units left to use them!

Turn 3. Maintaining a holding operation on the
Wurzburg front, the Warsaw Pact forces closed
with the NATO defence along the line Giessen-
Aschaffenburg, the main thrust being aimed at
Frankfurt. Then came the ERW strike.

KAPGW!!  Oh, my.

3rd and 8th Divisions, backed by the 10th Artillery
Group, launched attacks on five Soviet-occupied
hexes, their targets the tank divisions. Two strikes
had little immediate effect but elsewhere a tank
regiment was eliminated and several others lost
steps and fell back in disorder. Heavy contamination
of most units, even those which had suffered no
initial loss, boded ill for the maintenance of the
momentum of the assault. Nonetheless the Soviets
pressed home their attacks as best they coulid: in
the north the Germans were pushed back to
Giessen jtself and were pinned all along the front
while in the central area those Soviet units still
effective were able to drive a salient to Offenbach
.... But the contamination proved to be deadly: at
the turn’s end five tank regiments were gone,
mostly as a result of Contamination results on top
of step-losses caused by the strike itself; and four
tank divisions had lost divisional integrity — four
out of six, including an unreliable East German one.

Turns 4 and 5. The Warsaw Pact did its best in the
north but the Germans were tough and hard to
shift: in the centre there was no question of con-
tinuing the assault for the time being — indeed,
some of the advanced Soviet units were cut off; at
Wurzburg a second, lesser series of ERW strikes
nullified the threat to the city. At the end of Turn
5 a NATO counter-offensive in the centre had
broken the WP front beyond repair, the Polish re-
inforcements displaying little stomach for a war
always unpopular and now a ghastly fiasco for the
Pact — the VP score stood at 291, a decisive
victory for NATO. On the evening of D+4 the
Soviet commander on the Central Front asked for
the armistice, well knowing his position to be
hopeless. The rest is still a nine days’ wonder ....
the popular uprisings in Eastern Europe .... the
restorations of the ancient kingdoms of Poland
and Bohemia the reunification of Germany
under the Hohenzollern crown . and, a fitting
climax, that moment a few months after the
armistice when the pealing of the bells of St.
Basil’s Cathedral and the thunder of the guns from
the Kremlin told the waiting multitudes in
Restoration Square — and the world — that, after
sixty-three years, a Romanoff sat once more on
the ancient throne of his fathers.....

OK, OK, I'm awake now. Shame really, | was
having the most marvellous dream,

Summing Up

A revision of the UTU table certainly gives spice to
‘Fulda Gap’ though, as | have shown, to adopt
Charles Kamps’ alternative neat gives the Soviet
forces too much of an advantage over the
Americans, so much so that, given no deus ex
machina in the form of ERW, the Tripwire Scenario
is all too likely to be a Warsaw Pact romp, the
more so as the French reinforcements are mostly
poor-quality. However the Kamps table is certainly
a basis: there is no need to integrate the relative
values of NATO and WP forces but each can be put
on a sliding scale of their own, with the Soviet
units the equal of the US for amore balanced game.
Polish and East German units should then be two
to three columns lower than Russian in order to
restrict their usefuiness to the WP player. On the
NATO side the HSK really should come behind the
regular forces and some thought can be given to
lowering some of the French divisions by one
notch.
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(27.0) Enhanced Radiation Weapon Rules

GENERAL RULE

Enhanced Radiation Weapons (ERW) are avail-
able to the NATO player only and are used by
US units only. They are available in two forms,
namely Divisional Sticks, supposedly fired by
divisional artillerys’ 158mm guns, and Artil-
fery Sticks, fired by Corps and Army Lance
missile batteries deemed to be included in the
artillery units. Each US division has one stick
and each US artiilery unit has two. A stick may
be fired into one {or more) enemy-occupied
hexles), attacking each unit in the target
hexles); effects are possible step-loss and also
possible contamination of the unit(s), not the
hex, results being roiled for on the standard
Nuclear CRT (19.24) and Contamination Table
(19.33). ERW have no effect on units, whether
enemy or friendly, in hexes adjacent to the tar-
get hex. There are certain restrictions on the
use of ERW sticks.

CASES

(27.1) TYPES OF STICKS AND THEIR USE
There are two types of ERW stick, reflecting
the provision of warheads at divisional artillery
and corps artillery level. Corps artillery sticks
have greater range and effects.

(27.11) US Divisional Sticks. Div. artillery is
deployed in general support of brigades and
thus all US brigades have ERW capacity. At the
instant of use of a divisional stick all brigades of
that division may each make an ERW attack on
one adjacent enemy hex. Divisional sticks are
completely expended at the moment of use,
whether fired by one brigade or all three. Each
attack is resolved on column 3 of Table
(19.24); contamination is resolved on column 4
of Table (19.33)

{(27.12) US Corps Artillery Sticks. Each US
artillery unit may attack one enemy -occupied
hex which is within its 4-hex range and which is
adjacent to any US unit. Artillery have two
sticks, to be used in separate game-turns: when
an artillery stick is fired that artillery unit may
not fire FPF in the same game-turn. Attacks are
resolved on column 4 of Table (19.24), con-
tamination on column 5 of Table (19.33}.

{27.13) Use of Sticks. Divisional sticks are used
defensively only, i.e. they are fired during the
Soviet player-turn, after Soviet initial move-
ment but before Soviet combat. Artillery units’
first sticks are also fired defensively, i.e. in the
same manner as Divisional sticks; however
second sticks may be fired either defensively or
in the Nuclear phase of a subsequent turn.

(27.2) ATTACK PROCEDURE
(27.21) The NATO player rolis one die for each
unit in the target hex, using the appropriate
column of Table (19.24). Any step-losses in-
flicted are applied immediately.

(27.22) Any unit which suffers a step-loss must
also be retreated one hex and disrupted. Effects
of disruption are as laid down in Case (5.4)
except that they continue until the end of the
game-turn. This rule reflects the chaos caused
by an immediately-effective ERW strike.

(27.23) ERW strikes have no effect on units in
hexes adjacent to the target hex.

(27.24) As ERW strikes can be made only
against enemy units adjacent to friendly (US)
units, Electronic Warfare has no effect on their
results.

(27.3) CONTAMINATION

(27.31) Resolution. Whether or not units have
suffered step-losses as a result of ERW attack
the NATO player roils one die for each unit in
the target hex, using the appropriate column of
Table (19.33). This is done immediately after
resolution of the ERW attack on that hex and
pefore retreats are implemented. Contamina-
tion affects the units, not the hex.

(27.32) Effects of Contamination. Units in the
target hex may suffer contamination levels of
1, 2 or 3. Place the appropriate marker on top
of the unit; this marker remains on the unit,
even when it moves out of the hex. ERW con-
tamination attacks are resolved at the end of the
game-turn, during the standard Contamination
Removal phase — see Case {17.0) D. Each con-
taminated unit is rolled for as though attacked
by a number of warheads equivalent to the
level of contamination and any step-losses are
implemented immediately. Contamination has
no effect on a unit's ability to move or have
combat.

(27.33) Contamination Removal. Once con-
tamination attacks have been resolved the level
of contamination of a unit automatically goes
down 1. Units with a level of 1 have their con-
tamination markers removed.

(27.4) RESTRICTIONS ON USE OF ERW

The use of ERW would require special author-
ity, probably that of the President of the
United States. They may not be used before
Game-Turn 4,

(27.41) First Strike Rule. On the first use of
ERW every US unit which is in a position to
make an ERW attack must do so; this means
every brigade adjacent to enemy units and
every artillery unit within range of an enemy-
occupied hex adjacent to a US unit. This reflects
“shock’’ doctrine for initial use of the weapon.

(27.42) Units Not Qualified To Make Attacks.
The 11th Armoured Cavalry, the helicopter
unit and the supply units are not divisional
units and thus may not make ERW attacks;
“they may, however, ‘spot’ for artillery sticks.

(27.5) OPTIONAL AUTHORISATION RULE
The prohibition on use of ERW before Turn 4
is a simplification. Players who wish to use a
more flexible response, based on the likely
assumption that ERW would be authorised only
in a deteriorating situation, may prefer to use
the following alternative. This alternative makes
use of the numbered FEBA Zones stretching
across the map from north to south, normally
use only in the D+7 scenario.

(27.51) If units of two or more Soviet divisions
have penetrated into FEBA Zone 6 (i.e. the
easternmost one) the NATO player may, at the
beginning of the next game-turn, roll one die to
determine whether or not the use of ERW has
been authorised; a die-roll of 6 signifies author-
isation. |f authorisation is not granted he may
roll again at the beginning of each subsequent
game-turn; if the die-roll is equal to or greater
than the number of the westernmost FEBA
Zone penetrated by units of two or more Soviet
divisions then the use of ERW is authorised, e.g.
if elements of two Soviet divisions have pene-
trated into FEBA Zone 4 then a die-roll of 4,5
or 6 triggers authorisation.

(27.562) The NATO player adds 1 to the die-roli
for each US combat brigade or artillery unit
which has been eliminated.

{27.53) Once authorisation to use ERW is
granted it does not have to be rolled for again.
The NATO player does not have to use ERW in
the turn in which authorisation is obtained, but
may make his first strike at his discretion,
subject to the provisions in Case (27.41)

The normal nuclear ruies become much more
realistic if the penalty-for-use-of-warheads is added
— and 1 really recommend trebling Matthew Foster's
scale. Moreover the rolling of a die to determine
availability brings another element of chance to
each scenario — and, after all, war is the province
of chance.

ERW. Foster says, “(Use) may tip play balance:
slightly in NATO's favour.” Well, yes. Runaway
WP victory into NATO decisive victory could be
construed as a slight alteration of balance: | myself
would rate it a bit more strongly but, not being
entirely Angio-Saxon, | lack phiegm. Seriously,
ERWs seem to be a NATO battle-winner unless the
NATO player rolls some very bad dice, and their
introduction turns a ‘Fulda Gap’ session into a
simulation to the exclusion of any more game. But
it is very well worth trying! | recommend, how-
ever, that the Soviet Main Effort forces are added
because the WP player is going to need every
division he can get, and | recommend too that my
own invention, the optional ruie for authorisation
to use ERW, is used as well to bring in that element
of chance. After all, the President might get cold
feet and delay until it is too late or nearly too late.

Charles Kamps and Matthew Foster have suggested
some interesting spices to enhance an already
proven dish and | hope that my little extra stirring
has helped too. My thanks to ‘Moves’ and to RAS
for fetting me hold the spoon.

Footnote: Since starting to write this article | have
read Peter Hatton's letter on {inter alia} the ERW
in 'Phoenix’ 20 and have noted with interest his
remark about ‘berserk Russians’ with several days’
fight in them before the Reaper comes. As he does
not give his source for this | am unable to check it;
however | do not think that bouts of vomiting and
diarrhoea — part of the effects of radiation sickness
_ would be conducive to berserker activities. More-
over, to fight on the European battlefield ina tank
or motor rifle division one must use one's vehicles
and | cannot imagine anyone being willing to con-
tinue to use a radio-active steel box'which will
worsen his condition still more or which will turn
a nasty dose of rads into a fatal one: moreover the
electromagnetic pulse of the explosion would have
knocked out the electronic equipment in vehicles
within the effective neutron-flux and possibly
beyond. Replacemeént vehicles then? No, Soviet
logistics do not cater for re-equipping smashed-up
units; these are simply leap-frogged by fresh ones.

Parting Shot: Despite my gamester’s evaluation of
ERW as a game-mechanic and my little flight of
royalist fancy | am enly too well aware of what an
unpleasant toy the ERW is and | hope that we
never have occasion to use it, although | am aiso
aware that its use would be in lieu, not of con-
ventional anti-tank defences, but of much more
destructive nuciear weapons. Soldiers, especially if
they have studied the enemy, actual or potential,
tend to see the man — and fellow-soldier — inside
the alien uniform rather more clearly than many a
phitanthropist, even though travel and experience
have given them cause enough to detest the system
for which he bears his shieid.
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THE PRICES LISTED ON THIS ORDER FORM ARE CORRECT AS OF FEBRUARY 1st, 1980

In 1980
there will be... °

When science fiction and fantasy merge with simulation gaming there is a natural projection of
the imagination into a mind-constructed world. Those who involve themselves are freed from the
limitations of the mundane and can explore the infinite variety of the possible
... and the impossible.

ARES, the magazine of speculative conflict simulation, will be a bi-monthly journal which will allow
its readers to open their minds and explore these imaginary worlds to their fullest extent.

Each issue will contain:
® a complete capsule-size science fiction or fantasy simulation ( withan 11” x 17” playing surface, 100
counters , or equivilent, and rules) ® two, or more, science fiction or fantasy short stores, by recog-
nised writers of the genre @ articles dealing with the design and play of science fiction/fantasy games
@ reviews and service features dealing with forms of science fiction and fantasy
Subscription Rates: £7.95 for one years subscription (6 issues)

£6.95 for one years subscription if we receive your order prior to 29th February 1980

The first issue of ARES is expected to arrive midflate April 1980

NEW FROM SPI: CITY FIGHT, COMMANDO, DEATHMAZE, DEMONS,
GREAT MEDIEVAL QUAD, NEY vs. WELLINGTON,
KING ARTHUR, TAMBURLAINE THE GREAT




SPI Games

Code
S2041
S1520
S2010
S1740
S0410
S2150
U1190
S2020
S1980
S0350
50040
U1170
U0930
U0980
S1580
S0820
S1080
S0220
S1760
S0740
S1830
S1590
S1390
S1870
S1900
Ui1340
S2200
S1950
S0550
U0920
S1770
S0940
S1370
S1620
S1630
S0450
S0790
U1650
S0720
U1800
S2090
S1960
S0560
S1820
S1130
S1030
U0990
S1970
U1420
S0300
S0760
S2051
Uo0810
U1780
S1680
S0870
S1690
S0390
U0960

U1400
U0460
S$2000
U0010
U1320
S1890
S1570
S2070
U1480
U0800
S0530
S1380
U0670
U1430
S1750
S1840
S1300
U1810
U0620
S2061
U0340
U0490
S0260
U1020
S0750
S0430
U0660
U1540
U1530
S1880
S0130
U1360
$1990
S2080
S1310
S1240
S2031

Price

£ 6.50
£ 8.95
£ 7.95
£ 9.95
£ 6.95
£11.45
£ 3.95
17.95
18.95
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Title

O Acre (unboxed)

O After the Holocaust
O Agincourt

O Airwar

O Ardennes Offensive
O Ardennes Quad

O Arnhem

O Art of Siege

0O Atlantic Wall

O Austerlitz

O Barbarossa

0O Bastogne

[ Battle for Germany
[ Battle Of The Nations
O Battlefleet Mars

O Blue & Gray Quad
O Blue & Gray II Quad
0 Borodino

O Canadian Civil War
O Chariot

O Cobra

O Conquerors

O Conquistador

O Constantinople

O Crimean War Quad
OiCrusader

[ Crusades

O Descent on Crete

O Desert War

O Dreadnought

O Drive on Stalingrad
O Fast Carriers

0O Firefight

O First World War(Mod.1)
O'First World War

0O Foxbat & Phantom
O Frederick the Great
O Fulda Gap

O'Global War

0O Gondor

0O'Gt. War in the East Quad
O Green Fields Beyond
0O Grenadier

- O Highway to the Reich

O Invasion: America
D'Island War Quad

[J Jena-Auerstadt

0O Kharkov

O La Belle Alliance

O La Grande Armee

O Legion .

O|Lille (unboxed)

O Mech War ‘77

O Middle Earth

O Mighty Fortress
OModern Battles Quad
O Modern Battles II Quad
O Musket & Pike

O Napoleon At War Quad

[ Nap.’s Last Battles Quad
O Nato

O Next War

O Normandy

O North Africa Quad
O'Objective Moscow

O October War

0O Operation Typhoon
[0 Outreach

0O Panzer ‘44

O Panzer Armee Afrika
O Panzergruppe Guderian
O Patrol

O Quatre Bras

0O Raid

O Red Sun Rising

0O Russian Civil War

[ Sauron

O’Seelowe

O Sevastopol (unboxed)
0O Sinai

O Sniper

0O Soldiers

0O Sorcerer

0O Spartan

0O Spitfire

0O Starforce

0O Starforce Trilogy

0O Starsoldier

0O Stonewall

O Strategy I
[JSupercharge
O:Swords & Sorcery

O Tannenberg

O Terrible Swift Sword
0030 Years War Quad
O Tyre (unboxed)

Code Price Title

S1850 £ 8.45 0O Up Scope

S0170 £ 6.95 OUSN

S1670 £ 6.95 O Vera Cruz

S0770 £ 6.95 O Viking

S1510 £19.35 O Wacht-Am Rhein
S1640 £16.95 O War Between the States
S1200 £31.55 O War In Europe
S1220 £19.35 O War In The East
S2270 £ 6.95 OWar In The Ice
S1860 £31.55 O War In The Pacific
S1210 £25.45 O War In The West
U1790 £ 8.45 O War Of The Ring
S1450 £19.35 O Wellington’s Victory
U1150 £ 17.95 O West Wall Quad
S0580 £ 6.95 O Wolfpack

Uo0710 £ 5.95 0O World War II

U0690 £ 5.95 0O World War III
S0780 £ 6.95 O Yeoman

ADVANCE ANNOUNCEMENTS

The games below are listed alphabetically and NOT in anticipated order
of arrival. They should not be ordered before UK availability is
announced in Phoenix. Up to date information can be obtained by
phoning us at 061-941 1533.

AVAILABLE IN THE 3rd QUARTER OF 1979
Code Price Title

82370 £ 6.95 O Armada

S2390 £11.45 O Army Group South Quad
S2260 £ 6.95 O Battle For Cassino

S2140 £24.95 O Campaign For North Africa
S2210 £11.45 O Freedom In The Galaxy
S2280 £19.95 [0 Mech War 2

S2290 £11.45 O Red Star / White Star ‘79
S2300 £11.45 O Suez To Golan

AVAILABLE IN THE FOURTH QUARTER OF 1979

O Airwar Update Kit
S2670 O Airwar (1980 Edition)
S2510 £15.95 O Bloody April
S2250 £13.45 O City Fight
S2440 £10.95 O Commrando
S2460 £11.45 O Great Medieval Quad

S2650 O Invasion : China

S2630 O Napoleon’s Art Of War
S2310 0O Nato Division Commander
S2620 £ 6.95 O Ney vs. Wellington

S2450 O Panzer Battles
AVAILABLE IN THE FIRST QUARTER OF 1980
S2690 O Against Four Worlds
S2680 0O Battle of Kursk

S2710 ' [ Hastings

S2700 O Empires

AVAILABLE AT A FUTURE DATE

S2380 O John Carter

Magazines

MO-——A 0O Ares single issue

MX06A £ 7.95 O Ares one year subscription (6 issues)

MO——F £ 1.25 O Fire & Movement single issue
(Issues 1-18 available)

MXo06J £12.90 O Joint S&T /Phoenix sub. one year

MO—-—M £ 1.25 O Moves single issue
MX06M £ 5.90 0 Moves one year subscription (6 issues)
MO——P £ .75 O Phoenix single issue

"MX06P £ 3.90 O Phoenix one year sub. (6 issues)

. MO——S £ 2.50 O Strategy & Tactics single issue
MX06S £ 9.90 O S&T one year subscription (6 issues)

N.B. JOINT PHOENIX/S&T SUBSCRIBERS ENJOY EXTRA
DISCOUNTS, SEE BACK OF ORDER FORM.

™

USE THIS SPACE TO ORDER UNLISTED PRODUCTS,
SPECIAL OFFERS, ETC:

SEND THIS ORDER FORM TO:
SIMPUBS LIMITED, FREEPOST,

) CROWN PASSAGES. HALE,
SIMPUBS ALTRINCHAM, CHESHIRE WA15 6BR




SPI Minigames Non-SPI Games

SPI Mini-games are packaged in polythene bags.
Code TITLE
S1916 £2.95 O Alma
S0856 £2.75 O Antietam
S1926 £2.95 0O Balaklava
S1106 £2.75 O Battle Of The Wilderness
S1076 £2.75 O Bloody Ridge
S1236 £2.75 O Breitenfeld
S2116 £2.95 ‘0 Brusilov Offensive
S1716 £2.75 O Bundeswehr
S2126 £2.95 O cCaporetto
‘ U1336 £2.45 O cCauldron
| S2166 £2.95 O Celles
S0866 £2.75 O Cemetary Hill
2 S1096 £2.75 O Chattanooga
[ 50836 £2.75 O Chickamauga
'y S0896 £2.75 O Chinese Farm
S2176 £2.95 O Clervaux
S2336 £1.95 O Creature.....Sheboygan
S2806 £1.95 [0 Deathmaze
S2796 £1.95 ] Demons
S1736 £2.75 ODMZ
S1126 £2.75 O Fredericksburg
S1256 £2.75 O Freiburg
S0886 £2.75 O Golan
S1116 £2.75 O Hooker and Lee
Ul166 £2.45 O Hurtgen Forest
S1936 £2.95 O Inkerman
S1706 £2.75 O Jerusalem
U1356 £2.45 O Kasserine
S1046 £2.75 O Leyte
U1446 £2.45 O Ligny
S1266 £2.75 O Lutzen
U1006 £2.45 O Marengo
S0916 £2.75 O Mukden
S1276 £2.75 O Nordlingen
S1056 £2.75 O Okinawa
S1506 £2.75 O Punic Wars
U1186 £2.45 O Remagen
S1286 £2.75 O Rocroi
S1066 £2.75 0O Saipan
S2186 £2.95 O Sedan
S2106 £2.95 O Serbia/Galicia
S0846 £2.75 O Shiloh
S2346 £1.95 O Stargate
S2196 £2.95 0O St. Vith
S1946 £2.95 O Tchernaya
S2356 £1.95 O Titan Strike
S2366 £1.95 O Vector 3
S2136 £2.95 O Von Hindenburg
U0976 £2.45 O Wagram
Ul416 £2.45 O Wavre
S0956 £2.75 O World War I
S0906 £2.75 O Wurzburg
51726 .£2.75 O Yugoslavia
ADVANCE ANNOUNCEMENTS
AVAILABLE THIRD QUARTER OF 1979
S2406 £2.95 O Kiev
L S2436 £2.95 O Korsun
\ S2426 £2.95 O Operation Star
p S2416 £2.95 0O Rostov
AVAILABLE FOURTH QUARTER OF 1979
S2496 O Black Prince
S2476 £2.95 O King Arthur
52486 O Robert The Bruce
S2506 £2.95 0O Tamburlaine the Great
M. ll
Code Price
Z0017 £ 3.25 06 /G Hex sheets
720027 £ 3.25 O 6 L/G Hex sheets
Z0068 £ 7.50 0O Guide to Wargaming(Bk)
20078 £ 6.75 O The Russian Front (Bk)
70088 £ 6.75 0 Wargaming Design (Bk)
76100 £ 5.65 O 6 Mod. A cntr sheets
726110 £ 5.65 O 6 Mod. B cntr sheets
76120 £ 5.65 0O 6 Nap. A cntr sheets
76130 £ 5.65 [ 6 Nap. B cntr sheets
79980 £ 8.95 O 6 Plastic Boxes
79990 £ 4.95 [ 10 Storage Trays

Code Price TITLE
AVALON HILL
A0100 £9.75 O Afrika Korps
A0200 £9.75 O Air Assault On Crete
A0300 £9.75 O Alexander
A0400 £9.75 O Anzio
A0500 £9.75 O Arab Israeli Wars
A0600 £9.75 O Battle of the Bulge
A0650 £9.75 O Bistharck
A0700 £9.75 0O Blitzkrieg
A0800 £9.75 O Caesar
A0900 £9.75 O Caesar’s Legions
A1000 £9.75 O Chancellorsville
A1100 £9.75 O Cross of Iron
A1200 £9.75 O D - Day
Al1250 £11.85 O Dune
A1300 £9.75 O France 1940
A1500 £9.75 0O Gettysburg
A1600 £9.75 O Jutland
A1700 £9.75 O Kingmaker
A1800 £9.75 O Kriegspiel
A1900 £9.75 O Luftwaffe
A1950 £11.85 O Magic Realm
A2000 £9.75 O Midway
A2100 £9.75 0O Napoleon
A2200 £9.75 O Origins of WWII
A2300 £9.75 O Panzerblitz
A2409 £2.50 O Panzerblitz Manual(B)
A2500 £9.75 O Panzer Leader
A2600 £9.75 O Richthofen’s War .
A2800 £9.75 O Russian Campaign
A2900 £9.75 01776
A3100 £9.75 0O Squad Leader
A3200 £9.75 O Stalingrad
A3300 £9.75 0O Starship Troopers
A3400 £9.75 O Submarine
A3500 £7.25 0O Tactics II
A3600 £9.75 0O Third Reich
A3700 £9.75 0O Tobruk
A3800 £9.75 O Victory in the Pacific
A3900 £7.25 O War at Sea
A4000 £9.75 0O Waterloo
A4050 £9 75 D Wizard’s Quest

0O Wooden Shlps/Iron Men
ADVANCE ANNOUNCEM
A1050 0O Crescendo of Doom

GAME DESIGNERS WORKSHOP

G0100
G0200
G0306
G0406
G0506
G0600
G0706
G0736
G0760
G0800
G0900
G1100
G1200
G1300
G1400
G1500
G1600
G1709
G1800
G1906
G2000
G2100
G2200
G2300
G2400
G2500
G2606
G2650
G2700
G2806
G2900
G3000
G3100
G3200
G3400
G3500
G3550
G3600
G3700
G3800
G3819
G3829
G4009
G4019
G4300
G4400
G4500

£ll 35
9.95
4.35
4.35
4.35
8.75
4.35
4.35
975
7.45
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O Avalanche

0O Bar-Lev

O Battle of Agincourt(M)
0O Battle of the Alma (M)
0O Battle of Lobositz (M)
O Battle for Midway

O Battle of Raphia (M)
0O Beda-Fomm(M)

0O Belter

0 Burma

0O Case White

O Citadel

O Coral Sea

0O Crimea

O Double Star

O Drang Nach Osten
01815

O En Garde (B)

O Fall of Tobruk

O Guildford Courthouse(M)

0O Iliad

O Imperium

0O Indian Ocean Adventure
0O Kasserine Pass

O La Bataille de 1a Moskowa

O Manassas

0O Mayday (M)

O Merita-Merkur

O Narvik

01942 (M)

O Operation Crusader

O Overlord

O Pearl Harbour

O Pharsalus

[0 Road to the Rhine

O Russo-Japanese War

[ Snapshot

OSSN

O Torgau

O Traveller

0O Trav.Bk 4 - Mercenary(B)
O Trav.Adv.1 - Kinunir (B)
O Trav. Suppl.1 C/ters(B)

O Trav.Suppl.2 Anim.En(B)

O Unentschieden
O Verdun
O valu

(M)= Minigame, (B)= Booklet, (Bk)= Book

SEE HOW TO ORDER ON THE REVERSE SIDE

)

OPERATIONAL STUDIES GROUP

06516 £ 2.25 O Battles/100 Days (M)
09030 £ 7.95 [0 Dark December
06010 £ 9.95 O Napoleon at Bay
06020 £ 9.95 O Napoleon at Leipzig
09010 £ 7.95 0O Panzerkrieg
09020 £ 9.95 O Rommel & Tunisia
09516 £ 2.25 O Starquest (M)
PHILMAR
P0100 6.95 O Decline and Fall
P0200 £ 6.95 0O Diplomacy
P0300 £ 6.55 O English Civil War
P0400 £ 6.95 O Imperial Governor
P0500 £ 7.75 O Kingmaker
P0600 £ 7.95 O Seastrike
P0700 £ 5.95 O Sorcerers Cave
T SR GAMES
T0109 £ 3.75 O Blackmoor (B)
T0209 £ 3.75 O Chainmail (B)
T0300 £ 8.75 O Dungeons & Dragons
T0318 £ 5.65 O D&D Monster Man. (Bk)
T0328 £ 5.65 0O D&D Player H/Bk (Bk)
T0409 £ 3.75 O Eldritch Wizardy (B)
T0509 £ 3.75 O Gods,D/Gds & Heroes(B)
T0609 £ 3 75 D Greyhawk (B)

Swords & Spells (B)
ADVANCE ANNOUNCEME TS
T0908 0O D&D Referees Guide (Bk)

Binders

SIMPUBS now offer you binders manufactured
specifically for use in the storage of the four
major Wargames publications currently available
in the UK, namely I‘ire & Movement, Moves,
Phoenix and S&T. Each binder has the individ-
ual magazine logo printed in gold on the spine
and comes complete with a block of numbers
to enable issue identification by reference to
the binder spine. These blocks are:
Block 1 4 separate labels: Books 1-4, Issues 1-6,

Issues 7-12, Issues 13-18
Block 2 4 separate labels: Issues 19-24,

Issues 25-30, Issues 31-36, Issues 37-42
Block 3 4 separate labels: Issues 43-48,

Issues 49-54, Issues 55-60, Issues 61-66
Block 4 4 separate labels: Issues 67-72,

Issues 73-78, Issues 79-84, Issues 85-90
When ordering your binders indicate against the
titles listed below the quantity required (per
title). In the space below detail the blocks you
require (max. one per binder).

Binders available at £2.95 for one and £2.75 for
each subsequent binder bought on any one order.

70200 O Fire & Movement
Z0300 O Moves

20400 O Phoenix

70500 O Strategy & Tactics

Number of blocks required:

_— s R R G TR G TEEES 3EE aTIw smew S Ewea

CUSTOMER DETAILS: PLEASE USE BLOCK LETTERS

A/C Code If the address below is
different from your previous
one is this change permanent
YN
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FOR OFFICE USE ONLY

Payment Recd Cheque/

i . M.O.
Money
Transfer

Inland for Overseas

VAT Y/N Post Y/N

MO2 MO3 MO4 Invoice Number

DATE RECD.




SIMPUBS DISCOUNT SCHEME

S&T ONLY SUBSCRIBER DISCOUNTS

Customers who hold a current subscription to Strategy & Tactics
through Simpubs are entitled to discounts on SPI games
(only). The size of your discount is related directly to the
monetary value of your order. To calculate your discount
simply add up the brochure prices of the SPI games that you
are ordering. The total that you arrive at will fall within one of
the discount bands shown below, deduct the appropriate
discount before sending your order to us.

JOINT PHOENIX/S&T SUBSCRIBER DISCOUNTS

Customers who hold a current joint Phoenix/S&T subscrip-
tion through Simpubs are entitled to discounts on SPI games
and O.S.G. games (only). The size of your discount is related
directly to the monetary value of your order. To calculate
your discount simply add up the brochure prices of the SPI
and 0.S.G. games that you are ordering. The total you arrive
at will fall within one of the discount bands shown below,
deduct the appropriate discount before sending your order

to us.
Total value ¢? SPI Discount applicable to Total value of SPI Discount applicable to SPI
games on SPI games and /or 0.S.G. games and /or 0.S.G. games
your order on your order on your order on your order
£10.00 to £19.99 10% £10.00 to £19.99
£20.00 to £49.99 15% = £2000 9 e
£50.00 to £99.99 “20% ; £5000 to £99.99
£100.00 to £199.99 25% £100.00 to £1¢ e e
£200 plus 30% £200 plus . 30%
- IMPORTANT

Only games that have been announced as available in the UK are included in the above discount schemes. Details of new game releases will be given
regularly in Phoenix. All games in any single order must go to one address only, split delivery cannot be handled on a discounted order. Games on
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gasps of a rather tired game system?

For those of you not familiar with the design, each
player moves his units, attacks and then moves any
mechanised units a second time. However, during
the two movement phases units can conduct over-
run—- a ‘‘mobile combat”, which dispiaces units
leaving them disorganised until the following game
turn. Combat losses are taken as retreats or strength
(step) losses. Soviet units are initially untried, i.e.
their strengths are unknown. The standard rules are
concerned with the above, plus supply. For the
Soviet player there are headquarter units, each
with a supply radius within which units must lie if
they are to function properly in attacks and
defense. German supply is much simpler, being
traced to a map edge by road, raii or by country
hexagons alone.

The exclusive rules folders build on the above or
alter them radically to suit a particular scenario. |
will look at each, not in historical order, but rather
in order of convenience, for two games have air
rules and will be left till last.

KIEV 1941

Kiev deals with the German encirclement of a
large Russian force which gave them the entire
Ukraine on a plate. The Russian begins on a river

place (especially with Guderian) and the regiments
are brittle — a step loss on the armour regiment
reduces attack strength greatly, whilst a loss on the
panzer grenadiers will lower defense strength. The
panzers of Kleist are much stronger, but do not
appear until half way through the game as rein-
forcements. Immediately one can see that the
German player has problems. Added to this is the
fact that units pushed back as a result of overrun
are not disrupted; since the combat Results Table
will only give, on average, a pushback of one hex,
no generous advantage is procured by trying
overrun.

Fortunately the Soviet has no mechanised move-
ment phase which is a small compensation. Also,
the personalities of Guderian and Kleist are present
as units, strong on attack, and can be used to over-
stack. They are very useful in making "super
panzers'’ which can move with relative impunity.

Kiev has many other features specific to it which
help to give the feel of the old style Russian Army.
Some Soviet units are marked with an asterisk and
in a combat they must retreat instead of taking
step losses. This “battler panic’” includes units
stacked with them so they all retreat or, if en-
circled, are all eliminated even if step losses could
normally have preserved some units.

locking zones of control and this means units can
move on their own side of the river at will. Thus
withdrawals tc new defensive lines can be made
and units can concentrate for the occasional
counterattack.

German Tactics.

First of all the city of Kijev cannot be taken im-
mediately so most of the action should take place
in the north where Guderian's units come on. How-
ever, a steady pressure should be applied all along
the line. When Kleist does arrive he should be
moved north to close the ring. Panzer forces should
always be concentrated; if they are spread thinly
the Soviet can easily soak up their attacks. Towns
are important, so any attack should include one of
these as a bonus.

Soviet Tactics.

The Russian player has a hard job here, especially
when the Stalin Directive begins to mess things up.
Kiev will be lost eventually, and sending reinforce-
ments there is a waste of time, Reserves should be
built up on a minor river which cuts across the map
and, while being defensible, also allows units to fall
back on it. The biggest bonus is the fact that over-
run units are not disrupted, and any German unit
pushing into the line should be surrounded and
destroyed.
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In this article | would like not only to review this quad, but also give some guides
to play so as to explain and exploit the exclusive rules found in each game.

As with all SPI Quadrigames, a complete set con*  line in a huge curve; it is up to the German player In the middle game the Soviet is restricted by a
sists of four small games all linked by a common to turn this curve into a closed circlel From the Stalin Directive by which the units can only
game system. The Army Group South Quad covers  north comes Guderian, fresh from the battle of  advance into the salient or stand and fight —
four campaigns in the Ukraine during WW.1l and  Smolensk, whilst another Panzergruppe led by Hitler wasn't the only one for crazy orders ap-
uses the Panzergruppe Guderian {P.G.G.) game Kleist heads in from the south. Players who know  parently. Towards the end of the game this ruling
system. Each game has 200 counters, a 17"”x22"  the game system will rub their hands with glee: is a variable, but it can still damage any plans the
map, short rules and the complete set includes an Panzers will cut through any defensive line, and Soviet player may have.
historical article giving a background on each battle. you can then laugh all the way to Moscow, right?
I am sure that all but the novice will have heard of ... wrong. One advantage for the Soviet is that in a retreat
P.G.G. and the games that have followed it, such as the opponent always retreats units, so the Soviet.
Kharkov and Drive on Stalingrad, so for SPIl to should always unstack panzer divisions into
produce a quad based on it seems a natural progres-  Panzer divisions are given divisional integrity — if  separate hexes. This means no overruns for them
sion. However, the game system has been used so stacked together the regiments of a division double next turn for all units in an overrun must start
often, are we to be faced with nothing but a rehash their attack and defense strengths. However, the from the same hex. Another useful feature is that

» of old ideas? In other words, is this quad the dying  panzers are not at full strength, attrition has taken the major river along which most units lie prevent
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THE WARGAIMER

The international
wargamers.
Published bi-monthly, each 48 page issue is
packed with games analysis, reviews, and hobby
news. Each issue also contains a complete game,
with full-colour maps. and die-cut counters.
Game with issue 11: Simon de Montfort,
22" x 17" full colour map, 130 counters.
Game features sieges, attrition, recruitment,
Knights and men at arms, castles, the Oxford
students, the London militia, fleets, supply
trains, and the exchange of prisoners.
Forthcoming issue games include:— Aces
High, Stonewall’s Victory, Assault on Leningrad,
a Pacific carrier game, and Napoleon at Austerlitz.

magazine for board

Subscription £10.50/524.00 per year (6 issues).
Subscriptions should be made out to ““World Wide Wargames’
Highwood, ESSEX, CM1 3QH.

', and sent to: WWW, Eton Lodge,
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GERMAN PANZER REGIMENT (Front)

10 2415 44— Set-up Hex
i Unit Type
Regiment #15/11 Division
L 5-2-8 4——t4— Movement
Attack Sfreng!h“* Allowance

Defense Strength "

All in all, Kiev is a pleasant game, and is a good
introduction to the game system. One added bonus
is a play by mail module: whilst you may have no
desire for this, it does give the historical reinforce-
ment schedule, so a purely historical game can be
played for an added bit of variety. Perhaps the
only criticism of Kiev is the map — everything
is a shade of blue and concentrating on it for a long
time is the best way to a headache. Apart from
rivers being blue, marshes are the same shade —
and there are a lot of marshes! — cities are a dark
blue and roads a grey-blue; all very off putting
when you realise that the 18th Panzer Division has
been sailing down a river at double speed for thé
last two moves! The other three maps do not suffer
so badly, but it is a problem easily overcome if the
roads had been black, brown or even red.

SOVIET HQ UNIT (Front only)

YOO @ A rmy

Designation

37 4————t Commander

(3)‘10"’"-Movemen!
*

Allowance
| N

Leadership Rating.

OPERATION STAR 1943.

Operation Star covers a Soviet offensive to retake
Kharkov and send units south to cut off Army
Group Don in the Ukraine. At the beginning of the

game the Germans are dotted everywhere with a
massive tide of Russian units running towards them.

Since it is winter, all minor rivers are frozen. There
is little to stop the Soviet advance — or is there?

The German player in this game has a number of
devices to help him out. First, all the units of a
panzer division need not be stacked for integrity so
they can be spread thinly to hold the line. Second,
defensive terrain is supplied by the Donets River
{a major river) over half the map: the other half,
especially around Kharkov, is heavily wooded.
Thirdly, in the last three game turns the thaw sets
in and all units move at half speed — this can aid
the German player for the Soviet must get to the
south-west side of the board to stand a good
chance of winning. Perhaps the greatest advantage
is the ability to disengage from Soviet zones of
control at a cost of two movement points: this
allows a moving defence line to be set up, dotting
from defensive terrain to defensive terrain.

From the Russian point of view, the biggest change
comes in the form of supply alterations, H.Q. units
can be in one of two conditions, offensive or
defensive. All start on the offensive, but can
change to a defensive stance — once this is done
they cannot revert to the offensive. Units tracing
supply to an offensive mode H.Q. are at full
strength, but must take step losses in combat. Also
such units can only move west, south or south-
west. Obviously the Soviet player must think ahead
here, or units may be unable to assist in a combat,
being too far forward. in the defensive mode a
H.Q. can only supply half attack strength to units,
they cannot move in the mechanised movement
phase, nor can they overrun, but they can move in
any direction. If command control is your speciality
then | recommend this game as your personal
headache!

Russian Guards units and corps size units have step
losses which can be useful, but beware of the
offensive mocde rules. Because corps are so large,
brigades are the only units able to stack with them;
this can be very useful when step losses are required
as a brigade unit in a stack provides a ‘soak off’ for
the larger units.

The rules, however, malke one big error. In the Vic-
tory Conditions the Soviet gets an automatic
victory if he gets 30 strength points off map area A
in the north west. This is a German reinforcement
area, and surely to cut off Army Group Don, units
must be sent south and south west. A glance at the
map gives an area L in the south which is not men-
tioned in the rules. it is here that units should be
sent, not to area A. Added to this, most of the
towns containing victory points are in the south,
and Von Manstein’s daring armoured thrust came
from the south, ready to cut off the Soviet over-
extended front. Seen in this light, the game makes
sense.

German Tactics.

Initially the German must retreat to defensive ter-
rain, giving up half of the map. The armoured units,
so desperately needed, trickle on from the south,
but here they can be conserved and provide a
constant thorn in the Soviet flank. By the middle
to end game, units can be sent to the relief of
Kharkov. By the same token, greater aggression in
the south where the victory points lie means more
Russian reinforcements are sent there, thus re-
lieving pressure on Kharkov.

Soviet Tactics.

The Soviet player has an either/or problem; either
he goes for an automatic victory by getting 30 in
supply strength points off in area L., or he takes
Kharkov and as many towns as possible.




If the automatic victory is chosen, the last four or
five moves are vital for the mud slows things down.
The biggest problem is trying to contain the Ger-
man panzer thrust in the south.

The second option is often the hardest for not only
must the panzers be contained but Kharkov must
be cracked open in a heavily wooded area. The
trick is to send a few units in defensive mode
round the flanks to cut supply by occupying the
railroads. Once the German units are out of supply,
Kharkov will fall. Particularly if the second option
is taken, two competent gamers can have great fun,
for it is all so finely balanced.

Weather is handled in a simple but effective way
and the Soviet H.Q. business gives the feeling of
“drive’” which we hear so much about in Soviet
doctrine. Perhaps one of the best points of the
game is that itis important to differentiate between
units of different sizes such as brigades and corps,
for each is styled to a particular function. This is
not an idle game of ‘“‘pushing around counters,”
the pieces of card you move have some meaning to
them and care and attention must be given in any

attack.

ROSTOV, 1941.

This game has a strategic feel to it; the map covers
the entire Donets Basin with Kharkov in the north
and Rostov in the south. If this does not convey
anything to you, then consider that the map for
SPIl's Kharkov game could fit in the top left hand
quarter of the Rostov map! The game covers the
dash to take the communication centre of Rostov
in late 1941. The push was stopped by Timo-
shenko’s army in the south, with weather and
supply problems helping qut.

Out of
Supply

The Russian has no supply problems, the German
does! He must trace supply through seven supply
dumps to the western map edge. Each supply
dump has a radius of six hexes and a branching
tree system of supply soon builds up centred on
the few roads. However, as the weather worsens,
the supply radius is cut in half, which effectively
strangles the German advance.

The weather can be one of three types, clear,
moderate or severe. The game map is cut into a
northern and southern weather sector, with severe
conditions setting in in the north very quickly. Not
only does weather affect supply, it interrupts
movement by doubling terrain costs.

As if this wasn't bad enough for the German, the
Soviet player has the disengagement ruling on his
side. This is a great advantage for crumbling defen-
sive lines can be reshaped. Actual disengagement is
dependent upon a dice throw with plus and minus
modifiers for such features as being faced by
armour or only attacked through a river. However,
the German cannot follow up; it is annoying to see
infantry trip away whilst a panzer division sits
cleaning its gun barrels. Without a doubt this could
be expanded upon. Admittedly, step losses are
often necessary but incongruent events often take
place.

Air units are now included and this is where the
German can find help. Air units can disrupt rail
movement, etc., as in PGG, and they can also air
supply units or even protect supply dumps from
attack. By the same token, the Soviet air marker
can only be used to raise combat odds or disrupt
supply dumps — if the German player is careful,
the latter is impossible.

If the picture for the German player looks gloomy,
the Victory Conditions make it even worse. Points
are awarded for the capture of towns and cities
only, destroyed Soviet units are used as replace-
ments for step losses or are put in the reserves pool
for re-use. Without a doubt, this game is a tough
nut to crack.

German Tactics.

By the end of the game the German must take
Kharkov, Stalino and Taganrog, plus having a few
units on the far bank of the Donets, thus securing a
Soviet tactical victory. | prefer to call this adraw.
Weather is a serious problem, so most of the armour

181

should be sent south where the weather stays
better for longer. Also, most of the supply dumps
should be here in the south so as to help the over-
extended line when the bad weather does arrive. A
continuous front is needed to prevent Soviet
attacks in the tender rear supply areas.

Soviet Tactics.

The disengagement rules can be used to good
advantage for whilst the German tries to attack the
equivalent of a slippery eel, a new defensive line
can be built up on the Kalmius River, hinged on
Stalino. In the north there are plenty of units to
defend Kharkov in the heavily wooded terrain.
Also, as the weather deteriorates, the German may
leave tiny supply ‘chinks’ in his line — these should
be exploited to the full.

Without a doubt this is an historical game, the
German supply and the weather rules provide this.
An optional weather table is given, but you can get
severe weather on game turn two in the south.
Obviously it is better to stick to history with this
one. However, the Victory Conditions should be
taken with a pinch of salt and modified as required;
any player should be satisfied with a draw in this
one.

KORSUN, 1944.

Next to Kiev this is my favourite in the quad for it
deals with a pocket forming in reverse, the
Germans are on the inside this time! At the begin-
ning of the game the Germans have a tiny foothold
across the Dnieper, with long flanks running south
(see map). Hitler wanted the foothold for a future
offensive, so when the Soviets attacked the flanks
in force a pocket was bound to form.

To reflect Hitler’s ’hold’”’ orders, the units in the
front line are fairly restricted in their movements,
thus the pocket will form. Added to this, some
Soviet units are ‘‘supported’’ for the first two game
turns; this ruling doubles attack strength so once
again things look grim for the German.

Fortunately the German player is assisted by
integrity, which allows mechanised units to un-
stack but double on defense. There is even integrity
for infantry divisions if stacked in one hex —
combat odds are reduced on being attacked. Over-
stacking is permissible for special units such as the
Baeke Heavy Tank regiment and numerous Assault
Gun (Sturmgeschutz) regiments.

Perhaps the biggest disadvantage for the German
lies in the weather rules. Whilst half the game is
spent in snow conditions, which allow normal
movement, etc., the other half is spent in mud. As
usual this means restrictions — half movement rate
and no mechanised movement phase. Although this
upsets the Russians as well, the German tank re-
inforcements come on in the mud and it's a slow
haul to relieve that shrinking pocket.

Disengagermnent can be used by the German, but
units cannot re-enter an enemy zone of control
that turn. An alternative, called delay, is also
available — one unit of a stack is left behind to
allow the others to attack, or plug a gap, elsewhere.
This latter is very useful and can often help in a
desperate situation.

The air rules are quite interesting for the German
player can use air markers to supply the pocketed
units. However, on first doing so the German units
are given ‘“Heavy Equipment’’ markers — effectively
digging in. These markers double defense strength
but if a unit moves twice it loses this advantage and
is termed out of supply permanently, nor can it
attack. Air units can also be used for combat odds
changes.

The Soviet player is no longer troubled by untried
unit status, all units are of a proven, standardised
strength, and Corps units have four step losses. H.Q.
units are either active or inactive, and in any game
turn only a few H.Q.'s can be active. Being inactive
means that units tracing supply to such an HQ can-
not attack, only defend. Active status naturally
allows attacks. Since some H.Q.'s have a supply
radius of six hexes there is no real problem except
for the middle game when only one H.Q. can be
active — a problem just when the German reinforce-
ments arrive!

German Tactics.

On setting up, units should be stacked within one
hex of the start line. By a careful bit of juggling
everything can get integrity bonuses. For the first
few turns step losses should be taken rather than
ground lost, it can be an advantage later on. Per-
haps one of the biggest temptations is to send
mechanised units into the bulge to relieve pressure;
this is fatal for once inside they are stuck and
moving them in a Heavy Equipment status will
burn them up very qujckly. Armour, assault guns,
etc., should be kept in reserve to crack open the
pocket as soon as it forms, pulling the Soviets off
balance at a delicate time. Naturally withdrawing,
delaying and disengaging to make use of terrain
goes without saying.

Soviet Tactics.

By careful concentration of tank corps a pocket
will form; there is no need to spread units along
the line, for the German can hardly move anyway.
Both the players have three air counters; however,
the German must use one for supply in the pocket
— he is a fool if he does not. So, during the mud
turns when air power is used, judicious use of the
third Soviet air unit is needed to get a good combat
results shift. To prevent the Germans relieving the

_pocket, use should be made of the Gniloy Tikich,

a major river, to hold the German up.

The game does favour the Soviets slightly but such
rules as delay, integrity and supply to pocketed
units help the German a great deal. To get a draw
the German cannot sit in a defensive posture all
the time, he must show his teeth occasionally so as
to obtain a few victory points for Soviet step losses.
Meanwhile, the Soviet has the problem of H.Q.
status and whether to reduce the pocket or stop
the reinforcements getting through — all very
tricky.

At the beginning of this review | posed the ques-
tion of whether the game system was worn out or
not. Without a doubt it is not. Each game has it's
own subtleties; Kiev with a modified overrun
system, Operation Star with Offensive/Defensive
modes for Soviet H.Q.'s, Rostov with a good
system for Soviet disengagement and German
supply, Korsun with integrity for infantry divisions,
no Soviet untried units and a superb air supply
situation. Weather is.dealt with in a simple way in
the games, often providing the make or break of
the scenario.

What | would like to see is a bigger game using
some of the better points of this quad. As an
example, why not have active/inactive status with
offensive/defensive modes for Soviet H.Q.'s? The
disengagement idea could be expanded on from
Rostov and greatly improved as could the air rules
in general. This quad has certainly churned up
some new ideas, let's hope they can be improved
upon, the result would be well worth it.
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OBJECTWE: MOSCOW

A.J. SARKER

Objective: Moscow is a divisional-level simulation
dealing with a hypothetical invasion of the Soviet
Union either in the contemporary period or twenty
years hence, There are two campaign games to
choose from — the contemporary garfie and the
1998 game — and three one-map present-day
scenarios.

The Map and Counters:

The four 22" x 35" mapsheets join up to poriray
the whole of the Soviet Union and much of China.
The area covered extends from Belgium in the West
to Alaska in the East. Due to the map projection
used, each hex is equal in size and represents sixty
kilometres. Unlike many other SPl games, all the
charts and tables used in the game are printed in
both the rules booklet and on the map; this helps
play considerably. My only complaint with the
maps is that the North-East map section only has
units deployed on it in the i{998 game, and even
then the number in use on the map rarely exceeds
thirty. | believe that the designers might have made
this section slightly more important or omitted it
and reduced the cost of the game.

COMBAT UNIT (with step-reduction)
Front (full strength) Back (reduced strength)

.Unit Designation
us 8‘t“_ﬁ‘/Unil Type

EQ 3 - Personnel Value
3- 3-4 “-..] Movement
1A

uUS 84

114

~Allowance

At[ac'k
Strength

COMBAT UNIT (with readiness class) Personnel Value
Front (untried) Back (tried)

Defense Strength

Unit Designation

S «—1 Nationality Sy 37G

&E=. =g 2

Mw-5 [ " 335
If X\ // L 1‘
Readiness Movement  Attack Strength /Movement
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Defense Strength
AIR UNIT

Front (contemporary) Back (1998)

US 1241 Unit Designation Us

FB ra {Nal/i:i:::?t Class’*’c’FB
15911 10-8-20
ISR

‘ Range

Air-to-Air Strength
Ground Attack Strength

‘Aircraft Name

The counters come in three sheets with four
hundred counters each. Among the units rep-
resented are headquarters, air units, armoured,
mechanised infantry and leg infantry (the back-
bone of the Chinese Army)} divisions, marines and
airborne and airmobile units. Many of the countries
and units (e.g. Japan and lIsrael, cruise missile
brigades and hovercraft) are, however, used only in
the 1998 scenario, and thus many countries have
other countries’ units on their “flip”’ side; e.g.
many Pan-Scandinavian units are on the back of
South Korean units. Other examples of economy
are the Soviet and Chinese 1998 air units printed on
the rear of their headguarters’ counters, and this
can make it very difficult to find many units.

In this game SPI has run amok with their iatest
invention; untried units. Except for headquarters
and air units, the entire contemporary Soviet and
Chinese armies are untried, while NATO has units
printed with reduced strengths on their “flip”
sides. This is one of NATO’s many advantages in
the game. The Soviet land units come in four states
of readiness; class | units are always at full wartime
strength, class i1 units are at 70% strength, class {1
are cadres at 30% strength and class 1V (1998 only)
are mid-war reinforcements. Classes Il and 1l may
be mobilised to wartime strength, but this has its
disadvantages (e.g. vuinerability to attack).

The Rules and Game Mechanics:

Though the rules booklet is 24 pages long, the
actual rules only take up nine pages and are
composed of eighteen sections (including the
introduction etc). The rest of the ‘‘rules booklet”
is made up by the scenarios, a play-by-mail module,
developer’s and designer’s notes, historical rationale
and the game tables. | found the “historical”
rationale and notes very useful in explaining some
of the stranger rules, e.g. no nuclear weapons in
1998.

There are two types of movement in OM: strategic
and land. The former encompasses rail, sea and air
transport and air ferry, and in the strategic move-
ment phase the U.S. player may conduct off-map
movement. Land movement and supply may be
influenced by communication zones; these
represent regions densely filled with roads and
railroads, and hence movement in such an area
ignores other terrain. After all land units have
moved, air units can then move to attack hexes
containing enemy units.

In the interception phase the non-phasing player
may attack any enemy air units in hexes containing
friendly units. An air unit can only be attacked at
odds of at least one to one, so it is unlikely that
the whole stack will be intercepted at once. Instead,
the topmost unit of the stack must be attacked
first, followed by the second etc., in sequence.
Thus fighters should be placed above fighter-
bombers above bombers. An attack at 1 to 1 can
be suicidal, as-there is only a one in six chance of
the defending unit retreating (returning to its air
base) and this equals the probability of an attacker-
eliminated result. Any phasing-player air units that
survive may then attack the land units in the hex.
One omission that | particularly disliked was the
lack of any rules concerning flak as this makes air
supremacy far too important, and in my opinion
air combat is one of OM's weak points.

As already mentioned, combat is by an odds ratic
and the possible results are a retreat or elimination
of either the attacker or defender, or an exchange.
In the case of an exchange result, it is not attack or
defense points that are exchanged but personnel
points; these represent the manpower and “‘stay-
ing-power’’ of a unit. Since Soviet units have fewer
personnel points than NATO or the Chinese, the
CRT is slightly biased against them. In addition, as
many NATO units can ““flip-over’’ to their reverse
sides to absorb personnel losses less NATO units
need be lost in an exchange than otherwise.

After the combat phase comes the reaction phase.
All headquarters units at army level have a reaction
rating which determines how many mechanised
units it may move in a certain area around it during
this phase. This phase is particularly important as it
allows the non-phasing player to block any gaps in
his front line created by adverse combat results
before the enemy can exploit them in his mechan-
ised movement phase. Only the non-phasing player
can move during the reaction phase.

The structure of the game-turn in OM necessitates
a great deal of planning to exploit gaps that it is
hoped will be created; thus, although the rules are
fairly simple, it is not an easy game to play.

Special Unit Types:

US 8xxxx US Txxx
Hdlo 0
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Headquarters (contemporary game only: no HQs
in 1998).

The most important uses for HQs are for tracing
supply and for movement in the reaction phase. in
addition, U.S. and West German headquarters may
carry infantry divisions, and a Soviet unit must be
adjacent to a Soviet HQ to launch a nuclear attack.
All HQ units increase the stacking limit from three
to four units in its hex. These abilities make head-
quarters one of the most important unit types.

8 us US x US x
H1 &lo =
43 337 $105 191
Naval Units.

The naval side of this game is the weakest point of
the entire simulation: it would have been prefer-
able if this sub-section had been left out
completely. Their only use is as floating air bases
and only the U.S. player has them.

Hovercraft (1998).

These are the fastest {and units in the game, having
a movement allowance of seven. Their movement is
also unaffected by terrain except that they may
not enter certain hexes. However, they have no
zone of control.

Cruise Missile Brigades (1998).

Despite their powerful sounding name, the only
effect of these units is to shift an attack one column
to the right.

.S, Space Marines (1998).

These units are the anti-climax to OM, for if the
U.S. player opts to use them he is aimost certain to
lose the game. The reasons for this are: he receives
no air replacements between game-turns two and
six and this gives the Soviet player almost complete
air superiority; secondly, he only receives two
1-9-1 units and they may not be used until after
the half-way point of the game.

Miscellaneous Rules:

Supply

In Europe it is difficuit to be out of supply because
of the communication zone, and even in China
there are so many HQs that it is rare for such a
situation to occur. Being out of supply has the
usual SPl effects (halve Attack and Defense
Strengths and movement allowance).

Nuciear Combat

The damage done as a resuit of a nuclear strike
depends upon the personnel points of the target
units. The disadvantage of using this attack form is
that there is a one in six chance of provoking a
strategic nuclear war, and the player who initiated
it automatically loses.

Camouflage

To prevent a player from examining the enemy’s
stacks, certain terrain types provide camouflage
from spy satellite reconnaissance and hence
prevent this from happening. This rule is, in my
experience, one of the most frequently broken,
whether by accident or design.
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Weather

The weather rules are one of OM’s strongpoints,
for by a simple system of modifications to the
weather table dice rolls the probability of certain
weather occurring alters as the game proceeds.
However, due to the Soviet’s greater use of limited
weather aircraft they are more vuinerable to adverse
weather conditions, and so suffer in this section
too.

Summary:

Objective: Meoscow is not a game for the in-
experienced wargamer as it is the ability to plan
one's moves ahead that will win the game. Thus,
despite NATO’s advantages in this simulation it is
not too difficult for the Soviet player to win if he
is a better tactician. Its rules are fairly simple but
lacking in places; if better naval and air rules are
wanted, SPl's The Next War is probably a better
buy. Nevertheless, OM is worth buying for those
who collect big games and can afford its price. For
those who prefer small games, the one-map
scenarios are almost as enjoyable to play as the
campaign games.




Ristory and the
“ Horge Bowman

When one finds that a particular wargame con-
sistently refuses to produce a historical result, to
the extent that the historical victor always loses,
then usually one of two things is to blame. The
first possibility is that the situation, be it war or
battle, was one which was originally decided by
some feature that cannot be re-created in game
terms. Often it is history itself that prevents the
game from reflecting this decisive feature. A friend
of mine stoutly maintains that given a tolerably
accurate simulation of Waterloo, and a reasonably
competent French player, then theoretically the
French cannot lose, no matter how good the Allied
player is, for the simple reason that the wargamer,
unlike Napoleon, knows exactly when and where
the Prussians are going to hit his flank. Therefore
he can dispose his forces to take this into account,
something Napoleon could not have done. Of
course, there is still many a slip twixt the brandy
balloon and the lip, but it serves as an example. It
is very difficult to factor surprise into a wargame,
and if the outcome of a battle depended on surprise
reinforcements turning up, or trickery of the
Trojan Horse variety, or treachery, then unless a
simulation includes rules to force one player to do
stupid things when the opportunity arises, then it
may be difficult for the ‘right side’” to win the
wargame.

The other possibility, alas, is that there is a sizeable
design flaw in the game, which, by distorting the
conditions present in the original engagement,
makes it impossible to recreate the historical en-
gagement simply because the game-system actively
prevents this. Miscalculations do occur in wargame
design, often very simple ones. | believe someone
has demonstrated that the solitaire scenario in
SPI's Outreach is actually mathematically impos-
sible to win — in which case, by taking simple
remedial action (in this case doubling the number
of game turns permitted) the matter can be set to
rights. Now in Outreach, historicity is of course
not an issue; it is a question of possibility and
impossibility. But in some games, flaws in the
original design not only make it impossible for one
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side to win, they make it impossible for the histor-
ical winners to win, which is clearly undesirable in
anything that purports to be a simulation.

Such is the position | believe, in Viking, the fourth
game in SPl's Pre-Seventeenth Century Tactical
Games Series (Prestags for short). This is a game
which has consistently annoyed me; the period is
one which particularly interests me, and one which
has for long been ignored by game designers (though
matters are looking up). Yet the game itself, in a
large number of the scenarios, transparently doesn’t
work. Of course, to some extent the whole Prestags
system is a polite fiction since it attempts to scale
down large battles to the size of mere skirmishes;
cavalry have movement allowances which allow
them to scoot from one side of a battle line to the
other, and then some, in one turn, and the whole
thing uneasily tries to straddle the gap between
operational and tactical scales with very little con-
viction. But in the case of Viking the matter is
much worse because of the one sidedness (and
wrongsidedness to boot) of many of the scenarios.

The problem boils down to the matter of all those
little Horse Bowmen units, with ““HB’’ stencilled
on them. HB or not, if you will excuse a graphitic
pun, these units are very soft indeed. And in many
scenarios, one side is given a force mostly com-
prised of these units, and in the case of Qadisiya,
only these. Historically, such a force could and did
win battles, by * skirmishing the enemy to death”
as Thomas (S&T no. 55) puts it. This consisted
(very approximately) of running rings non-stop
round the enemy, firing arrows all the while. Of
course, in a wargame units have to stop at the end
of each game turn, and in this case, when they
stop, they get belted in a very unhistorical fashion.
Admittediy, there is an optional retreat-before-
combat rule, but it is insufficient.

Look at it this way. Assume you are in command
of the non-HB force. If you do not move any of
your troops, the HBs are almost incapable of hurt-
ing you. They will only be able to fire at you in

their initial fire phase, and any disruption inflicted
will be removed before they can fire again. The
only way they can do any damage if there are no
melee troops accompanying them, is to fire at 3-1
odds and hope for %2E on a 5 or 6. To fire at 3-1
odds in clear terrain will take a grand total of nine
HB units within two hexes. On the other hand, all
you have to do to mop up is to stack a couple of
heavy cavalry units with a leader (thus rendering
them impervious to all disruption results from fire
combat) which can then charge around getting
odds of about 5-1 on each combat. As long as you
don’t run into defensive fire from nine HBs at once
(easily avoided), you will be safe as houses. The
advantage of heavy cavalry is that the horse bow-
men cannot retreat before combat from other
cavalry, though if you haven’t got heavy, medium
will do. How strictly one can adhere to this sort of
plan depends on how much melee strength is
accompanying the HBs, but usually this is not a
great deal.

Now, if one had no cavalry at all with which to
pursue the pesky bowmen, the position would be a
lot less rosy. The Arab/Moslem would be able to
withdraw his mobile horsemen  before the infantry
got a crack at them, and the position would much
more accurately reflect the historical problems
posed to the Crusaders and others faced with such
elusive foes. This, | think, suggests an improvement
to the game system as follows:

Additional rule:

(17.6) Horse Bowmen and Light Cavalry may
always retreat before combat, whatever the Move-
ment Allowance of attacking units. They are,
however, still subject to the effects of (17.1) and
(17.3). If Horse Bowmen or Light Cavalry exercise
this option when being attacked by Light Cavalry
units, they may still be attacked if the Light
Cavalry advances into the vacated hex (an exception
to rule 17.4).

As you see, | have expanded things to include
Light Cavalry, and am in two minds about widen-
ing it still further to include Oriental Cavalry — |
would welcome the opinions of better military
historians than myself. It seems only fair that like
should not escape like; | prefer the above idea of
light troops catching up, to rule 17.0, in which
defending units must stay behind if attacked by a
combination of fast and slow (though there are
arguments on both sides). With this new rule in
force, cavalry still remains the best arm for dealing
with HB forces, but it is now necessary to use such
units to cut off retreats rather than piling in, thus
making things a little more interesting. Also it gives
the Arab player something to work for. In a
scenario like Hattin, the Moslems can ring the
Crusaders in with single HBs on alternate hexes to
stop him going anywhere, while massing every now
and again for a quick sortie, while the Crusader will
have to use his own fire attacks to try and disrupt
the Moslem horsemen before they can be picked
off, and at the same time try to force the Moslem
ring to give so much ground in one sector that it
breaks, and lets the Crusader horse out and round
the back to stop the tactical retreats.

In something like Qadisiya or Tours, where there
are no melee troops at all to back up the HBs,
there are still problems, since unless disruptions can
be inflicted by defensive fire in such circumstances
that there are still other troops around to fire at
the same hex with offensive fire next player turn,
it's back to trying to get 3-1 odds and a 5 or 6. But
at least while you are doing this, your HBs won't
be dropping like flies to the enemy cavalry.
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GAMES DAY 5

J. LAMBSHEAD

Games Day, for the benefit of the uninitiated, is
the annual games convention in London organised
by Games Workshop. So many people turned up
last year that this time the event was moved to the
Royal Horticultural Hall; a wise decision as four
thousand gamers passed through the turnstiles.
This makes Games Day the biggest single-day everit
of its kind in the world and it must now be con-
sidered second only to Origins in the boardgamers
diary! | should make it clear that boardgames are
only part of Games Day, modellers, figure war-
gamers and role-playing gamers are all catered for.
Stands and demonstrations show off everything
from frisbees to computers: the computers used
being Commodore PETs. | wonder whose bright
idea it was to hang their slogan by the ladies loo —
‘Play with a PET’! There were just too many stands
and participation events to describe them all but |
shall try to mention those of main interest to
boardgamers.

“Games Workshop’’ and ‘“Dungeons and Starships’’
had trade stands open for business. Philmar wete
the only games publisher present, they were mainly
pushing their new offering, Imperial Governor;
designer Ken Broadhurst was employed taking on
all comers. Noticeable mainly by their absence
were Simpubs, an Avalon Hill representative arid
WWW; Wakey wakey lads, this is now an important
convention. A couple of mail order firms (’’Man-
hattan Wargames’ and “Esdevium Games'’), the
former is a new organisation which runs a service
not unlike a book club. “Blodwyn Enterprises”
(well that’s what they call themselves) had an
amateur magazine on display, Gamesworld, which
contains up to four new games an issue. This
organisation, which hails from the North-East, is
new to me but | understand they intend to ‘turn
professional’ so perhaps we will be seeing more of
them down South. Games Workshop also are
considering publishing games so, with the new
wave of American companies, it looks as if there is
going to be some hot competition. Boardgame
clubs were represented, as usual, by the Ealing
Games Group. This year we had two stands,
the first was a series of demonstrations, of which
Swords and Sorcery was markedly the most
popular, the second was for our new National
Register. For any poor soul who is not-yet familiar
with this scheme | should, perhaps, explain that it
is a free contact service. To be put on the register
write to Eggocentral, 32, Windmill Lane, Southall,
Middlesex UB2 4ND, enclose a SSAE for a list of
other gamers and clubs in your area. We were
kindly assisted on this stand by your very own
John Spence, editor of Phoenix, who lent us a
copy of John Carter of Mars. Judging by the
number of people who tried to buy it SP| have a
winner with this one, assuming they pull their
finger out and sort out the copyright probiems.
Another well known personality with a literary
bent — Charles Vasey ‘Hammer of the Warg.’ and
editor of the excellent Perfidious Albion — could
be observed chatting to the peasants. Charles’ co-
editor, Geoff Barnard, had on display his ‘Play by

mail’ sheets. Anyone interested in these should
write to Geoff at 39a Mill St., Guisborough, Cleve-
land. The now traditional Bring and Buy stall and
auction were as popular as ever, as were the young
ladies looking after it.

For those interested in such things, here are the
relevant Games Day Awards for 1979,
(Phoenix readers were represented in this poll, the
organisers thanking those of you who replied.
Editor).
1 Best games — any type 2 Best wargame
st ~—D&D 1st — Squad Leader
2nd — Diplomacy 2nd — Third Reich
3rd — Squad Leader 3rd — Next War

3 Best SF/F game 7 Best boardgame

1st ~—D&D 1st — Kingmaker
2nd — Traveller 2nd — Squad Leader
3rd — War of the Ring 3rd — Diplomacy

8 Best role playing game 11 Best mag.
ist —D&D 1st — White Dwarf
2nd — Traveller 2nd -S&T
3rd — Chivalry & Sorcery 3rd — Fire & Move-

ment
12 Best games publisher 14 Best games inventor
1st  — Avalon Hill 1st — Gary Gygax
2rd — SPI 2nd — John Hill
3rd — TSR 3rd — Jim Dunnigan

15 Best games personality 16 Best new game

1st — Charles Vasey 1st — Freedom in
the Galaxy

2nd — Gary Gygax 2nd — The Next War

3rd — Don Turnbull & 3rd - Divine Right

Richard Berg

Personally | am doubtful of the value of this sort
of award, and not just because | am never likely to
win one. They seem to have a tendency to degener-
ate into an orgy of local backslapping; remember
when Keith Poulter and a hundred supporters got
together to vote WWW ‘international’ awards.
Admittedly Games Workshop tried to get votes via
PA and Phoenix but it was perhaps inevitable that
White Dwarf should be voted best mag., D & D
best game and Gary Gygax best designer etc.

Another problem with votes cast across the hobby
is people voting awards in areas where they have
little idea of what's even available. How many
boardgamers voted for Kingmaker as best board-
game, | wonder? Also, as usual, the latest big game
did well out of all proportion to its worth, If any
meaningful conclusion can be drawn from these
results it is probably that Avalon Hill are going
from strength to strength. It is nice to see a British
wargamer winning the personality award (lets be
chauvanistic); with PA winning an Origins award as
well, it seems to be Charles Vasey's year. There are
now two English personalities of the vyear. |
wonder if South East England is big enough for
both of them!

Finally | think lan Livingstone and Steve Jackson
are to be heartily congratulated for their initiative
in creating such an interesting event.

A REVIEW OF NEWS,

GOSSIP AND RUMOUR
COMPILED BY
DOUG DAVIES

OK KiD — MAKE YOUR PLAY

Yep pardners them thar SPI critters is going into
Westerns. Courtesy of that ole JFD you will soon
be able to star in the epic Six Guns From Texas,
a game based on the exploits of the Magnificent
Seven (67), and should you manage to survive this
ordeal better than Yul Brenner you may wish to
carry on into Gunslinger, a game in which you're
almost certain to end up on Boot Hill full of lead.
Other new items from the SP| corral include
Brandy Station on the Civil War cavalry action
which will use the TSS system, and a mini, The
Battle of Austerlitz, on Napoleon’'s most famous
victory which will have more complex rules than
usual for that size of game — see below for more
plans of this type. Medieval has been discarded as a
game title in favour of Empires, which to me at
least seems a more evocative and promising name.
Orbital, a game featuring the possible uses of earth
orbiting satellites for future warfare may become an
S&T issue game, which brings me nicely to the
subject of the latest plans for SPI's magazines.

S&T UPDATE (AGAIN)

The latest batch of games to be placed on the S&T
schedule are Cedar Mountain, a TSS - Stonewall
type game on the ACW battle with 200 counters
and a full size map which will go out in issue 80,
Tito, (previously The Balkans), on the entire war
in Yugoslavia including the initial invasion, parti-
sans warfare, and the link up with the Russians, to
be issued in 81, and Kaiserschlact, an update of the
excellent 1918 which will come out in issue 82.
This last will be designed by Jim Dunnigan, his first
game | believe since Panzergruppe Guderian, and
so it must be worth looking forward to.

FOR SF ADDICTS ONLY

The first issue of SPl's new science fiction gaming
magazine, Ares, will hit the streets in February/
March and will contain the mini game World Killer,
a friendly little offering from Redmond Simonsen
about a monster from outer space which threatens
to finish off the whole world {including World Wide
Whatsits I'm afraid Keith). It contains a novel 3D
movement system which I'm told is real ‘weird’.
Following issues will contain the Timetripper and
Wreck of the Pandora games previously mentioned
in this column.

WHAT'S NEW ON BROADWAY?

OSG have several new products in the planning
stages including Twentieth Maine, a game on the
climatic action at the Little Round Top during
Gettysburg which is due for release fairly soon.
Killer Angels are not the latest punk rock band but
instead is the title of another game on Gettysburg,
(it's the name of a book in case you're wondering),
this time on the strategic level which has just enter-
ed the schedule. Other titles being looked at include
Israel 48 covering the initial struggle to create the
modern Jewish state which is being designed by
Bob Herman. Also being considered is a Mini-
Quad, a set of four games on the Second World
War which although in the mini format will have
fairly complex rules, the small size being meant to
help the player handle the situation. Some ten
possible suggestions are being studied to see which

Continued on Page 25
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| fully agree with Major Mack's statement in
Phoenix 20 that ‘“Armada’’ is a good game; if you
can hack your way through the jungle of the rules,
it turns out to be surprisingly good (though still
with some faults — for instance, the French civil
war usually ends far more quickly than the War of
the Three Henries did historically). However, there
are a few errors in the Major's article, and a few
important points he seems to have missed.

Using the numbering of the article:

5.d. An answer from SPUK to one of my queries is
that Dutch SD units must be victualled by the
English if necessary, thereby somewhat offsetting
their other advantages.

6. An inspection of the map will reveal that
none of the lrish cities have any activation point
value. Therefore Spanish units cannot winter in Ire-
land by deactivating there, unfortunately.

13.d. First of all, | believe that rule 10.32 has been
misread. | took this as meaning that only the
besieged troops have their combat value halved,
and not the relieving troops — this, | would say, is
much more reasonable.

Secondly, consider what happens when an
inferior relieving force (say outnumbered 1-3)
attempts to relieve a siege. [t moves on to the siege
hex and during the combat phase a 1 or 2 is
thrown — i.e. no effect. Result? The relieving units
remain in the hex, and despite the facts that (1)
they are considerably outnumbered; and (2) they
have inflicted no loss upon the besiegers; according
to the present rules, the siege is successfully raised.
Slightly unrealistic, | would think. Instead, | have
substituted the following rule:

“Delete 10.31, 10.41 and 10.42. A Player
may attempt to relieve Friendly besieged
units by attacking the besiegers from an
adjacent hex, as normal combat. If, during

the combat, the besiegers suffer at least 1

step loss, AND at least as much loss as the

relievers, then they must retreat and the
siege is raised. The relievers may then advance
into the previously besieged hex, OR the
previously besieged troops may evacuate
their position and move on the hex of the
relievers.”

Shallow coast hexes:

A very reasonable suggestion, that DD units
may not enter shallow hexes. It's even backed up
by the Terrain Effects Chart (6.9), as well (Terrain
Type: Shallow Coast Hex; Movement Effect (Naval
Units): Shallow Draft).

Lastly, a (minor) historical point: lreland
seems to be rather strangely divided, religiously —
my Penguin Atlas of World History suggests that
the Protestant areas should be The Pale and the
Eastern half of Ulster (hexes 1309,1310, 1408,
1409, 1410), with the rest of Ireland Catholic.
Duncan Brack

| am sorry to note that my review of ‘Green Fields
Beyond’ caused such distress to J.C. (Buffy)
Frobisher of, or late of, the Royal Regiment of
Artillery (although | am unable to trace him in any
Army List since 1947 — eh Charles?); however |
have very good reason to believe that this distress is
not shared by David Isby, as | hope to demonstrate
in a moment. Nonetheless | did indeed make a silly
error over the business of artillery SOS and Rule
9.75 quite escaped my scrutiny, even over three
playings (it is a two-liner tucked in the bottom
corner of a page); | can only plead that this is an
instance of Homer nodding and | much regret it.
Interestingly, David Isby could not recall it at first
either, and it was in his second letter to me that
he broke the news. Pace Buffy's anguish, | do
consider, nonetheless, that to quote one undoubted
mistake and to use this to support an implication
that other errors ‘lurk’ in my review, making it of
dubious worth, is to display a lack of logical
thought, if nothing more; fact A does not mean
that B. C. D and E must also be true.

In Bob Campbell’s case | must gently refute
his implication that | tried to dissuade him from
playing ‘Green Fields’ and then, on hearing of his
playing a scenario in four hours, told him that he
wasn't playing it properly. | certainly said that he
would find it heavy going, based on my experience,
and when he later told me of his success | expressed
surprise but not scepticism. | probably said,
“Crikey, are you sure you got it right?’”or words
to that effect, but certainly nothing as blunt and
discourteous as the reader of his letter might infer.

Bob also considers that | must have made very
heavy weather of the game, that my use of paper
and pencil was unnecessary and that, while sincere,
my view is probably a minority one. That may be.
| can only repeat that | did find that planning of
artillery fire tasks and of expenditure of supply
points requires preplanning and thus note-taking if
one is not to forget one's calculations before the
combat phase is half over, and that a major offen-
sive is likely to require a player-turn of well in
excess of an hour to plan, note and carry out (in
two segments, remember). Other players to whom
| have spoken have agreed with me in most
instances, though not in all. Now let me quote
from a letter which came to me, quite out of the
blue from David Isby, the game’s designer:

““As for the game as a whole, your comparison
to a Mark IV tank is fair and generous. | achieved
what | set out to do. The game is for those really
and seriously interested in the battle. | also wanted
to show the degree of planning (pen and paper are
an absolute necessity) required in 1917. Fred
Helfferich of F&M told me that he spent four
evenings planning out his British opening attack
before unleashing it on an opponent, whereupon,
even with many bad die-rolls, the tanks had
secured Cambrai by the third turn. Even | think
four days of planning is a little extreme. The
question | have not answered to my own satisfaction
is whether or not | could have achieved my object-
ives in a simpler fashion. | personally do not mind
complicated games and | am very interested in the
First World War. These ‘threads’, to borrow John
Terraine's term, lead to ‘Green Fields’ being the
interesting monster that you found it the
review was much more perceptive and thorough
than any other.”

These remarks give me reason to believe that
my interpretation of the game and its play is much
nearer to the designer’s intention of how ‘Green
Fields Beyond’ should be played than that of Bob
Campbell, judged on his comments in his letter. |
hope also that they allay Buffy Frobisher’s anguish
as | should hate to upset another pongo (a piece of
naval slang meaning any soldier; it should not be
used to describe a soldier of one arm of the Service
as opposed to another).

To discuss two separate subjects in one letter
is poor staff duties; however | must point out that
when | wrote my letter in response to that of
Michael Harris | had no idea that this person was
one and the same as the jolly, extrovert Meic
Harries who loves nothing better than to send a
thousand Americans to Davy Jones or to blow
myriads of Japanese out of the sky in fiery ruin,

and with whom | can claim some acquaintance; the -

name ‘Meic Harries’ was notin my typescript. Meic,
| still disagree with you 110% over your “‘modern”’
views, but no hard feelings outside the Forum.
D.I.A.Mack
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| have finally found the energy to write to the
Phoenix and here is my effort. My comments are
directed to issue No. 20 which | have just read, a
little late due to holidaying.

Firstly, although | do not possess Firefight |
did find the new scenario by Michael Stoner
which was written in a manner, and of a content
that made it interesting to non-owners of the game
This was partly because the article was more
than just a string of meaningless counter abbrev-
iations, but also included some rationale for the
scenario.

The article “What's New?” by ‘Rifleman
Dodds’ was a waste of space, if | want ‘humour’ |
can buy Mad magazine, an article solely devoted
to ‘humour’ in a gaming magazine is a waste of
space. However | did agree with his comments con-
cerning personal computers and S.P.l. in that how
many British wargamers can afford one of these
extremely useful, certainly not essential, pieces of
equipment? | for one am a poor impoverished
student spending every spare penny on game
orientated material. What is more, the vast majority
of gamers | meet at the local club are of my age
group (18 years) or younger, certainly unable to
afford this luxury.

Thirdly the article on ‘Highway to the Reich’
was excellent and expressed my own view that
HTTR is already greatly neglected, although pos-
sibly one of the greatest games produced by
S.P.l. I shall certainly be trying out some of the
suggested rules changes and | have experimented
along these lines already. One thing | was surprised
by was the statement that the Glider Pilot Regiment
did not have supporting anti-tank gun units because
| have the vague recollection of reading that they
had their own AT units. Perhaps however | am just
imagining it, certainly the pilot infantry serials are
in error (and probably are over the Royal Marines
Armoured Support Regiments in Atlantic Wall).

This issue’'s Book Review was very interesting,
although possibly because the books were all of
modern subject, which isn’t everybody’s cup of
tea. | find that the reviews tell me what | want to
know about the book, although perhaps some
indication ‘of the availability of the book, (the
bookshops of Northampton aren't that well
stocked).

Notes from the Underworld is, in my view,
getting a little out of place, because after starting
as a series of introductory articles on D&D, it has
become an advice column for the involved en-
thusiast instead of for those who have never seen
the game or for those making their first tentative
steps.

Those already deep into D&D, such as myself,
can find this information in magazines solely
devoted to D&D, such as The Beholder. However
the Phoenix is a general magazine and | expect a
more general range of articles. Don Turnbull in this
issue's article states that the average intelligence
score (10%), is equal to an 1.Q. of 100. However
the Players Handbook states that the characters in
D&D are above average anyway, perhaps the char-
acters average should be greater. Unfortunately,
this would mess up the intelligence ranges for non-
player characters and monsters. However it ain't
much fun bein’ a character with Int 4 in a party
which decides to go to a foreign country where
they speak a language you ain't allowed to learn.
The best solution | believe is to give a modifier to
low intelligence scores.

To finish | must praise the overall quality of
this issue.

S.J.Cornelius

(Humour is one of the great dividers in Phoenix,
some think it totally out of place, others enjoy it.
My own humble opinion is that we shouldn’t treat
ourselves too seriously all the time, there is room
to laugh at and with our hobby! Editor)

| read the article on “Armada’’ (Phoenix 20) with
great interest as | too consider this to be a game of
some merit that proved most playable, albeit after
some ‘‘in-house’’ tinkering with the rules. May |
submit the following comments?

To my mind it is only possibi¢ to victual SD
units at sea by expenditure of Victualling Points,
and | therefore provision them under normal fleet
rules. | still fail to see why they do not require
munitions.

| must take issue with the quoted House
Rules concerning the Treasure Fleet. It is illogical
that the English Treasury should receive the Ducat
bonus for the capture of the Spanish Treasure



Fleet unless the English can return home with the
loot —in my first game, the booty-laden Englishmen
(and Drake!}) were intercepted and sunk by
Spaniards — no financial benefit to either side.
Secondly, the safe arrival of the Treasure Fleet
should benefit the Spanish Treasury no later than
the following month (they would not leave it in a
ship’s hold for several months) — therefore the 800
Ducat deduction to Spanish wealth accruing for
the second year start turn should always be made.
| believe the Treasure Fleet must always remain on
the board, activated or otherwise, with attendant
maintenance costs, until it sails again for the
Americas (in October?) for the 1588 bonanza (but
how about provisioning?). | see financial advantages
arising from the 1588 Fleet as | have described for
1587.

| also consider that the Papal benevolence for
a Spanish anding in England should surely not be
granted immediately — a realistic delay would be,
say, three months; news took a little longer to
filter through in the 16th Century.

Finally sieges: careful reading of rule 10.32
indicates, to my mind, that relieving forces attack
at full Combat Strength (assisted by besieged units
at half strength).

| agree that there remain too many debatable
points of issue. Hopefully, these will be cleared by
SP1 soon. Nevertheless, | echo D.I.A. Mack’s overall
recommendation. A final word, in the three games
| have played so far, shortage of money imposes
severe constraints but to date only the Spanish
have gone bankrupt — once.

R. Woodley

| read Stephen Hacket's article on Operation
Condor with interest, and found it a very fair
commentary on the game. Two bones of conten-
tion only: first, we have been spreading our rules
over 8 pages of the Wargamer now for nine months,
so it's a bit hard to be taken to task for packing
rules into 4 pages { | know, you've had the article
in the ‘bank’ for quite some time.... but this
remark is dated). Second, Stephen perpetuates the
myth that in ““Condor’’ the ‘‘Pyrenees are very
hard to get across’’. | think the article in Wargamer
7 demonstrates that in fact the Spanish player can-
not prevent the Germans from crossing on turn 1...
Keith Poulter

| read in 'Mail Call’ (Phoenix 21 — page 10} of Ken
Newall’s scepticism of the validity of Phoenix
publishing D&D articles apropos its remit. | wish to
state that | for one consider D&D and its genre,
such as A.D&D and Traveller, to be board war-
games.

I have thoroughly enjoyed Don Turnbull’s
series of D&D articles and | hope that Phoenix will
continue to publish articles of a similar high stand-
ard in role-playing games.

| would hope that writers to ‘Mail Call’ can resist
the temptation to take ‘cheap shots’: that against
chess and D&D is most unsavoury {again Phoenix
21, page 10) and | resent being told to go forth
regardless of whether | am interested in military
developments or not.

May | add some fuel to the FYEO debate: |
wonder how many S&T subscribers would continue
their subscription if both the free game and dis-
count service were transferred to Moves magazine
with commensurate changes in subscription rates
to both magazines?

I have found that several recent submissions to
‘Mail Call’ have degenerated into personal ferment-
ations. Should space be at the premium which Mr
Newall suggests, perhaps ‘Mail Call’ should be dis-
continued or reduced in scope to no more than 2
feature letters.

John Evans

[As noted at the head of the last Mail Call, that
issue was the last round of that particular face-to-
face simulation! We are still open for ‘constructive
criticism’H]

| was intrigued by Richard Jordan's letter { Phoenix
21). To prevent your maps from tearing along
creases, stick a small piece of sticky plastic at each
junction of the creases and where a crease reaches
the map edge. (Sticky plastic is better than Sello-
tape, as the latter tends to deteriorate). Both sides
of the map need to be treated in this way — this
also stops the map from tearing if you stick it down
during play.

In fact, | give my maps more general treatment
by completely covering them with sticky plastic —
playing side only. This protects them from accid-
ental spillage and more general wear and tear, and
costs about 50p per map. To prevent creases, |
store all my maps flat in one pile.

With some games | wrap sticky plastic round
each of the counters. Aithough rather time con-
suming, this does prevent them from tearing,
and it is a must if you want to play a game on the
wall, with blu-tac to hold the counters on. (The
map must be covered too, of course}. Blu-tac can
also be used to stick the counters to a sheet of
plastic or plasticcovered cardboard when not in
use; this is very useful when you need to find one
counter out of hundreds, e.g. step-loss counters of
a particular division in Fulda Gap.

1 also use sticky plastic to protect the ‘spines”
of my magazines, and an inch square piece to pro-
tect the corners of the covers, A final word of
warning — don‘t cover anything if you may need to
change it (e.g. a map alteration from an errata sheet)
you can't unstick sticky plastic.

Dave Berry

Although | was not really expecting it, | could not
hide my disappointment at not finding the Brief-
case Counter, jokingly referred to in S&T 57, in
the Plot to Assassinate Hitler countermix.-

| therefore decided to have one anyway and |
devised the following rules to facilitate this:

RANDOMISER CHITS
Front Back

3.3 Sample Units (addition)

Briefcase Chit
{containing bomb)

6.1(addition) The Briefcase chit is included in the
randomiser at the start.

18.58 (new rule). If the Abwehr Player holds the
Briefcase Chit during the Coup Harrassment and
Movement Phase (It may only be used during Coup
turns) and is attacking Hitler from any hex
inside the Fuhrer or Rastenburg HQ he may reveal
the chit.

The effect of the Briefcase chit is to add 4 points
to the effectiveness rating of the attacking unit.

Note: The counter can only be used against Hitler
during Coup turns from inside his HQ's, for one
Harrassment only, before the die is rolled.

Ken Newali

Opportunit

RIFLEMAN DODDS

He who snipes will himseif be shot at .... this at
least is the moral | must derive from the selection
of letters that my esteemed editor saw fit to publish
in the iast but one issue of ‘Phoenix’. The fusillade
did not cause offence. Indeed the fact that the
letters were split fifty-fifty indicates that | do not
stand alone on the matter of FYEQ. However here
I must make a confession. My gentle comments
about that column were more in the nature of crit-
icism rather than vituperation and, further to that,
there was something of the spirit of the stirrer
involved. Unfortunately, while | would like to leave
the subject lie there | feel that | ought to say some-
thing about the article by Colonel Dupuy in S&T
74.

Now |I'm not about to enter the lists with Col.
Dupuy who is a considerable man in the business
of modern military thinking but | am concerned
about the presence of the article in S&T. It signi-
fies, to me, a considerable change in attitudes within
Simulations Publications Inc. since the days when
the idea of publishing a game dealing with atomic
warfare sparked off a fairly big debate within the

firm and when the possibility of co-operating with
the Pentagon over Firefight caused a major up-
heaval. In short, while | am delighted to read
Colonel D's most interesting essay, | am not sure
that it deserves a place of such prominence within
S&T. As far as | am able to tell it does not relate
directly to a recent, or even important, S&T game.
Not that these circumstances bar it from S&T but
is such an article appropriate for a magazine of
‘Conflict Simulation’ for that, whatever other
changes have taken place at SPI, is their own des-
cription of what the magazine is meant to be about.

To be plain | read that SPI are about to start a
magazine dealing with F & SF games. That is grand
and will please the aficionados of such games enor-
mously. It would please me enormously if SPI
would also consider starting a magazine for those
of us who like to read material such as ‘The Credi-
bility of Deterrence’ and leave the space in S&T to
be devoted to the marvellous games related articles
which gave excellent background to the games
that we buy and play. Would | subscribe to such a
magazine? Oh, ves, but | would prefer to have the
separate magazine than to have S&T cluttered up
with the material, and anything similar to it, which
is offered by Col. Dupuy and his colleagues.

The sad thing is it seems, despite the great debate
about closeness of relationships with the Pentagon,
that SPl are moving more and more towards a close
friendship with that buiiding and it's inhabitants.
There is nothing immoral in that and since the col-
laboration, about which we were told, over Fire-
fight this closeness was almost inevitable. However
it may be that some observers will now find the
objectivity of the magazine less than totally cred-
ible and, since S&T is the leading magazine of the
hobby, that is a very great pity.

Corinthians One, verse 27

BOOK REVIEW CONTINUED

which is there is of good quality. Perhaps the most
interesting comment on the different nations is
the way in which each ended their respective cav-
alry organisations. Mostly there were solemn
parades of farewell. Not for the British who, after
a successful campaign in the Middle East, disbanded
their last mounted unit by holding a four mile
cross country race which finished by swimming
across the River Jordan which was “Very much
enjoyed by all.”

In Phoenix 21 | mentioned the new book about
the Chinese Armed Forces which is the published
version of the Pentagon’s 1976 appreciation of
the status of these forces. (Arms and Armour at
£6.95). Now comes a volume which is, while a little
further from the horse’s mouth, much more recent.
From Salamander Books comes The Chinese War
Machine at £7.95. In uniform with their earlier
works about the Russian and American forces, this
is an impressive assemblage of essays and the usual
high quality illustration that we have come to
expect from Salamander. Amongst other ‘weel
kent' names are Bill Gunston, Hugh Lyon and Bill
Sweetman as contributors of essays while Brigadier
Kenneth Hunt provides an interesting foreword.
There are two interesting things arising from this
book. The first is the amount of speculation in the
book, all of which is informed, but guessing never-
theless; and the second arises directly from this ....
the book clearly shows how much we don’t know
about China. It seems to me that this book is val-
uable on it's own but as a complement to the earlier
work it is, in combination with that book, absolute-
ly invaluable.
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ARNHEM

a magnetic game

DAVID CUIN

| suppose SPI's Arnhem must be one of the most
widc.y praised of the smaller board wargames. It
certainly seemed so to me coming freshly from
years of sporadic activity in miniatures wargaming.
To me board wargames were a heaven sent oppor-
tunity to resume the hobby when family demands
on time and space squeezed out table-top battles
and | can't think why | didn‘t take them up much
sooner.

The smaller games like Arnhem allow economy of
time since they can be put away between moves in
any out of the way place. Accidents can still
happen however with units displaced by the
slightest jolt or disappearing up the Hoover (it's
surprising what a vacuum cleaner can do to a
5-5-10 Panzergrenadier unit). Lying flat the Board
also accumulates dust, as those who've looked on
top of their wardrobes recently will know. Magnet-
ising the board so that the counters stay where
they’re put is not a new idea but there are one or
two short cuts and extras which | found in adapt-
ing my game which may be of interest to others.
It's easier than you think but even so there are
some pitfalls to be avoided.

First the objectives. | wanted a compact board
displaying relevant information and capable of
standing on edge without shedding it’s counters —
even when stacked. | also wanted to use various
markers to indicate bridge demolitions, range limits
and the like, and somewhere off map to park re-
inforcements or eliminated units.

Taking the above into account | arrived at a board
size of 635 x 610 mm or, to the die-hards, 25 x 24
inches. Others may want more or less of the infor-
mation | put on in addition to the map itself.
Plan the board size and content carefully, aven to
the extent of drawing it out because once you've
made it you're stuck with it — literally. My ad-
ditional information includes victory points
tracks for German and Allied forces, a CRT,
reinforcement schedules for both scenarios

Panzergrenadier units lead an assault on the
American 82nd Airborne Division around Oss.
Allied units move to support (Move 5).

(absolutely invaluable), and information on
weather, lines of communication and levels of
victory. All this saves a lot of flipping through the
rule book. Around the map itself | allowed a 10
mm (3/8 inch) margin but wish | had made this
25 mm (1 inch) to allow easier parking of units
entering the map next move and which must be
borne in mind this move!

| decided to use a |.5 mm (16 standard wire gauge)
steel sheet for the board obtained from a friendly
metal fabricator for £2. The thickness is not
important but flatness is — no buckles or bends.
Use a backing board to increase rigidity. | bonded
on a free offcut of 4.5 mm (3/16 inch) plywood
using Evostik impact adhesive and trimmed it just
larger than the steel sheet. The plywood is kinder
to furniture! Chipboard should also be satisfactory,
the thickness required depending on the rigidity
you want and your weight limit. For the board you
could use a redundant side panel from an old
cooker, ‘fridge or washing machine which may be
obtained for next to nothing, and which will
already be rust protected. Some kind of anti-rust
treatment is certainly needed. Such panels will be
lighter but need a more rigid backboard.

Make sure the surface on which you stick the map
and other items is dirt and grease free by cleaning
with methylated spirit or lighter fuel: Don't forget

the right safety precautions when doing this or -

using adhesives. Don’t do as | did and use a water
based adhesive; the map paper absorbs water and
expands causing severe wrinkling. Most of this
disappears when it dries but not all and it can
affect adhesion of the magnetised counters. Such
drying shrinkage will also cause less rigid backings
to bend. Use something like Cow Gum, a rubber
based adhesive available from bookbinders, art
shops or good stationers. This is easy to remove by
rubbing, where excess oozes out at the edges, and

.can be spread on with a stiff piece of card to a

uniform thin layer. You could use Pritt or UHU
sticks, very effective but a bit labour intensive. |
don't recommend double sided sticky tape because
normal moisture movement in the map paper
causes wrinkling between the strips when the
atmosphere becomes damper.

Make sure the map is correctly positioned and
apply it carefully because with the above adhesives
you don't get any slide and if it goes on with a
wrinkle or out of square you won't get it off
without tearing it.

Now for the extra information. |f you know some-
one who works in an office they may have access
to a copying machine, if not, most towns have
copying services (check Yellow Pages) or some-
times slot machines can be found to do this. Copy
the rule pages containing the information you want
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and cut out the relevant paragraphs. | stuck these
into position with a Pritt stick. Draw or trace
victory points tracks for both sides and stick these
on too. Make sure you have left a ‘parking’ area on
the board for out-of-use units and event markers. |
found it useful to mark the available air strike
points on the Turn Record Track as a mernory
jogger — | always forget them.

The board can be embellished as much or as little
as you like. | just filed the edges and corners of
mine smooth but you could even put a picture
frame around it if you wished.

Having described the construction of the board
the counters now need attention. If the game
involves double sided counters or stacks more than
three high then forget it if you want a simple life
and the ability to store vertical. Arnhem doesn't
involve either and is therefore ideal for magnet-
isation. Using miy method | am able to produce a
three stack whi¢h holds to each other and to the
board even when vertical. 2 stacks are quite robust
and will stand quite a bit of jolting.

There is a company called Sasco Ltd. who produce
a range of bits arid pieces — some of them magnetic
— for use in offices to create control charts, dis-
plays, programmes etc. There are other equally
good firms but | used Sasco products simply
because their products were available at my local
office supplies shop. They produce 12.7 x 12.7
mm (% x % inch) self adhesive magnetic squares
called Magna Tags which just fit SPI counters.
These are quite expensive at 90p for 36 but well
worth it for a game Arnhem’s size. It is so simple
to tear off the backing paper, stick the tag on the
counter, then trim off with a sharp knife if
required.

It is a good idea to watch out for the magnetic
polarity of the squares so that you get them all the
same way when they're stuck cn the units. If you
don't they won't always stick to each other pro-
perly as a stack. This can easily be achieved by
stacking the tags before peeling off the backing and
always putting them on the counters the same way
up.

Sasco also produce a range of coloured prepunched
dots, arrows etc. on magnetic strip which, depend-
ing on the depth of your pocket, you can use. To
economise | boiight a red and a blue coil of strip
(designated MT 5 at £1.15 per 2 m length) and cut
dots, arrows and rectangles out of this using a
modelling knife.

So away you go on your first game of magnetic
Arnhem. The counters are chunky and more than
twice as heavy giving a pleasant feel to movement.
Keep the score with coloured magnetic dots on the
points tracks, and ‘park up’ reinforcements by
game turn for easy use. Log eliminated units in
another area. Use the various kinds and colours of
event markers to display bridges intact or
demolished, units attacking or supporting or artil-
lery unable to fire. Keep track of your opponents
main thrusts with arrowed signals.

This concept can easily be extended to most other
games where limited stacking or single sided
counters are used. Even where units have two steps
it is possible to manufacture step reduction
markers and use the magnetic technique without
counter inversion. If 3+ stacks occur the magnetism
will make the stack more stable although they may
not hold on a vertical board.

Using a magnetic board it doesn’t matter where
you wargame. Put it in the car boot when you go
for a picnic or to refer to during a break at work.
You can wargame on your knee whilst watching
TV or even in the bath if you like, the possibilities
are endless.

If you really want to be one up, hang it on the wall
like a picture (if the spouse will permit). It creates
a tremendous talking point with friends who will
be keen to see what stage you've reached in a
postal game next time they visit. You may even
draw them into the hobby and create opponents
for yourself. So recline in the luxury of your most
comfortable arm-chair, prop the board up in front
of you and enjoy being a magnetic wargamer. | do.

-
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EDITORIAL CONTINUED

8. The Dragon — TSR Periodicals. Available from
the Games Workshop and many hobby shops.
This lavishly produced magazine is firmly based in
the role-playing genre, especially TSR's D&D, but
over the last few issues, with the incorporation of
Little Wars, has spread its net wider and whilst
remaining fantasy biased does have a few articles
or reviews on historical games i.e. the latest issue
to reach these shores has new scenarios for Air War
and flow diagrams for Source of the Nile. It is a
must for the D&D addict. 54 pages, bimonthly,

9. Fire and Movement — Baron Publishing Co.,
California. Available from Simpubs and many
other sources in the UK. The top magazine in
many peoples eyes, one of the best in my own.
Working from a “‘neutral base’” F&M uses to the
full the idea of reviewing and discussing games
alongside to an answer from the designer himself.
It also analyses game mechanics, discusses various
more general aspects of the hobby, and has a good
crop of short reviews of the new games. It is almost
totally historical simulation orientated, many of
thé articles coming with a neat sketch of the game
maps. Highly recommended. 52 pages, bimonthly.

10.Games and Puzzles — Willow Press, London.
Available in most large book stores. Since 1974
G&P has increased its cover of the boardgaming
scene but continues to be primarily a general games
magazine covering everything from Skirrid through
to Monopoly. It does have a review section of
boardgames written by Nicky Palmer that can be
very useful with its scoring system of rating games.
| understand that this cover may be expanded. 52
pages, quarterly.

11.The Grenadier — GDW. Available from Games
Workshop, London. This small (14 x 22 cm.)
quarterly publication tends to have a few long
articles on historical simulations with the emphasis
on their own products but does not limit itself to
them. Historical articles and game design discussion
rub shoulders with in depth game reviews/analysis.
I think that it has a more personal approach with
some good discussion generated within its pages —
worth looking at. 34 pages.

12.Military Modelling — Model and Allied Pub-
lications Ltd., Herts. Available in most large
newsagents. A magazine mainly for the modeller, it
has a column by Charles Vasey reviewing a number
of recent games, often the less well known ones.
This magazine introduces quite a number of people
to the hobby so this could be considered quite an
important column. MM also has a column on Mili-
tary Book reviews. About 100 pages, monthly.

13.Moves — SPl, New York. Available through
Simpubs and a few hobby shops. This is the other
half of SPl’s conflict simulation coverage con-
centrating on the ““Theory and Technique’’. With a
circulation of 9,100 it is well read and needs fewer
notes. In the main it presents modifications,
analyses and a few games replays of mainly SPI
games (though not all). That fellow Vasey appears
again under the guise of “Moves in English” —
gets good ratings | see! 36 pages, bimonthly.

14.Perfidious Albion — C. Vasey (again!). Sub-
scriptions only to 5, Albion Terrace, Guisborough,
Cleveland TS14 6HJ. Billed in the last issue as
“The World’'s Finest Amateur Magazine' one must
admit that it was the winner of the Charles Roberts
award in that category ‘this year! It has recently
gone litho and very well itlooks in it too. It special-
ises in up to the minute game reviews (relatively
short but incisive}, hobby gossip and ‘sharp
criticism of the hobby and its inhabitants. | don't
always agree with his interpretation of the news
but it is interesting reading and ‘keeps your finger
on the hobby's pulse’! You either will love it or
hate it — it causes that sort of polarisation. 21 x 15
cm. size, it appears either monthly or, as at the
moment, bimonthly, 20 pages.

15.Phoenix — you are reading it, nuff said!

16.Pursue and Destroy — First Echelon Publications
Ltd., 7331C Normandie Court, Hazelwood, Missouri
63042. Unavailable in this country at the moment.
Whilst | don‘t have a very recent issue to comment
on, this has been a more general military magazine
covering a lot of military hardware, miniature war-
games and a few reviews and scenarios for board
wargames. | understand from the editor that he is
now placing more emphasis on board wargames
and wili report further once | see a recent issue.

13 x 21 cm, bi-monthly, 40 pages.

17.8ignal — John Mansfield, 46 Charleton St.,
Oromocto, N.B., Canada E2V 2C8. Appearing
every two weeks to a month this long running mag-
azine describes itself as '‘a newszine aimed at the
military hobby”. This describes it exactly, being a
duplicated 8-10 pages of straight hobby news from
newest games through what is in the works to who
is doing what to whom, magazine reviews and con-
vention reports. Even films of potential interest are
covered occasionally. Very well worth while.

18.Swabbers — Mike Colleran, Box 44, Tiffin,
IA 52340, USA. This bi-monthly duplicated offer-
ing is not directly ava..able in the UK — you will
have to write to Mike. As with PA, Mike goes for
the up to the minute review though possibly allows
longer articles than PA., Whilst news items and
general articles do appear they do not take up the
same space as PA and are less incisive. This is an
enjoyable magazine and profits, as do all the dup-
licated magazines, from the ability to inject im-
mediacy into their short production time. 16-20
pages.

19.The Space Gamer — Metagaming, Austin,
Texas. Bi-monthly production available intermit-
tently in hobby shops though probably more
regularly from Games Workshop. Totally dedicated
to science fiction and fantasy gaming with the
emphasis on the former and the Metagaming
microgames. Since | have-little contact with the
microgames | have not read much of this magazine
but it is probably a boon for the owner of these
games and to the general SF gamer. 32 pages.

20.Wargame Design — OSG, New York. Appears
irregularly with a few articles on OSG games but
has contained errata to their games and is thus of
some interest. Will have to see whether the product-
ion regularises itself before commenting further.
12 pages.

21.White Dwarf — Games Workshop, London and
many hobby shops. A well produced magazine
appearing bi-monthly and concentrating almost
solely on science fiction and fantasy role playing
games and miniatures suitable for such gaming.
As well as such esoteric items as a new houri class
character for D&D it does have reviews of SF/F
fantasy board games, expansions for Traveller,
readymade dungeons, etc — a must for the role
player, and home grown too Il 32 pages.

That brings me to the end of my list — | repeat
that | may well have missed a few due to not seeing
them and hope that | can update the list sometime
in the future to include them,

And to end, another subject altogether .... feedback
results. | am not declaring any results from issue 21
this time, the mailing of Phoenix and the writing
of the editorial have slipped their usual smooth tie-
up and | am still waiting on a number of Feedback
cards. Rather than go for a very small group | want
to wait and give a more useful feedback; | would
hope that by the next time we will have the timing

.back on course.

GRAPEVINE CONTINUED

would best suit this treatment including one on
Army Group North at the start of Barbarossa,
another on the Crimea, and one on the battles
around Budapest 1944/45,

BUYING AND SELLING

Heritage Models who entered the boardgaming
scene a few months ago by taking over Battleline
Games have now sold the entire range to Avalon
Hill who outbid several other interested parties.
AH have thus acquired some fourteen game titles,
most of which were designed by the Craig Tayior-
Steve Peek team — who-incidentally will not get a
bean out of it all — but that's another story. For
the gaming public it must be good news that this
highly rated series of games will be getting the
benefit of the wider coverage offered by Avaion
Hill. Among the games obtained are two new re-
leases Samurai and Trireme, neither by the old
Battieline peopie, the latter of which | believe is of
British origin.

WHAT ABOUT THE WORKERS

The two leading characters from the above saga
now reside in Texas at the home of Yaquinto whose
range of games are now becoming readily available
in Britain, although contrary to some reports no
agency arrangement has been agreed. New projects
that Steve and Craig are working on include games
on the Arab/lsraeli naval conflict in the 1973 con-
frontation, a Warsaw Pact invasion game set in
1980, and a game on the island hopping campaign
in the Pacific conducted,by the Americans between
1942-45. The Three Musketeers have also attracted
Yaquinto, in spite of the same subject recently de-

feating another design team, so never fear perhaps
we will soon all be swashing our buckles, or buck-
ling our swashes which ever takes your fancy.

0DDS AND ENDS

As | write, with Christmas fast approaching, inter-
esting news from the rest of the boardgaming scene
seems a little scarce, hopefully it will pick up again
in the new year. GDW for instance are still working
on games reported on in previous issues with just
two sets of the System Seven miniatures sets
entering the planning stages. They are of course
heavily involved in updating some of the older
Europa games.

Metagaming, the people who invented the mini
format have recently announced the release of two
new games, both on SF/Fantasy subjects — Hotspot,
about living in a molten hell on crystal platforms (?),
and Annihilator — OneWorld, a pair of games, one
on a planet killing, computer-controiled spaceship
and the other in which the players take the part of
Greek style gods.

The next of the old SPI games to be updated by
Simpubs with new artwork and cieaned up rules
will be Seelowe. | feel this updating project to be
worthwhile for many of the old games are syperior
to more recent ones and it was only deficiencies in
production which lead to their premature demise.

WHY DAVIES GETS IT WRONG

Many companies when putting a new game into the
production schedule will assign it a working title
for internal use during development which in all
probability will be altered before release. This
expiains why some of the titles | list are not in fact
those which eventually see the light of day. An

example is ‘Tito’ which started out as “1941 The
Balkans,” then went to simply ‘The Balkans’,
before hopefully arriving at it's release title.
Obviously a good title is a good selling point and a

_lot of thought frequently goes into the choice of

name.
AN APPEAL TO THE GODS

This column is glad of any information it can get
on the boardgaming scene. I will mention any new
games by any company if | can get advance news
of it's release, so anybody caring to benefit from
this free publicity should just write to me care of
Simpubs with any relevant details.

STOP PRESS

The TSS game system is being exploited to the full
by SPI for in addition to those titles |'ve already
indicated at least eight others are under consider-
ation. A game l've not reported on before is The
Glory That Was Greece a Richard Berg design on
the Peloponnesian War.

The ltalian game company International Team are
looking for wider British outlets. | understand their
games have been available in limited quantities for
sometime and include such titles as Okinawa,
Yorktown, Medici, Kroll And Prumei (a galactic
empire game), and Zarco’s Lords your standard
fantasy and magic extravaganza. The rules are in
five tanguages including poor English and appear to
be relatively simple. Graphically the maps are stun-
ningly beautiful and the rest of the artwork good —
how they play however |'ve no idea.




SIMPUBS BRIEFING CONTINUED

flawless although it was late which can be put
down to a hangover from the pre-shakeup days.
The S&T 77 shipment got out on time which is
particularly encouraging when one bears in mind
the fact that it was put together just prior to
Xmas, SPI’s busiest time. In the past we have
found that the Xmas order always falls behind
schedule. Could this be the start of a new era, |
certainly hope so, another year like 1979 and I'll be
a candidate for ulcers. Not only will S&T be on
schedule but .... wait for it .... there will be five
new games in there. Commando, Medieval Quads,
City Fight, Demons and Deathmaze are shown on
the packing list. The following shipment should
contain Air War 80, Air War Expansion Kit, Bulge,
Leningrad and John Carter Of Mars. Yes | did say
John Carter, the copyright problems have been
cleared up at long last much to the relief and
delight of yours truly. Having been starved of new
titles for so long the sudden influx is a most
delightful experience.

The good news does not finish there, stocks of
Yaquinto Games are also en route to us after a
considerable delay and it looks like we will be able
to offer subscriber discounts on these games as
well as setting prices considerably lower than those
currently being asked. If you can hold off your
desire for these games for a few weeks then do so, |
am sure we can save you a bob or two.

It would be very pleasant to continue this feature
in the above ebullient manner however there are
two sobering facts hovering over our heads at
present, both of which are the price increases men-
tioned in issue 22. S&T is definitely going up in
price to us, or rather has now gone up in price. The
same is true of the boxwraps. The effects of the
former will not be felt by subscribers immediately,
we are absorbing the increase temporarily while we
look into the feasability of producing S&T over
here, if it proves to be a viable proposition you
may never feel the pinch, if however we cannot get
this off the ground then you can expect to be hit
by a price increase of about 50 pence per issue.
Not a pleasant thought.

You will note on the current price list that we have
now dropped the unboxed versions of SPl games.
Fewer and fewer people have been going for this
style over the past 12 months, combine this with
the problems of stock control caused by operating
the dual format and you have yourself every just-
ification for taking this measure.

Finally we have an Irish problem. Since the recent
monitary developments with the EEC, Irish
cheques and postal orders have been treated by
British banks as foreign. This means that bank
charges of £1.00 to £1.50 have been levied on each
transaction, obviously we cannot absorb this short-
fall therefore we have been obliged to hold up and
invoice most Irish orders. Anyone ordering from
Eire is advised to go along to their bank to ascer-
tain the best way to get payments to us. Yet
another case of governments messing with mans
recreational activities.

Since sending off this column for inclusion in
Phoenix 23 | am delighted to report that our mail
order system is now ready to go on steam. Until
we take delivery of regular stationary we will be
creating temporary invoices with each order, these
will carry an explanation of the comments to be
found under the ‘Action’ heading but do not
contain all the information to be included on the
regular invoices which should be to hand in 3
months. If you are not sure about any part of your
order please contact us giving details of your query
along with your new A/C Code, the date and the
invoice number, all of which will be found at the
bottom right of your invoice. It is possible that
we will still come up against some problems
during this initial period, any alterations you might
find on the printed invoice will be there as a result
of the manual checks that we intend to carry out.
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FEEDBRCK

How to use the Feedback Response Card: After
you've finished reading this issue of Phoenix,
please read the Feedback questions below and
give us your answer/numbers on the card in the
response boxes which correspond to each number.
See centre spread for reply card. Please be sure to
answer all the questions (but not write anything in
the box for question-numbers labelled “‘no
question”). Incompletely filled out cards cannot b
processed. What the numbers mean: When answer-
ing questions ‘0"’ always means NO OPINION or
NO QUESTION, ““1" imeans YES and ""2" means
NO. When the question is a rating question, ‘1" is
the WORST rating, ‘9" is the BEST rating; 5" is
an average rating and all numbers in-between
express various shades of approval or disapproval.
Please do not use decimals or halves,

The deadline for the return of this card is 3 weeks
from the receipt of this issue.

(1) How long have you been playing board war-
games? 0= less than 1 year, 1= 1 year, 2= 2
years ... 9= 9 or more years.

How many board wargames do you have?
(Quad games count as 4 games). 1= 1-10,

2= 11-20; <cn 9= 81 or more.

Did you send in the Feedback card from issue
22?

Did you send in the Feedback card from issue
21?

(2)

(3)
(4)

The following set of questions will, hopefully, give

me some idea as to how you, the reader, view ' board

wargaming (or whatever you will call it) — acknow-
ledgements to MOVES for the format of the
question:

(5) Pick the one name from the following list that
best suits our hobby and enter its number in
the answer box: 1= Wargaming, 2= Conflict
simulation gaming, 3= Adventure gaming,
4= History gaming, 5= Simulation gaming,
6= Military gaming, 7= Board wargaming,
8= Some other title not listed — enter com-
ments below.

The next set of questions ask you to indicate

“which types of games you think belong in our

hobby. For each game type write 1 (Yes) if you
think it forms part of the hobby or 2 (No) if you
think it shouldn’t be considered part of the hobby.
Many of the questions only differ by a word or
two so please consider them carefully.

(6) Historical, military board games

(7) Historical/political/economic/sociological
board games

(8) Historical personal combat or strategy board
games (e.g. gunfighting, questing, duelling).

(9) Science fiction military board games

(10) Science fiction political /economic/sociological
board games

(11) Science fiction personal combat board games.

(12) Fantasy Military Board games (e.g. War of the
Ring)

(13) Any board game that simulates a real-world
experience or event that involves struggle or
conflict on a military or para-military basis.

(14) Any board game that simulates a real-world
experience or event that involves struggle or
conflict of any type

(15) Any board game that simulates a real-world
experience or event of any type (not neces-
sarily involving struggle or conflict)

(16) Non-board games, using miniatures, that
simulate historical military events

(17) Non-board games, using miniatures, that
simulate science-fictional military or para-
military conflict

(18) Non-board games, using miniatures, that
simulate science fictional personal combat or
struggle

(19) Non-board games, using miniatures, that
simulate fantasy military or para-military
conflict

(20) Non-board games, using miniatures, that
simulate fantasy personal combat or struggle

(21) Non-board games, using miniatures, that
simulate conflict or struggle of any kind.

(22) Role-playing games that simulate personal
combat and adventure in a military or para-
military setting,

(23) Role-playing games that simulate personal
adventure not involving personal combat or
violence.

(24) Role-playing games that simulate personal
combat adventure in a non-military setting.

(25) Role-playing games that simulate personal
struggle in a political, social, economic or
psychological context.

(26) Games which do use boards, miniatures or
role playing techniques but which simulate
real or imaginary conflictin a military or para-
military setting.

(27) Games which don't use board, miniatures or
role playing techniques but which simulate
real or imaginary personal combat or struggle

(28) Any game, using any type of equipment or

technigues, that simulates an historical mili-

tary or para-military-conflict

Any game, using any type of equipment or

techniques, that simulates an historic econ-

omic, political or sociological conflict or
struggle

Any game, using any type of equipment or

technique, that simulates personal combat or

adventure

Any game, using any type of equipment or

technique, that simulates any real world

process (not necessarily involving conflict or
struggle)

Any game, using any type of equipment or

technique, that simulates any imaginary

(sf/fantasy) conflict or struggle

Any game, using any type of equipment or

technique that simulates any process or event,

real or imaginary

Any game, using any type of equipment or

technique that give the appearance of simul-

ating or modelling any process or event, real
or imaginary

(29)

(30)

(31)

(32)

(33)

(34)

(35) Rate this issue of Phoenix on a scale of 1-9
9 being excellent and 1 being poor. | would
appreciate a few constructive comments and

reasons below if you rate it 4 or less

Rate the following articles/reports in this issue on a
scale of 1-9, 9 being excellent and 1 being poor.
Please insert zere if'you did not read the article.
(36) Fulda Gap — D.Mack

(37) Army Group South — P.King

(38) Fear God & Dreadnought — D.Davies

(39) Games Day 5 — J.Lambshead

(40) History and the Horse Bowman — R.Musson
(41) Great War in the East — A.McGee

(42) Wallgaming — C.Maclachlan

(43) Arnhem — D. Cuin

(44) Dreadnought scenarios— G.Wheatley

(45) Objective Moscow Review — A .Sarker

(46) Simpubs Briefing

(47) Grapevine

(48) Book Review

(49) Mail Call

(50) The idea of a Contact Column

(51) The idea of incorporating occasional cartoons
(52) The published cartoon

e
DREADNOUGHT SCENARIOS: CONT
Force 5: German Player:
Invincible (191) C51

Inflexible (192) L61

C11 L51

L21

At the beginning of each scenario the British Player
rolls a die (secretly) to show him which force he
dses (a roll of 1= use Force 1 etc). If he rolls a ‘6’
or number already rolled, he rolls again.

* =

= take 2 from speed of unit and add one to
attack and defence (represents pre-dreadnoughts
Triumph and Canopus).

BASE VISIBILITY: in all scenarios is 10 hexes.
VICTORY POINTS: German Player: 20 victory
points if German force (all of it) breaks sighting.
Normal points for inflicting damage.

British Player: double points for inflicting damage.

Note: the German force is represented in each
scenario, so in each scenario there is C51, L61 and
L51.
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From The Workshop

O erdtlon CrUSQderA giant-sized, realistic boxed game com-

bining tactwal operations with strategic activity for a truly impressive game of North
Africa, Rommel and the desert. . .............. ... .. ... ... 0., £22.50
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. .
Cdse Wh“.e Part of the Europa Series, but playable separately, this

boxed game covers the Wehrmacht’s initial, overpowering blitzkrieg against Poland in
1939, Victory or defeat is measured by the rate of German progress. ......... £8.95

ROCId 1'0 .I-he Rhine Montgomery. . .Arnhem. . .Remagen. . .

the West Wall. . .the Bulge. . .and the final offensives against the Reich. This boxed game
simulates the Allied drive against the Reich of 1944, .................... £8.95
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MGI‘I"'Q Merkur Playable separately, or as part of the Europa Series,

this boxed game recreates the Balkan campaigns of World War ll. Beginning with the
Italo-Greek War, the game continues through to the air-invasion of Crete. . . ... £11.095
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La Bataille de la Moskowa

The classic Charles Roberts Award winner, now newly packaged
in a boxed version. This is the original game of tactical
Napoleonic warfare which recreates the Battle of Borodino,
1812, and captures the flavour and history of the French
Guard the Cossacks, the uhlans and all the other warriors on
the climactic field ‘of battle in Russia. From this seminal
simulation sprang the legion of 19th century tactical imi-
1714 10) 1 -SRI £16.50

GDW

| enclose a large stamped (13%p) addressed
envelope plus 30p in stamps. Please send me
your 52 page illustrated games catalogue, des-
cribing over 300 games with over 130 illust-
rations.
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Just like our legendary heroes you too can volunteer to fight against outrageous odds for a weekend.
Take on British Rail with its famous timetables and sutlers corps. Lock horns with the motorway systems
infested with ‘improvements’ and jam sandwiches. Treat yourself to a Cosmic Encounter with
‘Devious Delia’, an experience more deadly than all those already mentioned rolled into one. Yes folks,
it’s that time again, time to gird your loins and expose yourself to yet another SPUKORGY.

For our seventh SPUKORGY we make a return visit to Owens Park which was used by us for the first
time last year to hold our Autumn Meeting. Those of you who attended will be aware that there were
‘a few problems which can be truthfully put down to teething troubles. These points have been brought
to the attention of the management at Owens Park who assure us that there will not be a repetition.
Despite these problems the worst of which seems to be the shortage of liquid refreshments,

I have been told by a number of gamers who attended the Orgy that Owens Park was a good venue
‘and well worth going back to, so be it.

Situated about 3 miles from the centre of Manchester Owens Park is easily
accessible by rail, road and air. Manchester’s main stations Piccadilly,
Oxford Road and Victoria — are 3, 2% and 3 miles respectively from the
venue. This distance can be readily traversed by taxi (approx £1.30p) or by
bus using one of the many bus services that go past the complex (cost
about 25p). Those of you®coming by car will find the route particularly
uncomplicated whether your approach be from the North, South, East or
West.

So much for accessibility, what does Owens Park have to offer in the
way of facilities? Judge for yourself: ® Accommodation: single rooms are
the order of the day (these can be turned into twin or double rooms for
couples on request). For £8.50 per head you will get a room with a wash-
basin, bed (obviously) and storage for cloths, games and bottles of whisky.
You will also get a fully traditional English breakfast and pantry rations for
that early morning/late night brew. Showers and/or baths can be found on
every floor in the residential area. The rooms are heated by hot water
radiator central heating, individual keys are issued to resident participants.
@ Catering: self-service meals will be laid on at the following times — Friday:
Dinner (choice of menu) 8.00pm — 9.00pm; Saturday: Lunch (buffet)
1.00pm — 2.00pm, Dinner (choice of menu) 7.30pm — 8.30pm; Sunday:
Lunch (buffet) 1.00pm — 2.00pm. The cost of meals is very reasonable,
£2.25 for the buffet and £3.45 for the dinner. Special diets can be catered
for, details should be given on your booking form. ® Alcohol Intake: bar
facilities close to the playing area will be made available Friday 6.00pm —
Midnight; Saturday 11.30am — 2.30pm , 6.00pm — Midnight; Sunday
11.30am — 2.30pm. These bars will be amply stocked with wines, spirits,
beers and soft drinks. ® Games Playing Area: we will have the use of a hall
that will easily accommodate 300 to 400 bodies. Playing tables (obviously
built with us in mind) have a 2°x3’ surface and are a perfect height for
gaming on. These tables are of regulation dimensions, no more trouble get-
ting a large playing surface for those giant games. 24 hour service at Owens
Park means that you can game on a 24-hour basis if you have the stamina,
obviously no restriction on this score. ® Miscellaneous Items of Interest:
Owens Park has parking facilities for up to 350 cars, there are 8 coin box
public telephones on site, a switchboard to accept incoming calls, and 3

cigarette machines. For the war weary there are such joyous diversions as
TV rooms, dart boards, table tennis equipment and the indispensible bar
soccer tables. We have even been given permission to set up our trade
stand on site so you need not loose sleep over the possibility that you will
not be allowed to contribute towards the ‘Save the Simpubs Fund’.

It is standard practice at Owens Park for the promoter to handle all
of the monetary arrangements therefore we will be issuing invoices ahead
of the event. Due to the cancellation procedure adopted by the University
officials we will be obliged to set a deadline for payment of these invoices
after which time, non payment will be considered an automatic termination
of your reservation. We must do this to avoid heavy cancellation charges

which would otherwise be incurred by us.

To attend our SPUKORGY SPRING ‘80 fill in the booking form
which can be found in this issue of Phoenix and send along with a booking
fee of £2.50 per attending gamer to:

M SPUKORGY SPRING ‘80
Pul( ‘SIMPUBS LIMITED
FREEPOST, CROWN PASSAGES,
R GY HALE, ALTRINCHAM
CHESHIRE WA15 6BR
This booking fee entitles you to attend the full meeting from 10.00am
Friday April 25th — 5.00pm Sunday April 27th. Light refreshments
will be served 10.30am, 3.30pm Saturday and 10.30am Sunday to all
gamers and custom-made name badges will be issued at the check-in
point. Bookings for attendance only can be taken up to Friday April
11th, bookings for those of you who want accommodation and/or meals
MUST be with us no later than THURSDAY APRIL 3rd.

A full list of charges applicable for the weekend is given below, these

include service charges and VAT.

Attendance Charge £2.50
B & B for one (per night) £8.50
Lunch (buffet) £2.25
Dinner £3.45
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