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Several of you have asked why S&.T is printed 
in Japan instead of in the good 01 ' U.S. of A. 
The most popular theory is that it is considerably 
cheaper to print it there (it is), but the primary 
reason is that I am stationed just outside Tokyo 
with the U.S. Air Force. Come spring, when my 
current commitment is fulfilled , S&T will come 
to you entirely from the United States. 

In anticipation of this rather major change in 
publishing procedure, we checked on printing costs 
in the New York area, and (you guessed'it) it looks 
like we'll be forced to raise ou r prices next year. 
Tentatively, we plan to ask $6 .00 per ten-issue 
subscription with single copies at 75'/... This would 
be only for those subscriptions and orders arriving 
on 1 January 1968 or after. In addition, we will 
not be able to allow new subscribers to begin their 
subscriptions with our first issue as we do now. 
We're running out of the early numbers very rapid­
ly, and I doubt there will be any left to worry 
about by the end of the year. We kept the run 
fairly close in the beginning. 

As a special offer to those of you who have 
supported S& T in its first year, we will accept 
renewals and extensions (within reason) of current 
subscriptions at our pre8ent rate. as long as they 
arrive here sometime before 1 January . Our regular 
rates will also continue until that time, so if you 
have a friend who is considering subscribing , it 
would be to his advantage to act soon. 

• • • 
Other things for next year: 20 or 24 pages b.l 

advertising and circulation continue to grow, and 
if we can pull off the change of publishing address 
without too many problems, we will go monthly. 
You should see S&T on sale across-the-counters of 
major hobby outlets too. As a matter of fact, 
S & T is now sold at the Womrath Bookshop 
and Library, 229 Fulton Ave., Hempstead , New 
York. They have a complete stock of all back 
issues and many other selections of interest to war­
garners. Drop in if you're in the area . 

• • • 
What with changes in subscription address, 

format, and the expansion, we seem to be con­
sistantly late again . In order to get things back on 
a more timely basis, there will be no S&T next 
month . The next issue will be November's. 

• • • 
-Christopher Wagner 
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DIPLOMACY 
by John A. McCallum 

)0/111 McCallum. /aJl' claim la the 
du/'liau , dilltinctian af being thll oldnt 
(at 50) of activll Diplornacv playtT" 
Whert not kept bUill' with hi. dutiu 
as r meteor%gi.t witli the Canadian 
Cllzlil'alent of the U.s. Weather 
Bureau, /ill publuhlll onll of t/ill mOill 
w,jdely Tead P08tal Dill/o11l(l.CJI bul· 
/elin ll, Brobdingnag, noted npecia/ll' 
for it. di,cu. !fi01l of the game TV/Ill 

and it.t rating 1I1f,/em.,. John i. alao 
,nrhap. the O1Ie ma" mo,t T rlJpoyt­

"ible for the .harp increl!:fe in Dip/o­
miley'.! popzdaritll among wargamer~ 
in Ole la.t vear or ,o.-Ed. 

"War il politics punued by other 
means," said Clau5ewitt, and Diplo­
macy i, that rare thing, a game which 
s im ulatea the international politic. 
which precede the actual outbreak of 
hostil itiea, u well al the purely mili­
tary phase afterward. Invented by 
Allen B. Calhamer about ten years 
ago, it diffen from other wargamu in 
many re.pect., and i, well worth in­
vestigating by wargamers momentari­
ly til'ed of the more u,ual tactical 
type of game. 

The board i, the map of Europe a, 
it wa, in 1914. The ..even playen 
each reprnent one of the Rven major 
European powen of that period; the 

oOb j" -t of I!I\ch of them i. to gain (:on-

' / 
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POSTAL DIPLOMACY 
by John Boardma n , Ph. O. 

• 

Dr. Boardman, a 34~lIear-old pro­
fu,or of 7J/i'llsic. at Brooklyn College, 
i. the originato-r of the .y.tem for 
po.lal Plall of Diplomacv and pub­
luhu Grau.tark, the oldert Po.lal 
DiplomaC)' bulletin. Grau continues 
to be a mu.t for all sllTiou. Diplomacy 
ftln., filled as it i. with. ilome of the 
,mo.t eniollable press reielUu, erudite 
connllnlt on tile game, interesting let­
ter., and controvllTsial contempora'll 
pulitieal comment. Then too, one can 
no' wander veT'll far in Po.tal Diplo­
macll witlioztt encountering his 
"Boardman Number." u.ed to duig­
nate all games plalled in the .tandard 
blilletin.. Joh'ft i . aLto a ke'll man in 
.cience fictil11t fandom (h·ea.urer of 
the 15th WS F Convm ttom bei'ltg held 
in N.Y. thi. ?IIl11tth). J wl11tder what 
he does with hi. free evening,.-Ed. 

In the spring of 1901, two British 
fl eets moved toward Scandinavia. Al­
most s imultaneously there WAI a 
general mobiliution throughout Eu­
rope, as the major power! engaged 
each other in total war. 

Cla.hes were reported from the 
Franco-Italian border. Ruuian 
troops, based in Wanaw, moved into 
Pruuia. I'll the Balkans, AUltria­
Hungary and Turkey engulfed the 
smaller statu and moved towards. 

• 

. .. ~ 
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DIPLOMACY VARIANTS 
by Capt. Rodney C. Walker, USAF 

Captain Walker. 0.1'1 Air Force of­
fi cer witli an M.A. in Political Science , 
i. current/II ,talioned in Turkey 
wherc he continues to publish Enhur 
on, a bulletin in Large part dnoled 
to Diplomacy variant.. Involved in. 
plalling and duiyning wargames 8ince 
J 956, he is often accuslld of introduc­
inu Diplomac'll to San Diego, now a 
hotbed of political gamer.. Captain 
Walker design. what ar, widel~ con­
sidered the best Diplomacy-related 
pamu around : incliiding Imperiali.m 
VIJ tilroll[]/z Xl, Open Door, Princep., 
and Flludali.m I. fi ll hold. the uni­
que distinction of having his game. 
pla~ed in b1llletins other than hi. 
(lwn, and, starting with our next 
iuue. 1IIill lU.ume cho-res as Diplo­
maCIl Editor for S & T. 

Allan B. Calhamer'l game, Diplo­
macy, hAl a number of unique fea­
tures which, I think, helped endear it 
to it. numeroul fanl, both thOle who 
are po,tal playen and tho.e who are 
not. For one thing, it i. the first 
genuine multi-playe r game to elimi­
nate the element of chance and allow 
the course ot the game to be delelmin­
ed entirely by the actions and interac­
tions of the playe rl. For another, it 
eliminates the concept of "lurn.", 
which makes po. ition of play an im-

19 
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DIPLOMACY (Cont'd from page J) 

trol of aa much of Europe 81 pouible. 
Obviously a player who jUlt goel to 
war with all hia neighbors will And 
that they all go to war with 
him, and his carter will be a 
brief and ingiorioul one. This re­
SUItI in one of the great differences 
bfotwten Diplomacy and other war­
games--:la there are aeven partici­
pants, each competing with all the 
others, they are driven to negotiate, 
and to arrange truces, non·aggression 
pacta, and alliances, Whence the 
name "Diplomacy", Negotiation with 
the other playerQ begins before the 
opening move, and continuea through 
mOlt of the progreu of the game, 
The old Italian adage, .. the enemy of 
my enemy il my friend" finds fre­
quent contlrmation in these negotia­
tions, 

In order to pel'mit due nttention to 
the diplomatic aspects, the game is 
limited at the othel' end of the chain 
of command. The smalleat unit that 
may be independently moved is a full 
Army Corps, which marches at a 
bound, from Sevaltopol to Moscow, 
A player is never Captain Dufour 
concerned with moving his company 
across a dvel', nOI' even Marshal Ney 
concerned with the disposition of an 
armYi he is Napoleon who orders the 
movementa of a dozen armies, while 
the other hnlf of his brain is occupied 
with penuading other powers to help 
him. 

Another novelty in Diplomacy, as 
compal'td with the more usual type of 
board wargame, is the feature of the 
simultaneous move, In almost all 
other rral-:les playen move alternately j 
white first, then black, then white 
again. In real life; however, a Ger­
man army may be moving fl'om the 
Vistuln to the Rhine at the same mo­
ment aa the French are rushing 
troops from the south to the Marne. 
This feature is neatly incorporated in 
the game: all movement orders must 
be written, and allteven playen turn 
up their orden together on a given 
signal. From this stems the peculi­
arity that a perfectly legal order may 
prove impouible to carry out, if it is 
oppoMd by something done by one ot 
the other players, 

The game allO mimics reality in 
having two types of units, armies and 
fleets, Fleets can only operate em the 
high lItal and on land area. that bor­
der on the lea, armiel only on dry 
land, The latter can, however, be 
carried aeros. bodie. ot water by con­
voying tleet.. The economic ba.ia of 
war il likewise retlected in the game 
-a country which IOltl important 
areal, called "Iupply cente ... " must 
disband a corte.pondlng number of 
unitt al it no longer has the wealth 

required to maintain them. A gain ot 
a supply center, similarly, allows the 
player to build an additional unit. A 
natural result is that the opening 
phaae of the game usually lees a rUlh 
to occupy neutral territory-exactly 
as happened in 1914, when Belgium 
and Serbia were over-run in the open­
ing weeki of the Great War. 

The rules ot Diplomacy recommend 
15 minutes as the time limit for each 
move. As there are commonly about 
two dozen movea in a game, it can be 
seen that a game may take a long 
time to complete. And many playe ... 
al't apt to find 15 minutes all too 
short, During that quarter-hour they 
have to decide on their line of play, 
persuade other players to give the 
ne::es.!!ary support, and then wl'ite out 
the orders for each of the units they 
own, Anothel' difficulty In the game 
as played over-the-board i, the in­
evitable lack of secrecy, If the player 
for Gennany seea the player. for 
france and England in a long and 
l'arneRl huddle, it will take no great 
genius on his part to discern that an 
attack on his forcet is impending, as 
he is the only power in close contact 
with both England and France, In 
an effort to give more time for negoti­
ation, as well as to insure 8eCI'ecy for 
it, two developments of Diplomacy 
have occurred. The first i. the "move­
a-week" game. Players are choaen 
from a group that meeta at frequent 
interval8-say 7 member, of a bridge 
club ..... hich meets weekly, All the 
n,al play i, done dUl'ing the time be­
tween meetings. The players negoti­
ate in person or by telephone in per­
fect secrecy, and write out the orderl 
to their forces. The orden are dis­
played at the meeting of the club, and 
the new position of the board is 
shown-something taking about tlve 
l:linu~cs nnd convenientiy done during 
the usual bl'eak for coffee; but the 
real play of the game, the negotiation 
and the ordering ot the moves, il 
done in secret and with a week's time 
for thought. 

The other similar development is 
Postal Diplomacy, played in amateur 
magazines. The players, who will 
usually live in widely aeparated cities, 
negotiate by letter, By an agreed 
deadline they send their moves to the 
editor ot the magazine who actt a. 
gamesmaster, i.e. the umpire of the 
game. Moves are ulually tWO; IOme­

times three, weeki apart, allOwing 
ample time for negotiation, Originat­
ed by John Boardman in his magaline 
Grauatark tour yean ago, Poatal 
Diplomacy has now grown to the 
point where there are more than 20' 
amateur magazinea devoted to the 
game, and another 10 or 12 which 
carry variant game., .uch as Super-

diplomacy and Economic Diplomacy. 
As the Postal Diplomacy magazines 

are produced by amateu l'S it would be 
unwite to list their names and ad­
dres.aes here: by the time this appeal'l 
in print, one of the editors will have 
moved, another will have ceaaed pub­
lishing, and there will be several new 
ones, However, any interested I'eadel' 
who write. the author of this article, 
care of Strategy &. Tactics, will re­
ceive by return mail a list of Such 
maguinel cUl'rently published, With 
remarks to show which of them have 
vacancies tor additional playen. 
Theae commenu about changea of ad­
oress of editol'l are not meant to give 
the impression that the Diplomacy 
magazinea are in a constant state of 
tlux, The tirst of them, Gl'austnk 
has appeared every two weeks fOl' the 
last fOUl' years, occasionally mOI'e 
frequently when the situation de· 
manded it, Thl'ee others have been 
published continuously for longel' 
than two yeal'a. And some of the 
younger joul'Tlala have eatablished an 
enviable reputation for regulal 'ity, 

An interelting feature of the postal 
\'enion of Diplomacy is that the space 
available has made it possible for 
players to publish propaganda to ac­
company their moves. Press releases 
al'e often written with the intention 
of influencing other playen in the 
game, soml!times only as an embellish­
ment of the play. These literal'y ad­
ditions have taken many forms. Soml! 
use actual hi.torical figul'es of the 
period, and imagine what they would 
have done or said unde the eirC'um· 
stances ot the actio:1 in the game. 
Many are purely fictional, and some· 
timu the historical and the fictional 
al'e combined. One player has wl'it­
ten three full length shol·t stories. 
each of them based on incidents in 
gamu that he was in. Tt:c best 1)I'ess 
releases can often be read with en­
joyment on their own, independently 
of the action of the game to which 
they belong, 

The maguines also give space to 
dilCusaion ot good strategy, and the 
like, Allan Calhamer, the game's in­
ventor, publishes articles on play in 
some of them, and many journall 
have letter columnl ..... here readers 
can develop their ideas and others 
can reply, Beginning 81 news sheela 
which informed the players of the 
moves of the other players, these 
magazinel have grown to the point 
where there have been single iuues 
running to 30 or 40 pages, 

The author ot this article will be 
happy to try to answer any questions 
about Diplomacy, sent to him by the 
readera ot Strategy &; Tactics. Moat 
other POltal Diplomacy gamumasten 
will do the same. • 



POSTAL DIPLOMACY 
(ConL'd frrrm page! .1) 

.how-down over control of that 
troubled peninsula. 

By early 1902, .ystems of amance 
were beginning '0 emerge. Ausui.· Hun· 
gary and Italy were allied in a deter­
mination to seek control of the Medi­
telTanean. After the failure ot brief 
fOl'ay against Germany, Engliah 
tl"OOPS swept an expenditionary force 
into northern Russia while Russian 
u ·oops were absent on the German 
frontier. The Franco-German bloc 
held the line against a8laulta from 
Russians in the East and the Italians 
in the South. 

TtJe winter of 1902 saw an A~trok­
Hungarian declaration of war on 
Tu rkey, followed within three , yeara 
by a campaign which brought Kuatri­
an armies to the gates of Constanti­
nople and the Caucasus. Firat Rua· 
sia and then Italy collapsed. and the 
conclusion of an Anglo-Austrian al­
hance enabled those two powers to 
place the land of the Tsars under oc­
cupation. 

In the West, a daring French inva­
sion of England fo llowed a detente 
WIth Italy in 1903. But the French 
ell'J~dillonary force received insuffi­
cIent su ppot·t, and English counter· 
attacks finally fo rced its evacuation in 
eady 1907. By that year. Austria­
Hungal y was Europe's dominant 
]"IO ... ·el·. In the East the Dual Mon­
al'chy pt·essed the Turks in a cam­
paIgn againl t Germany. France and 
England, evenly matched, nervously 
Ilatrolled Atlantic watera in search 
of ('a~h othel·'s naval we.aknesses. 
And, In II)Ccupied Russia. the English 
(l101i('a encroac hed upon the Au stl·ian 
zone. 

No. thia is not an ellcel·pt Irom a 
lICience-Rction story about an alternate 
til:lc·tra:k. I t's a game of Diplomacy 
recently completed. Diplomacy is 
a board game lor f rom 3 to 7 players, 
in whIch each pla~ directs the 
armed forces and diplomatic ma· 
neuvel'S of a European power. based 
on the boundaries which e:Kisted in 
I!H 4. There is no element 01 chance 
in thill game; each playu maku Ot· 
bl"eak~ alliances and ol·den his armies 
01' lIeetl a l turn of the play dic· 
tatel. Playera Rnt try to capture 
! upply centerll in neutral cou ntries 
and then to out-maneuver their op· 
ponent's fo rces and CSUIe them to reo 
tl·ut. The Ihat player to have a 
majority of all the pieces on the 
hoani is the winner, 

The hasic space in Diplomacy i. the 
fll ·{wince. The majo r ]"IOwen at·e 
dwilierl into f rom {j to 7 provinces. 
anI"! each of the smaller nations con· 
ltit utl'1I one province. No province 

can hold more than one army or 
lleet at a time. Some of the provinces 
contain Bu pply centers. which are 
eagerly sought after because a power 
can maintain one unit for each sup­
ply center which it controls. A power 
which 10les a su pply center must re­
move an army or Reet until the 
number of units agrees with the re­
maining number of supply centers 
under that power'a control. 

Each power begins with three un its 
except for Russia. which has a great· 
er length of tron tier to defend and 
begins with four. Two moves. spring 
and fall , const itute a year. 110 that 
the game begins with the Spring 1901 
move. Alter each fall move the num· 
ber 01 units is made equal to the 
number of su pply centers under con­
trol. 

Qne unit may move with the sup­
POI"t. of another, and un leu this attack 
is resisted with equal force it succeeds 
in advancing an army or Reet against 
t.nemy opposition. Sometimes. when 
tour or five units are aligned against 
a nearly equal number along a long 
front, this situation can get quite 
complicated. But in all cases the ad· 
vances or retreats are dedded by the 
presence 01 a su perior lorce and not 
by chance. 

Belo r·e each move. there is a period 
lor diplomacy. in which a lliances are 
formed or broken, a nd joint opera· 
tions may be agreed upon. Then, 
each player' orders his forces to move 
or· to SUppol·t moves of other units. 
The player's compare their orden. and 
see whether' any battles or retreats 
a re forced, and what supply centers 
chan ge hands. 

Postal Diplomacy, in 
the aCI·ou-the·board 
players more time to 

contl'ast with 
game, gives 
consider and 

evaluate various offers 01 allianct.:s. 
I t is also possible for a player to 
tt·eat with two opposing powel"S for 
the most advantageous alliance. with­
out either knowing that he is deali ng 
with the other. The poatal game thus 
approachell more precisely the con­
ditions under which actual diplomatic 
negotiations at·e conducted. Though a 
game may take sevet·al months to 
complete, its progresll more neady ap· 
proxim"hes the development of an in· 
temational conllict with its attendant 
negotiationa. forging and sunde l"ing 
of alliances, and milituy bett·ayals. 

FOI' the imaginative pia yet". the 
postal Itame also aWorda the oppor­
tun ity to compose pl·eSIl re leases fOI' 
publication in the game's bulletin. 
These releases have ran ged fl"Om the 
facetious to the didactic anri the 
~rl"ious. Sometimes 
upon the rlinJanlU'h 
attribute statement.. 

playe l·s fira .... 
de DoOm anrl 
on govel'nment 
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(JOlicy to the actual men who govern-
ed the European powers during the 
first decade of the present century. 
Leu serious players invent whole 
new governments, religions. or gray 
eminences for their powers. Samples 
of both kind. of press releasell follow: 

Ka1inin (UP) : Fierce words were 
shouted by Worker's Social Democra­
ti c Party head Plekhanov lallt night. 
The occasion was the by-election I(lt" 
the Duma Council seat vacated here 
by the death of Count Magnitsky. 

Before an estimated 9.000 worken, 
Plekhanov attacked the Bolshevik, or 
Social Democratic Party, lor living in 
the past and embracing the policy of 
viole.nt overthrow of a system of gov­
ernment which has a lready passed 
away. 

He called the head of the Bol­
shevikll. Vladim ir Ulianov Lenin, a 
rabble-rousing bomb·thrower .. . unable 
to realiu that the time of violent 
revolu.tion had passed when the pro­
letariat was gh·en a chance to Ill­

ciali:te the government by peaceful 
moeanll. back in 1889. (Dick Schult:t. 
Fredonia #2. 1964B, Spring 1901. 
Russia) 

London (Dick Tyler. New York 
Tiroe. News Service): Protected only 
by a handful of Highland Gual·dB. 
Rupert of Baval"ia, looking every inch 
an Imperial figure, rode ... to the 
the very heart of tht.: Old City itself. 
Hanovel·ian naval units made no at­
tempt to oppose his passage, and, in 
fact, disintegrated before him. Only 
around Portsmouth Naval Yards. 
where the French V Corps took twO 
days to subdue savage but ineffectual 
resistance, in all the English South· 
ea9t was there lI"ouble. 

A shadowy oPPolli tion still uiSll 
in the great base 01 Livel·pool, but its 
effective sway does not elltend beyond 
the hal'd-bi tten Socialist stronghold 
of Lancashire. (DeT1!k Nelson, 
Graustark #38. 19G4A. Spring 1908. 
Fr·a nce) 

WarllJ:awa : Reports filtering into 
thi, beleaguered capitol indicate that 
the Polish dominions. , . have fa llen 
upart. fl·om the Great Gate 01 Kiev 
to the Great Wall of China. Only 
the gloriou. little group of guerilla 
I~De I . in Serbia. the crack 18th Re· 
gimental Palace Fifel·s. Suz.ecin 
Steamfluera' a nd PipeRttera' Local 
334 CiO, seem, to be. making head· 
way. The newlY'appointed command­
er- nf t hat unit. Lance Corporal 
Wlady.I..... O·Shaughnes.y·Lubo .... ie. 
cki, ...... given the Triple Eag le Ornel' 
01 t he Poli~h Cmu, whieh waa .bolish­
rli in 1787 but which was neve,· super· 
seded by anything, The awant in­
cluriel a medallion, thl~e cratell of 
Florid" ol'enges, and the Honorary 

(Ctm"" 0" ,WIne U) 



" Pille 6 

DIPLOMACY VARIANTS 
(COftt'd from page S) 

portant ractor in other cames. Third­
ly, i t i. amulnrly .implt. The Rules 
cover only 8 .mall page_and in 
large print at that. The basic con­
cept of the game ia easv to learn , and 
.:an be taught in half rill hour or less. 
or course, the Rule. are not the mod­
el of clarity which they seem to be 
upon tirst reading, but that is a prob­
lem eUily .olved. 

The appearance of the first postal 
Diplomacy '.line, John Boardman's 
GRAUSTARK, in 1963 began a ruh 
of luch ':tinea, 10 that now their total 
number il somewhere over 2 dozen. 
It waa probably inevitable that the 
fundame ntal concept, upon which the 
game is based would e\'entually be 
applied in di tl'erent waya; that ia, that 
variants would appear. 

or COUl'se, the game had "disad­
vantages", if they can be called that. 
For some, it wss 100 sim ple. The an· 
swers to this problem included Dan 
Alderson's Superdiplomacy, Don Mil· 
le r's Economic Diplomacy, and Charles 
Turner's Omnibus Diplomacy. not to 
mention team games Calore, anony· 
mous games, anarchic games, Twin­
Earth and S pace-warp Diplomacy. and 
all fIOrt8 o( '· .. riations based on the 
same game and orten on the same 
board. These, for the moment, I will 
call semi· variants. lince they repre­
sent not a. great a departure from 
the original game as do the l::ter 
varianta. 

True "arianta, for the purpose of 
this art icle, lire those which us~ a 
new game board (Omnibus :\c:ual\y 
fits in this category) ot" which effect 
massive changel in the original (Le., 
the 9·man variants). The first of 
these was Don Miller's Middle·Earth 
II , begun in early 1966. 

The author of this article has de­
signed a number of varianta, many 
of which are doing ..... ell in hia 'zine 
EREIYHON. It is the purpose of the 
author to diKuSl a few practi!:al 
problems which occur in delligning 
variants. 

It lIeems that 11 s uc:essful variant is 
one which affords its players (alllum­
ing equ .. l ability) equal opportunit y 
to win. Thi. entail:; two problema: 
(l) balance and (2) position. A thiro 
problem is movement, and :l fourth il 
relevance. Let us look at each of 
these in turn. 

I. Balance. Bala nce can be achiev­
ed in two ways-first, by mean. of 
intrinsic equality of the military force 
provided each player or, .econd, by 
providing equality in reference to a 
variable aet of victory criteria. In 
Don Miller'. Mordor-V •. -the-World 
variant, Mordor I. far atronger than 

any other state-but the victory c ri ­
teria are to arranged that it i. alao 
more difficult fo r Mordor to win­
thus providing balance. My own im­
perialism IX. based on the Pelopon­
nelian Wars, has .imilar charac­
teristics. However. it is alao essential 
that balance be provided. in theory, 
for the tirst year or two of play-in 
the form of unclaimed supply centers 
so placed that nations with good de­
fensive positions ha\'e lel$ effective 
offensive positions than the more ex­
posed and/ or surrounded nation.. In 
Diplomacy, for instance, the normal 
gain for England, Italy, and Turkey, 
who have the best defensive positions, 
is one new center, whereas the normal 
g::ein for each of the other four powers 
ill two or three. This is balsnce. 
Those who are familiar with Don 
Miller 's Middle-Earth IV may wis" 
to compare the position of Angmar 
in that g~me: lacking any ddensh'e 
advantage to compensate (or a len­
than-average offensive capability, and 
r .. ced on the weSl by a power whose 
position gives it little choice hut to 
attack eastward. Angmar seems cer­
tain to disappear from the board 
early in e\'cry game. In my own Im­
perialism VIII , which expands the 
original g - me to global scope, Aus­
tria 's position greatly weakened by 
the lack or extra ~upply centers and 
the absence of any real outlet to the 
colonial areall. Austria's chancu of 
winning-or even of lIurviving longer 
thnn 5 years-are very dim. These 
ale two cases of lack of balancc. 

2. Pos it ion. The original board is 
delligned 110 that, in addition to 34 
supp!y provinces, there are 22 empty 
land provinces and 19 sea provincu. 
This. and the positioning of the Great 
Powers, allows fo r maximum flexibili­
ty of movement and helps to prevent 
"'traffi::. jam~" of piece~ whi:h force~ 
the game into a IIOI·t of trench war­
fare. Sometimes these lIi tuations do 
O':!:UI', but they are not inherent in 
the game and tend to break up after 
awhile. Therefore, it ill incumbent 
upon the variant delligner to place 
h ill Great Powers and hill supply cen­
ters in such a manner that movement 
can be free and the board does not 
be:ome overcrowded. One difficulty 
in the Omnibus game seems to be that 
movement in some areas of the board 
m:t" be cramped. One 91-man vari ant 
(whi:h added Sweden and Spain) de­
veloped this exact tendency_by the 
fifth to seventh year of play, maslive 
kms of pieces fiJled the board. In one 
game, one such jam ran the length 
from north to lIOuth and remained 110 
rigid that the game was declared a 
5-way draw after the jam had lasted 
8 years (1905-1913). This kind of 
.ituation will OCCUr if inlufficient 

thought is given to positioning. 
3. Movement . Another problt;m, 

related to position. is the way in 
which playen are al!owed to move. 
That ii, the design of the baud may 
be such that a player hall very Iitlle 
pract ical choice all to when! he must 
move. To use Don )f iller's ~iddle­
Earth IV again, the pollition of Arnor 
in that game is lIuch that it cannot 
avoid attacking A.ngmar. All lIupply 
cente ... lie to the east, and Angmar 
is either in the way or closer. Thua, 
A rnor hal no practical choke of 
policy. In my own Imperialism VIII. 
the pollition of the U.S. is lIuch that it 
will normally feel conlltrained to con­
quer Canada immediately, and the 
position of Canada is such that Eng­
lnnd cannot defend it. The result 
of thil situation-inherent, really, in 
the world's geopolitical situation in 
1901 - is an almost inevitable U.S.' 
England war by 1902. Our country 
wa : indeed lucky that OUZo leaders 
were not then actuated by the same 
motivu which actuate the normal 
Diplomacy player. A "ariant dellign­
er, then, mUllt be careful to plaee his 
Gn!at Powers 110 that they have a 
pract ical choice of mo\'ement and , 
hence. policiea. 

4. Relevance. This factor i. real­
ly not related to the others. It has 
to do with the enjoyment players de­
rive from playing the game. Like 
table-top tactical games, the Diplo­
macy varianlS normally attempt to 
duplicate a I'ecognizable historical 
~ituation-Woj'ld Waj' I (Diplomacy 
and many variantll), Woz'ld War II 
(my Imperial illm VII), pre-Colonial 
America (Miller's Indianomacy), me­
dieval Frnnce (Peery's Hundred 
Years' Wa r)--or a popular fictional 
el'a ( Miller'lI Middle Earth seriu or 
Pen'y'll Brave New World). Since 
much of the fun of a postnl game lies 
in the battles that go on in the pl'en 
releases, the players ought to be able 
to identify with the countl'ie~ they are 
pl::ying-satirize their history, sland­
er their enemiell, etc. 1 think the 
same must be true for the ardent 
table-toppen. They would take far 
more to Chancellol"8ville than, lIay, to 
the Battle of Djnxville (01' IIOme 
other non-existant place). Thel'e is 
a senae of I'eality, of history, of iden­
tification. This is why I. for one, feel 
rather cold towal'd Millel"S Illy thoma­
cy, which pits luch unlikely, and 
otherw ise unslsociated, nationll all 
Gramal'ye, Laputa, and Mil against 
each other. The preas releasell from 
this game bear me out-thel'e is no 
sense of identification or identity to 
be found in them. In this case, the 
countries might 81 lief be called "AU. 
"B", "'C", and 110 on. For thil reason, 

(C(Jl'It'd 0,," pa,,, 8) 
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WARFARE WITH MINIATURES 

A rather large number of table-top 
enthusiasts are now playing " Rema­
gen Bridge'. One player (a converted 
play-by-mail gamer, I suppose) is 
using his Weasels and Annored Cars, 
during the first three turns of the 
game, to occupy the German Reserve 
Sectors; that ends the game right 
there. I admit that player is per­
fectly within his rights to do so, ac­
cording to the rules. When playing 
in person over a table top, however, 
one usually does not scheme that way. 
If liomeone tries to, the referee would 
certainly jump in with an impromtu 
ruling. It would not be possible to 
hold back several German Panzer 
Divisions with two platoons of In­
fan t ry in Weasels and a couple of 
armored cars. 

To avoid possible conflicts of this 
SOl't, especially in cases where Re­
magen Bridge is played by mail, Carl 
Knabe and I have played two games 
with the sole purpose of scrutini"Zing 
the rules for improbabilities. After 
careful consideration , we have come 
up with the following: 

RULE AMENDM ENTS 
FOR REMAGEN BRIDGE 

I.) No bridge may be entered or 
left e)tcept from its bridgehead se~tor. 
2.) No amphibious vehicle may enter 
a rivel· sect01· occupied by a pontoon 
bridge in any st:lge of construction, 
unless crossing a constructed bridge. 
3.) No vehicle must lose more than 
one sector of its movement factor 
during one pontoon bridge crossing. 
I t may enter the first bridge sector 
if its maximum move would have 
taken it onto the pontoon bridge. It 
will lose one sector for crossing t he 
bridge during its next turn. 
4.) Such sectors of a pontoon bridge 
(except bridghf!ads) will only support 
one motori "Zed vehicle. It is permini­
ble, however, to have three troops of 
Infantry, or one In Can try Weapon 
and one troop of in fantry in the 
aame bridge sector. 
5.) A Weasel on a river sector may 
move one river ~tor. onto an ad­
jacf!nt land sector, and t hen end its 
move by moving onto either another 
land square or back into the river. In­
fantry may only mount or diunount 
w~ ile the Wealel il on land. 
e. ) An LVT may move one river 
sc~tor and then must 8top if It moves 
onto an adja:ent land square. An 

Ir 
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LVT can, however, load or unload 
its complement from an adjacent land 
square while in the river. This load­
ing consumes one of its river move­
ment factors for that turn. 
7.) Paratroop t rays may be placed 
eight to a sector. 
S. ) Paratroop trays that have enter­
ed the board before the Amt:rican eighlh 
lurn may not be "dropped" . 
9.) The two U.S. Armored Tractors 
may only be used for moving guns. 
The two regular Trucks (Troop Car­
riers) may only be used to transport 
Infantry or Infantry Weapons. The 
Germans may use theil· Half Tracks 
(except for the Rocket Ca rrier) for 
either purpose. Whenever Infantry 
is transported, no guns may be hitch­
ed to the half tracks. 
10.) For a gun on sector F-1 to be 
limbered to a trador on s('(:tor G·t. 
consumcs two sector·s of their com-
bined movement factors. One for 
the gun to move to the tractor's 
sector and another for the gun to be 
hitched up (Time factor!). 
11.) In the identical manner In­
fantry or Infantry Weapons mount a 
vehicle to be transported. 
12.) Hits from Indireet Fire are dis­
tributed evenly over the sector being 
fired upon, with units with the lowest 
Combat Value taking the first hit. 
For example: If a lir.ht tank and a 
medium tank are in a sedor that re­
ceives three hits under indirect fire, 
the light tank takes the first hit, the 
medium tank the second. and the light 
tank the final hit. 
13.) Hits fl·om Direet fire may be 
directed by the firer upon any unit, 
within the target sector. he wishes. 
This unit must be completely elimi­
nated before additional hIts may be 
directed upon another unit in the 
same sector. 
14.) Either player may remove a 
vehicle from the board ("dismantle") 
a t any time. The U.S. may not re­
eeive this vehicle as replacement in 
tha t same tum. Also, a vehiclc bf!ing 
dismantled is considered to "block" 
the part of the Iec:tor it oceupies, 
du ring that turn. A vehicle may not 
fi re or engage in combat the t um it 
is being dismantled. 
15.) Any vehicle dutroyed while on 
a bridge or road sedor is considered 
to block the bridge or road dUring the 
subsequent turn. A blocked bridge 
sed or may on Iy bt! passed through by 

Infantry. A blocked road sector may 
be passed through by other vehiclell 
and Infantry, but only at regular, 
open terrain speed. 
16.) No U.S. Unit may enter any 
of the four German Replacement sec­
toTS. Also, victorious U.S. units may 
not advance into these sectors after a 
melee. 
17.) German units, which must 
withdraw from a replacement sector, 
and have no other place to go, may 
move off the board, to ('ome on again 
at a later time. In a ROUT, under 
the same conditions, the units are 
eliminated (deserted). 

Here are a few additional sugges­
ticns, which should be helpful when 
making up your armies for "Remagen 
Bridge": 

TRAY SIZES 
Infantry. Engmeers 

······3/4"x2" (3 men per tray) 
I'lIrlltroop .. .. .. 3/4" x 1+"(2 men per Iray) 
Infantry Weapons 

2"x2"(3 mt:n per lray+weapon) 

GUNS IN FIRING POSITION 
B.A.TGun (i'AK)2' '' x2t''(4 men+Gun) 
Medium Gun ··· ···3j "x 3j"(6 men+Gun) 
Long Rsnge Howiner 

······4"x4"(8 men+Gun) 
The above specified sizes make unit 
identification easier, especially when 
the exact model of the weapon cannot 
be obtained. 

I t is advisable to have a duplicate 
of all guns, glued in traveling posi­
tion. This does not only look much 
more realistic, but avoids misunder· 
standings. To unhitch, the limbered 
UI' gUll is simply exchanged for the 
liame model in firing position, mount­
ed on a tray. 

Those who want to go all the way 
could make inserts with sitting in ­
fantry figures, to fit into the troop 
carryi.ng t rucks. A ba"l.~ka (Pan~er­
faust) or Machine Gun eould be at­
tached to these inlon·ts also. When­
ever a troop of Infantry or an In­
fantry Weapon is mounting a truck, 
it is removed from the table and ex­
ch&nged for an insert, and vice versa. 

Accordi ng to the r ule amendment, 
a destroyed vf!hicle bloch a bridge or 
a road for one complete turn. To in­
dicate this, a bust .. d up tank should 
be mounted on a 2 X 4" tray. The 
original vehiele can then be taken ott' 
the board at once, to be u placed for 
one turn- by the " wrec:kage t ray". 
This procf!dure i, extremely ,)el pful 

(Con.t'd on OOlll!1 9 Col. II) 
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MYRON BRUNDAGE PRESENTS, 

AN INTRODUCTION TO AIR WARGAMES 
by Donald Featherstone 

MY'. Ftath,r,to,tt ""ds "0 i"trod'H:­
tion, but for tholf, new to the hobby, 
l'U includ, 0"' anl'way. A, th, 
au.thor of War Gamu. Na~oal War 
Gamu, Air War Ga'"es, (HId Editor 
of lVargamer', New,leU,r, he i, pro­
bably tit, rna" who I,a, do", tlte mo.t 
to propagate wargnmi"y "i"ce H. G. 
Welll-Jo..~D. 

There iB an ever-growing group of 
enthusiast, spread out across the 
world who find relaxation and in­
terest in recreating battles on the 
tabletop. No pel'iod of history is safe 
f rom them; they delve into the arms 
and fl<\uipment of the Ancient Greeks, 
a rgue about the comparative ranges 
of the longbow nnd the croubow, 
WTangle about Napoleon's tactics and 
posith'ely foam with f rustration over 
the deficiencies of the Sherman tank 
when opposed to a German Tiger, 
Logically, many of them find equal ;n­
terest in I'e-fighting the Naval baHles 
of histol'y but here the modernis t5 
come up against a snag when they 
a ttempt to simulate the major sea 
battles of World War II. Now !he 
problem of aircl'aft comes into the 
picture-how does one simulate the 
immeasurably faster movements of 
aircraft when attacking naval ves­
eels? Thinking It might be simpler 
to begin at the beginning, these en­
thusiasts go back to the early days 
of aviation and IIOOn become immersed 
in the fallCinations of the aerial dog­
fights whidl took place in WOl'ld War 
1. Conversely however, t he lower 
apeeds of the aircraft have as man y 
built-In problems as are raised by 
the foster-than-so und aircraft of to­
day. 

What has just been written is more 
or leas the manner in which r became 
inte l'ested in Air wargames. At the 
&ame time, it is only fair to mention 
a certain commercial angle which en­
tert'd mto the pidure. Having wri t . 
ten a book on land wllrgames, fol-
10~'ed by another on naval wargames, 
it .«med only logical to complete t he 
trilogy by wrIting one on wargames 
with model aircraft. When fi n t con­
teul plated, this did not appear to me 
to be any IOrt of a proposi t ion aa I 
cou ld not imagine t ha t there was lu f­
tlden t on the l ubject to fill a book nor 
that I knew enough on the s ubject . 
Two events brought a change of 
mind. 

Nhen half_way through "Naval 
Wa rgames" I began to become in­
volved in battles s uch u Midway and 
the Coral Sea where the whole ilsue 
1mB decided not bv the a-ia-ant ic Run R 

of the battle-wagons but by the tinY 
aircraft which were bravely catapult­
ed off into vast blue spaces over the 
Pacific. I realised that if I was to 
accurately describe modern Naval 
warfare then I had to deal with the 
subject of aircraft in that sphere. 
The second item arose when I had 
made up my mind to write a book 
on air wargames and r felt that it 
would be useful to read anything 
that had all'eady been published on 
or around the ~ubject. When wl'lting 
"War Games", I found an extensive 
bibliography hom the British War 
Office library to be of great va lue, 
similarly I found a list of books from 
the British Admiralty library to con­
tain much ot value, So I wrote to 
the British Air Min istry and asked it 
I might be given a similar list. T heir 
answer, in four lines, was hair-rais­
ing-they knew of no book in ex­
istence on the subject! In these es­
oteric, wacky days in which writing 
is often as abstract as the puuling 
painting on the wall, it is still dif­
ficult to find a subject, hitherto un­
touched, upon which to write. The 
challenge was too great to be re­
sisted! 

There have bet'n many attempts to 
simulate the conditions of aerial war­
fal'e , ranging f rom the board games 
of Avalon Hill and the Milton Brad­
ley Company to an ingenious, if al­
most impossible, method of moving a 
model airCl'aft around on the end of a 
rod in the same way as one fly-fishes 
Air wargames are not for the un­
imagi native because it needs a whole 
lot of stalTy-eyed enthusiasm to be­
lieve that an aircra ft. however 
beautifully and accurately made up 
from a plastic kit, is travelling at 
four or fi ve hundred miles an hour 
when it is perched in lonely splen­
dour on the top of a thr«-foot piece 
of dowling fixed into an iron flange 
res t ing firmly and immoveably upon 
the floot', So if you are not a boy 
3. heart, if you are not imbued with 
a boundless enthusiasm and a colour­
ful imagination then do not f rUltl'ate 
yourself by becoming involved in 
fighting ba ttles with model aircraft! 

It is equally d ifficul t to imagine 
movement when one considen t he 
cardboa rd counten o r t iny plast ic 
model a ircraft used in boxed games. 
At the same t ime however, it must 
be admitted that Avalon H ill games 
s uch as Midway and Blitzkrielt have 
just about gone as fa r into the 
s trategic/tact ical/technical factors al 
possible, short of actually makina- the 

things butt around the room. The 
Milton Bradle)' game Dogfight is.a 
simple and relatively pleasing method 
of reprodUCing the slowly moving 
aerial combats of World War I but it 
never gets off the ground from being 
what it started out as. a game that 
e,'en youngsters not in theil' teens 
can play. 

Just as one wonders where do the 
files go in the winter time 80 one is 
tempted to reason that all thOle sero­
nuts who dangerousl)' split the sum­
mer air with noisy and fast moving 
working model airc raft might tire of 
building these same aircraft through­
out the long winter months. Surely 
within their breasts lies thc latent 
desire to do more than spend the cold 
evtnings cutting, sticking"and tinker­
ing with something which, in the 
cnd, will fly but will only "aguely re­
semble a real aircraft. Is it too 
much to expect that they should de­
vote some of their time and interest 
to the brilliantly scaled model air­
craft available in vast numbers lit­
erally for pennies and then having 
made them not to lea\'e them to collect 
dust on s shel f , but to use them in 
tht man ncr for which they were 
originally intended-fighting~ The 

know·ho ..... of these enthusiasts C'ould 
surely evolve more realistIC and d­
fedive means of using these models to 
simulate warfare in the air in a 
fashion superiol' to the ideas genera­
ted by those of us who have merely 
become interested in air wargames u 
a byproduct of our original pastime. 

• • 

DIPLOMACY VARIANTS 
(Cant'd f rom poge 6) 

the variant designer is fa r more apt 
to see his game played-perhaps sev­
ual t imes-if he uses a familial' his­
torical situation with which the play­
e~s can identify. 

These are a few of t he basic prob­
lems which confront the variant de­
signer, There are others, FOI' in­
stance, Diplomacy is basically a 
strategic game (as opposed to the 
table-top games, which place con­
siderably more emphasis on tactics). 
But what of add ing more tactical op­
tions, s uch as several different kinds 
of units aI' air power? What of rule 
modification to provide additional op­
tions (such as my mult iple convoy 
rule in Imperi a lism VII )? They 
could themselves furn ish mate l'ia l fo r 
an entire art icle, which I will endea­
VOr to wr ite in t he near tuture. 

• • • 

Wargamers interested in f Ol'ming a 
::-7 man J utland PBM team in order 
to engage a Bl'itish team of t he same 
si re, please contact Omal' DeWitt, 78 
Wickham Dr., Williamsville, N.Y. 



GENERAL STRATEGY : VIETNAM GAME 
by Chari. Litb 

Gamescience's Vietnam game offen 
actIon on a wide level of play : politi­
cally, in the form of World Opinion , 
Tetror, Political Stability; militarily, 
in the form of Regular forces, Ir­
regular forces, Air fOI'ces, Ambush , 
and Psychological Warfare. The ob­
ject of the game is to control South 
Vietnam. This can be done in two 
ways: militarily, b)' controlling a 
major part of the country with 
tt·oops. or politically, winning the 
lIame on points. Point gain is based 
on control of provinces and bases, 
world opinion, and several other 
variables. But the overall strategy, 
simply put, is to desnoy the enemy 
regulal' tz·oops. 

The VC should try to get as many 
points as possible before lo.ing too 
many troops. These points must be 
gained militarily (though you cannot 
win mihtarily) and your targets for 
the fll s. couple of turns should be 
Danang, Hue,. Saigon, and some small­
er bases. An all-out attack in the 
fir st few turn~ might catch the Gov­
ernment Forces (GF) off balance, and 
if the VC captu re the key bases, they 
have the GF player within 6 points 
of defeat! But against more experi­
enced players, you should direct your 
attacks against the smalle r bases. Do 
not try to hold these bases! You re­
ceive three points when ~·ou take 
them, and the GF geta only one POInt 
when he takes them back. Pesides, 
your troops make perfe<:t targeta for 
S AC bombing. For defending your 
provinces, the best tactic is 
"Sneak attack 01" tl"ap defense". 

#2. 
A. 

long as you a re the lesaer of the 
forces, you cannol lose. The beat the 
GF can hope for is an even exchange 
or GF retreat. In an even exchange 
you lose an irregular unit, while the 
GF loses a regular unit. As for at­
tacking provinces, it would be wise 
only to do so when trying to lurround 
Saigon or clearing a route of free 
trave\. The VC have limited re­
sources, so you must plan a limited 
campaign. Lim it it to areas that 
cou nt-bases. 

The Government FOI'ces mu st play 
a waiting game in the first few turns. 
Let the VC use up hil lupply of 
regu lar troops on attacks that you 
rftn afford. Defend Saigon and your 
major bases \'ery heavily. If the VC 
should ca pture a base, do not attempt 
to take It back until you can luccell­
fulty defend it from new attacks. 
You must not let the VC surround 
your cspitol , Saigon. It is allO ad­

' visable to cut the VC provinces apart 
as much al poll8ible, but make lure 
you are leaving nothing too weak 

the attack. I do not btlieve more than 
one attack per turn is advisable, be­
cause, if t he VC player is competent , 
you wilt lose at least one regu lar unit. 
Always attack with two ground 
(orces; do not use aircraft to support 
if there is only one g round unit used 
to attacked. It the VC use tactic #2 
m this calM.', you must \olle one ground 
force (or retreat), and air units can· 
not hold control over a province. The 
only oth("r way you should attack is 
to let the VC have "the most" troops: 
one GF regular force to a VC pro­
vince. Since the odds al'e one-to-one 
in this instance, the VC are conside r­
ed to have the luperior force in pro­
vinces. Your best defense is #4 " Air­
bo,'ne attack or defense". Once the 
VC an~ down to two or so regular 
units, you can start to clean up the 
VC held provinces. 

The effe<:tive use of Air Power by 
the GF player can be very influential 
in gaining victory. The best use of 
the ail' force is against infi ltration. 
Place five air units against infiltra­
tion and you can lIlmost be assured 
that there will be no new VC regular 
unit on 'the board until the rains set 
in. Then there is nothing much you 
can do about it. TA C can best be 
used in defense; in the attack its use 
is not advisable beeause if all friem";;, 
ground forcel are destroyed, the VC 
retains pouesaion of the province de­
spi t .. the prescnee of ail' units. SAC 
is a gamble, but it can payoff if 
you'I'e lueky. 

Wh ile the game is not decided on 
the InRU l"geney table, victory is sure 
helped along there. The pBychologital 
warfare section, because it is the most 
effe<:tive part of the table, is usually 
nullified by both playen' prote<:ting 
their own territory. The GF player 
places four pawns on the "Psy War 
in GF a reas" portion and this stops 
any attempt by the VC to use psy­
chological warfare there. The VC 
player usually does the same thing in 
VC held areas. Poli tical stability 
can be of use, and eould lead to big 
gains for the VC point-wise if the 
government should dissolve. Pressure 
~hould be placed on the Government 
every so often ; try to eateh the G F 
off guard. Ambush is useful when 
y"ll1 n:-e planning an offen sive. 

I have only touched on the subject 
of strategy in Gamescience Vietnam 
in an attempt to g ive you some ideas 
on which to build your own strategy. 
I would like to hear your opinions, 
and if any of you are interested in a 
PUM game of Vietnam, please con­
tact me. (611 4 Briarclift Ct., Green-
dale, Wise., 53129) ••• 
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MI NIATURES (Ccmt'd from. pagt i) 

for the U.S., since they are permitted 
to bring a destroyed vehicle back on 
the boa rd, as reserves, on the next 
tl.rJI. The Germans could SImply 
turn their lost vehicles upside down 
for one turn. 

To indicllte night turns, we install­
ed a blue proje<:tor flood hght about 
four feet above the table top. Every 
third turn all regular room light ing 
was turned off. Only the blue 
"moon light" remained, making it not 
only a very romantic scene, but, at 
the same lime, reminding all plsyers 
that a night move was In progreu. 
Besides, it makes it a little molt' dI f­
ficult to survey the battle al'ea, which 
is quite realistic. (Dam it! I dIdn't 
see that Bazooka at the corner of the 
mountain! ) 

Now a final word to all or th0ge 
table-top waz'gumers, who diRlike to 
play WIth someone else's rules. .'Ilay 
I suggest that you do not skip O\'U 

the "Remagen Bl'idge" and "Siege of 
Bodenburg" pages! Even the most 
versatile wargamer will perhaps find 
a uleful idea to improve hll own 
gamel. \\Iany of the chal·ts, the firing 
methods, etc., could easily be incor­
pol'aled into other model'n or me­
dieval games. One g roup in New 
Jersey, for example, has adopted the 
archer firing rule of "Bodenburg" 
for their Ancient wargames. An­
other wargamer f rom Penn sylvania 

reports using the " Remagen Br idge" 
gun fir ing method with h" WWI 
game. If you are able to use just 
one idea with your game, neIther 
your tIme nor mine will ha\'e been 
wa.ted. 

I should now like to thank all of 
you for writing !lO many letters, ex· 
preasing enthusiasm as well as giving 
construdive criticism. Theile letterl 
are immensely helpful in improving 
"Remagen Bridge" and "Bodenbu l·g". 
AIIO, your interestIng ideas for 
games that you ..... ould like to see 
publilhed in the future al""l' always 
appreciated. 

My very special thanks go to 
Menrs. Fred Pettit and Cart J ohn son 
of Manamassa, N.J., H. Haywal'd 
Thresher of Essex Fe lls, N.J., Wayne 
Knouse and Son of Scotch Plains, 
N.J ., and Carl Knabe II at Blooming­
ton, Indiana , fo r their neve I'-ending 

patience in playing and l'eplaYlng 

these games, and rOI' theil' many 
valuable contt·ibutions.. • • • H.H.B. 

WESTERN ENTERPRfSES For 
information on OUI' Orders-of -Blttle 

and new line of games, send ,,~ to 
Western Entel'prises, Box 175, Hales 

Cornen, WilCOnsin 531S0. 
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0 .. 1 wlle 22. 19 4 1, the Germall arm),. 
s/ill { ,.n ll I rom its sl .. " n'''6 vic/anti in 
f lu Balkans and Gruu, /urn,d and Jfwnll 
ib mlghl into 1M vosl dtptlu of Souitt 
RUJsi(J along a f ront 0/ over 2,000 milts, 
In llu p'lJ/nl land Ci""fHlilPl in history. 

Tiv GlI!nNJn Occwpation U,1 CWl', F I'OflU, 
and ~nMn troops IItpl wukh along the 

CO(U/I 0/ nor/M , n E .. ro~ ; ten /ral and 
10,.111",,, E .. "o~ ~rt prostrate beneath 
l ilt iron Ittll of H i tlu's omtin. SlwMnt 
Io(Jd j~/ ta.,,, Crt!e away fro m IIv, 

Hri li, h N ov)'. and in Narlh Af rica, 
Hammill and 1M AfrictJ Karp, WUt 12" 
/11 ,. molle. 

Tlu Gtrmtl" troops masnd along IIv, 

bardus of R .. s,io Wl.' N' wtll·Jtluontd, 
Ode" IM! 0/ a doun VlctOriOUJ cumfHIi,nJ. 
Tift Gt"""" j IUfjor affictn 1«", ilJl; licafl, 
IIv lusl'/rained in IIv, world. C,..rian, 
K I"st, Holh and H~pnu M id ,mutu! 
o[ IItt poluerbl itz . a to/aUy ntw concept 
jn mod",,, warfa r" and one whicll ollie, 
nalIO'U wue only Just beginning to CO"" 
pn ilend. 

SI, aUD & Taclics, i" cooPl!, iJ/ion willi 
Jantl!f F . Dunnigan and tilt Ka",pf 0' ­
ganj~uljon. is '""Ph to p,est" l. 

THE AX IS ORDER OF BATILE FOR 
THE EASTERN FRONT 

OK IJ RES ERVE elM 
Un.t 51U Factor Ayail 

2 P. XX 10-10 4/7/ 41 
5 P. XX 12-10 4/7/41 
455 .. P()I.IU~L" XX ti 6 15/7/ 41 
00 Milt XX ,- , 10/7/41 
15 In! XX 6_ 6 3/1/-11 
4f) " XX 8- 6 15/7/41 
Ii8 " XX fl· 6 15/1/41 
73 " XX 5-, 4/1/41 
19 " XX 5-, 15/1/ 41 

'" " XX 5-6 15/1/41 

" " XX h---6 4/1/ 41 

" " XX 5-' 4{1/ 41 
95 " XX 5_ 6 3/1/41 ,., 

" XX 5 , 4/7/ 41 
!III " XX 5- 6 4{1/ 41 

1(., " XX 5-' 8/41 
I Ifl " XX 4- Ii 8/41 
lit " XX 4. 6 1/7/41 
11:1 " XX 4- 6 8/41 
13t " XX h- " 4/7/41 
1/:13 " XX 4 , 9/41 
197 " XX 5 , 15/7/41 

"'" " XX 5-' 1/1/41 

"" " XX 5-, 4{1/41 

"" " XX 5-, 4/7/41 

"" " XX 4- ti 9/ 41 
7m !:iu,t,..: XX 4- 3 7/41 
713 " XX 3_ 4 7/41 
9():) M"I X 4- 10 1/7/41 
K rol l MOl X 2- /:I 1/7/41 
F r~nch Legiun 'K' 2_ 6 1/7/41 
2541 "Spani~h Bluc" XX 3- " 8/41 
" au A!IIuall 

.. M~lnd l .. 'K' 6_ 4 9/41 
<In .i r-droppabl ~ un it} 

DESIGN@9> 
by SCOTT C. BERSCHIG 

5S RESERVE 
(Ayailablo! in Poland 1/7/41) 

155 Cay Sgde .. Fegelein .. (3-8) 
255 Cay Slide (3-8) 

255 MOL Bgde (3- 10) 
4 55 Mal Sgde (3-10) 
555 Mal Bllde (2- 10) 
955 Inf Bgde "ToLenkpf" (3-6) 

5S DIVIS ION S ( RN_renamed and re-equipped) 
C/M C/M 

Designation Mot . Diy RN PIGr Diy RN 
155 "Adolf Hitler" 10-8 6/42 14- 10 10/43 

10/ 43 
10/43 

16- 12 
16-12 
16+12 

25S "On Reich ,. 
355 "Totenkopr" 
4 55 , . Po!i tU' " 
5S5 .. Wiking" 
6SS ,. Nord " 

11- 8 11/ 42 15-10 
HHI 5/42 \4- 10 
6--6 5/43 IthlO 

10- /:1 11/42 14- 10 10/43 16 · 1::: 
8-8 (Mountain DiVIsion) 

7 55 " Pronz Eugo:n" 
8 S5 " Florian Geyer" 
9SS ,. Hohenstauffen ,. 

lOSS" Frundsberg" 

8-8 (Mountain Diy,~,on fo rmed 3/42) 
8-8 (Cay Diy from ISS, 255 Cay Sgde) 

11 55 " Nordland ,. 

11/42 14- 10 10/43 
11/42 14- 10 10/43 

10-10 (fo rmed 3/43) 
6/43 15-10 10/43 

16-1::: 
16-12 

16-12 1255 .. HlIleT lugend" 
135S ,. Hand5Char " 
14SS 

6-8 (Mountain Div 6/43 in Rumania) 
7-6 ( Infantry Di ... 9/43 In Poland) 

1555 7-6 " 
16SS "RFSS" 
1755 "G.y.H."· 

12/43 14- 10 
12/43 12- 10 
2/44 12- 10 (Poland) 185S "HUTSI We~sel" 

1955 6-6 (Infantry Diy 9/43 in Poland) 
2055 5-ti " 

9/4J 4- 10 (Poland) 2355 " Nederla lld" 
I S5 Cos,.ck 8- 8 (Cayalry Oi ... 8/43 in Poland) 

RUMAN IAN t"ORCES 
St art : 6 Ih ru 8 larger Di ... (5-7) 

14 Jaeger Diy (5-7) 
1 and 2 Mtn Sgde (4-ti) 
4 MIn Sgde (4-6) 
5. 6. and 8 Cay Bllde (3-8) 

A u,uat 19-1 1: 
(Held in Rumanta until then) 

1,7,9 Cay Bgde. (2- 8) 
5 Mot M~h Bgde (4_10) 
3. 5. II. 13. IS. 21 Inf Div (4-7) 
23 Cay Di ... (5-8) 
Guard Diy (6-8) 
23 Static Diy (3-2) 
9 and 10 Jaeger Diy (5-7) 

M.rch 19-1.2: 12 Jaeger Diy (5-7) 
35 [nf DlY (4-6) 

May 19-1.2 : 16 thru 19 J.eger Dh' (4_7) 
2 Cay Bgde (2-8) 
20. 2'.1 Inf Diy (4-6) 
25 Mtn Div (4- 8) 
I Rum PI Div (5-8) 

June 1942 : 2 Rum 1'1 Iliv (4-8) 
Sept 1942 : 24, 2ti, '1:7 Sialic Div (2-2) 

ARM Y OR NORWA Y 
69 [nf Diy (ti-6) 11/41 
170. 196. 198. 214 Inf Diy (5-6) 7/41 
181 In! Di ... (5-" ) 10/43 
199. Inf DIY (5-6): 70'1lnf Diy (4-4) 9/41 
14 LW Div (3-4): 122 Inf Diy (5-6) 1/43 
710 TNG Diy (2-4) 

/IHQ and Staff- Optional/I 
416 In! Di ... (4-6) 

//Oenmark Reaerve- I/43// 
Start : 2 Min Diy (7-8); 3 Mtn Di ... (6-8) 

ti 55 .. Nord" Mtn Di ... (6-8) 
1+i9 Inf Diy (5-6) 

Au,vat INI : 6 Min Div (6-8) 
February 1942 : 

5 MIn Div (6-8); 7 Mtn Diy (8-8) 
Jllne 1942: 210 In! Div (5-ti) 

December 1942 : 
Recon Bgde " Norway" (3- 14) 
Ski Bgde (4-8) 

Noyembe r 19-&3: 
PI D,y " Norway" (5- 10) 

Rllnla. t' ront R.uern : 
218 Inr (5-6) Di ... in Denm.rk 

FINNISH FORCES 
St.rt ~ 1 thru 10 Rille Diy (4- 6) 

11 th ru 16 Rifle Di ... (3-6) 
1 . nd 2 Inf S lide (2-8) 
I Cay Bgde (2-8) 

July 1941 : 17 and 18 Riflr Div (3-6) 
19 and 20 Rifle Diy (4-6) 

J une 1942 : I Finn 1'1 Diy (5- 10) 
3 Ihru 5 Info Bgde (2-8) 

ITALIAN EXPEDIT IONARY FORCES 
(CSIR) 
Star t : Tonno Diy (3..u) 

52 Pasubio Inf Diy (3-6) 
3 Celere Mot Diy (3-8) 

Oetoberl94l : 30 Rayenna Inf DIY (3-6) 
31 Cosseria Inf Diy (3-6) 
5 5fontsca MOl D, ... (3_8) 

June 1942: 32 T ridentma In! Diy (3-6) 
34 Vicrnza Inf Diy ~3_ti) 
3ti Julia Inf Diy (3-ti) 
J8 Cu neense In! Oi ... (3-6) 
40 Inf Diy (3-6) 
42 lnf Diy (3-6) 

HUNGA RIAN FORCES 
Start : 1 Cay Bgde (2-8) 

1 Mal Inf Diy (4_10) 
2 Mal In! Div (3- 8) 
I, 2 Hun Ps Bgde (2- W ) 

Mar 1942 : 3, 6 Inf Diy (2-4) 
4. 5, 7 Inf Oi ... (3--1) 

June 1942: 11 th ru 15 Static Di ... (2-2) 
3 Hun p, Div (4-10) 

O"ani~atjlM and I la,tjn, .. nill apPl!a , 
an tlot. appalju PGIt, Nut j"IIe, we will 
p,eJfnl tlot. " "",i"iU, af IIIe hil O,de, 
af ApPI!a,anCl , 

I 
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NOTES ON THE SERMAN OB 
IN THE EAST 

by Ja_ F. DuaDlpD 
The German Army In,h command, 

OKH, exercised overall control of all 
German armed force. in the eut. 
This command ,lao obtained and .1· 
loted reserves and reinforcements. AI 
the German luppJy system was, for 
long ran,e operationa, rather primi. 
tive, .uppliea came directly from 
homeland depots, by rail , to the for­
ward lupply dump. from which divi­
,ional and non-diviaional units picked 
them up. Therdot'e, 0 KH WIS relpon­
aible for admini.trallon directly bto:­
hind the fighting zone. The largest 
operational command was the Army 
Group, which controlled two or more 
Armies al well as a major ALr Force 
unit (Airflotte) This unit also con­
trolled ,'esel'ves allote<! to it by OKH 
and iuued only general orden to 
A I'miu undel" it. 

The main, and more permanent, 
operational command waa the Army, 
While Army Groupa would be broken 
up and refol'med to confolm with 
changed strategic SItuations. the 
Almy r ... mained more or less intact, 
lt contl'olled a varying number of 
Corps as well as non-diviaional com­
bat and non-combat unIts In additIon 
to reserves. Th ... Army Wal chi ... fty a 
Illanning and coordinating organita­
tion while the COI'PS was the unil that 
actually controlled the fightmg. Th ... 
COl lIS In thi~ case was usually the 
Infantry COI'PS which contained one 
01 ' more Inrantly Division. as well as 
non-divialOnal unIts. The Armored 
Gt·oup was actually an AI'my com­
posed mamly of motOI"l:too units. 
Slmilal"ly the Armored Corps and 
Mountam COI'P! were also units con-
181n1n!! mainly AI"fi\ored and Moun­
tam Ulvllllons. 

TheIl" wet 'e two lype~ of rear al'ea 
combat commands. There was the 
Rt'ur AIel!. Command which controll­
ed Se.·ul lty DIvisions and saw to it 
that the imml!dhlte rear of the com­
bat units wa.!! kept in ol·der. Army 
MiSSIon Rumafil:1 wa:; a t pedal com­
mand which controlled unitJ guard­
ing the vital Ploellti oil fields. 

Th... Divillionll wei·... the largelt 
unit.!! with a standard organiution. 
They were self·contained fighting 
units composed of, in varying propol'­
tion, infantry, artillel'y and motol'­
iz ~d nn itll. The most powc'ful diviaion 
..... as the Armot 'ed Uiviaion containing 
U ,OOO men, som .. 170 tank., 4400 in­
fant)·y, 6UU machin .. guna, 100 othel' 
hellvy infantry weapons, 39 anti-tank 
!tuna, IiU anti·aircraft gun. and 36 
fi .. ld guns. The unit required 2700 
vehldell lind 36 milu of road tpac .. in 
ord .. r tu mnv .. at a mallimum rat .. of 
SO-fiO mllell a day. 

The Infantry Division contained 
17,000 men, 8,000 infantry. 550 ma­
chine-gun., 250 other huvy infantry 
wupon., 63 anti-tank guns, 12 anti­
aircraft runs, and 48 field guns. The 
unit required 900 horsedrawn and 900 
motor vehicl .. s plus 25 miles of road 
space in order to move at a rate 
or 10-20 mill'! a day. The Motorized 
Infantry Division contained only 14,-
000 m .. n and but 70% of the combat 
.trength of the nOI'mal Infantry Divi· 
sian. However, it was fuJly motorized 
with 2500 vehicl .. s and required 32 
mill'! of road space to tl'avel 60-90 
m)11'! a day. The Mountain Division 
contained 15.000 men, 7500 infantry, 
600 ma:hine-guns, 120 oth .. r heavy in· 
fantry ..... eapons. 40 anti-tank guns, 12 
anti-aircraft guns, and 48 field guns, 
The unit contained 860 motor and iOO 
hOI'se drawn vehicles and rf'quil'ed 24 
miles of road spac .. to move 15-25 
miles a day. The unit could, of 
course, leave behind most of its heav­
ier ..... eapons and take to th .. hills If 
nf'Ceaaary. 

fhe Light Divillion was a cross be­
tween the Mountain and Motoriud 
Infantry Divitions. It containl'd 14.­
!:tOO men, 6,200 infantry, 500 machine· 
guns, 220 othe\" heavy infantry weap­
ons, 60 anti-tank guns, 26 anti-air­
craft guns and 36 field guns. Th .. 
unit rf'quirf'd. 1,000 molar and 700 
horse drawn vehiclu plua 25 miles of 
road space to travel 20-30 miles a day. 

Th .. Cavalry Division had 10,000 
men and llbout 50% of the Infanny 
Divillion's fil·epow .. I·. It could mov" 
20-30 mil .. s a day. 

The SS (Schutzstaffel-"security 
section") units ..... ere equipped as mo­
todzed infantry. They were Ius ex· 
p~ rienced but mOl'" fanatical than the 
I'egulal' army troops. Th .. y took 
heaVIer loss .. s and tpent mor .. time in 
I'etel've than regular tl·OOpS. Men 
wel'e admitted to the SS more fOI ' 
th .. ir politIcal than th .. ir military 
qualifications. They weI .. better arm· 
ed and ol'ganized into larger UfiltS 
than the regular army troops. All 
t]:illb"S conpidered, they W"l'e al ef­
fective, man fOI' man, as the I· .. gular 
a:'my tl·OOpS. 

Foreign units s .. rving with the 
German. wer .. , on th .. average, half 
as eff .. cti"e as G .. )'man units of simi­
lal' size. 

NON·DIVISIONAL UNITS 
The Gel'man tlrmies in the East 

contained 143 non-divisional utill .. l·y 
battalions. 12 weI'" of Auault Guns 
(18 apif'Ce), 27 of \05 mm guns (12 
rach. 37 or ISO mm howihen (12), 
12 flxcd battalionl of captUI'1'd fOI" 
eign wupons (9-12, 120-192 mm gun a 
and howihel"ll uch), 29 210 mm how­
itzer (6·9 tach), 2 240 mm howitlel' 
(6), i lSI) mm ,!run (9), • 172 mnl 

,un (9), 22 rocket launcher ("nebel­
wel'fer") (18 each). There were also 
34 observation battahons which w .. 1 ... , 
like the artill .. ry b3.ttalions, aSSIgned 
directly to divi.!!ions. The 11 mapping 
and surveying battaliona were auign­
I'd to Corps and highu headquarters. 

The .. ngineer unitt conli.ted of 22 
motorized and 30 horse-drawn com­
bat engineer battalions. Thue weJ"e 
194 bridge companies (4 per batta­
lion) 91 general con.truction and 36 
road building battalions. 

Special troops cOMistl'd of 3 Ma­
chin .. gun Battalionl (with 50 MG'.) . 
1:1 anti-tank battalioM. 18 light flak 
battaliont and 10 heavy (88 mm) bal­
tallons. Th .. r ....... ere lliso 3 flame­
throwet· tank battalions and 12 al '· 
mor .. d traint (each with a dozen 01' 

so annor-plated rail ..... l!-y cars) con­
taining two or more artillery pieces, 
MG's, other heavy weapons and 3-
400 m .. n. 

Railway artillery batteries contam­
ed one to three 150-800 mm guns each. 

Further to th .. rur were th .. medi­
c:.! and lupply unitt as well as I"all­
way construction units which would 
be needed to change the guage of the 
Runian tracks so that G .. I·man sup­
I) . ies could move for ..... ard. 

SECURITY DIVISIONS: Usuall)' 
about 10-12,000 men and consilting 
mostly of infantry (8-9,000) WIth 3-
400 'ma:hine guns and ral· .. ly malt' 
than 100 other huvy infantry ........ -
pons. Usually no artillery and little 
transpOI·t. Unitt of these divisions 
al'e normally .!!pr .. ad thl'oughout the 
al'my )'eal' a)'ea guardmg ,"ital in­
stallationa and malntaming ol"del·. 

The Grand Fleet at Jutland ::2 
by J.K, Norri. 

H.M.S. A/{incourt: Laid down in 
Septembf'r 1911 and completed 10 

August 1914 with a displacement of 
27,500 tons, and 30,250 tons at full 
load. Fourteen 12 inch, twenty'; 
inch, t ....... lve 3 inch guns and thrf'e 21 
inch tOI'pedO tubes. Main Bl"mour 9 
inches thick. Hel' designed hot'se­
powel' was 34,000 fOI' a speed or 22 
knots. On tl'ial with full load she 
developed 40,279 hOI'sepower fot· 22.42 
knots. She was built fOJ' the Brazili­
an Gov"I'nment, with th ... name of 
"Rio de Janei!·e". but before bf'ing­
completed was bought by the Tu)'kish 
Gov"I'nment who inlf'nded to call h"I' 
"Sultan Osman I". JUtt before the 
wat·, in 1914, she was IItting out in 
Devonpol·t but compietion was d .. lay· 
I'd with many .. xcuses until wal' bf'­
cam .. inevitabl ....... h .. n she was taken 
ovel' and completed fOI' the Royal 
Navy. It i ... id that a knowledg .. of 
POt·tug .. te wal n«usal'y to wOl'k all 
th .. bath1"(lOm IItting. while th .. wal"ti-
100111 china l'etamed itt Turkish in­
scl'i[ltions. (Co"t'd tI" I/Opt IS CQI. 2) 

I 
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SIEGEOFBODENBURG 
ARCHERS AND ARQUEBUSIERS 
The Defender's archers and at'que­

busiers may shoot once per turn at 
any target within range, immediately 
after the atlacker has completed mov­
ing units, 

T urk 
Arche r 

Archers and arquebusiers may 
shoot f rom several sec.tors at the same 
t arget 01' from the same sectol' at 
separate targets. The shots hom 
a s ingle archer may not be divined 
against separate sectors. 

Target sectors must be indicated 
befol'e the dice Me t·olled. It is not 
pel 'miSllible to add al'cher shots to a 
sector which has lIustained insufficient 
casualties, once the shooting has be­
gun, Also, if all men in a target sec­
tor are killed before the archers aim­
ing at that sector have shot, remain­
ing archer shots may not be directed 
against other targets. 

Archers cannot shoot from a sector 
in which a melee is in progress, ex­
cept when first chal·ged. When firing 
into sectors containing both enemy 
and fr iendly troops, casualties must 
alternate, Roll a die to determine 
which side absorbs the first hit. 

Troops just moved in together wi th 
hostile men may receive archer fire in 
Ihe !lector(s) from which they en· 
tered into the melee (before they 
leave, so to speak), The Defender 
must indicate whether his areher fire 
was aimed at the incoming troops, or 
at other men- not parti~ipating in 
the charge-who may now be in the 
aector( s ) from which the melee 
sector was entered, 

It is permissible, if indicated be­
forehand, to shoot some archers at 
the oncoming men, and others at t he 
men n!maining behind, 

The Attacker must follow-through 
with his charge even if casualties 
f rom fi re have changed the odds in 
f.vor of the Defender. 

Archen may s hoot over occupied 
seeton, while arquebusiera must fire 

by Henry H. Bodenstedt 

in their line-of-sight. 
Archer and arquebusie l' range with­

in Woods is restricted to one sectot 
(adjacent ), Hills will not effect the 
range of archer or arquebusier tire, 

COMPUTING HITS 
Each archer roll~ the number of 

dice as indicated on the aPPI'opl'iate 
Range column of the Fidng Chal·t. 
Hits are computed by dividing the 
total roll against a sector by the 

.. Hit Divisor" : 
Open Ten'ain ... .. . . , . . H D 5 
I Para pet, small catapult. Ot· 

supply wagon in sector . ... H D 7 
'/ Parapets, 01' lal'ge catapult 

in sector .. HD 10 
Hills, Woods .... fl D 10 
Within Castle (even if walls 

are down Ot' tht'ough open 
ga tes) . .. HD 10 

Siege Towel': 
OMen at base . . ........ .. H D III 
• (Bl'idge Closed) )Ien on 

the vel'y top (::! max) . , . H D 10 
)len in~ide cannot b~ hit 

by archers, 
• (Bl'idge Open) Men inside 

and on top (usually 

charging out) ......... HD 5 
Note: Divisions must be even, Re­
mainders at'e dinegal'ded and cannot 
be cart'ied over, A man is considered 
KILLED , and must be removed hom 
the game, as soon as he has received 
the number of h its equalling his 
COMBAT VALUE. 

Each hit must be canied (hang 
marker) until the end of the game 
or un til the man is killed, 

If a target sector contains different 
types of. t roops (mixed occupancy), 
hits must be dist r ibuted evenly, one 
at a time, according to the Hit Prior­
ity column of the Firing Chart. 
EXAMPLE: Target sector has re­
ceived 5 Hits, 

FIRING 
ombat "" Value Prior . ~, 

-Larlje Citapult~ -,.- -'-:-Ali: 
Small Catapult 3· I-All. -FortreSi Gun r--;----
Archer - -----

Arg,uebusier 1 "h 

en In sector 

Mou~~~_ 
Knight 

:! Heavy Foot· m,. 
:1 Archers 

Its a lie 
lSI (wound); 4th (:!nd 

wound) 
2nd{1 man wounded ): 5th 
(wounded man is kille-d) 

3rd ( I archer killed) 
Results: 

NOTE: 

1 Heavy Footman and 1 
Archer killed, Mounted 
Knight I'ecei ved two wounds, 
No additional men of the 

same Hit Pdority may be wounded, 
until already wounded onu in the 
same sectOI' are killed. E.g" a sector 
containing 4. Heavy Footmen receives 
4. Hits: Two of the four Footmen are 
killed (not all four wounded). 

A I'cher and arquebusie l' lIre wj]] not 
damag-e or destroy Siege Equ.ipment, 
Cannons, or patts of the Castle. 

CATAPULTS AND FORTRESS GUN 
All catapult!!' and fOI'tt'ell gun may 

be tired once per turn, pI 'oviding they 
have not been moved dudng that turn. 

Firing and computation of Hits at'e 
done in the same fa shion as listed 
under "At'chers" except that the Hit 
Divisor is always 5. regardless of the 
target sector's terrain or pro t ~ ctive 
de\-ices in it. 

Catapult and gun tire is effective 
against Parapets , Supply Wagon. 
Catapul ts, Siege Tower, and cet·tain 
parts of the Castle, 

The foll owing numbel' of hits are 
required to destl'oy the indicated unit: 
Moveable Parapet I 
Small Catapult 3 
Large Catapult, Supply Wagon .. 5 
Siege Tower . . ,.,... 6 
CASTLE: Walls B 01' C 3 

Main Gate. Keep ., 6 
Wall A ( incl. Gun ) 9 

As before, Hits are accumulated 
and carried until the end of the game, 

If personnel are in the same sector 
with Siege Equipment, hits must al­
ternate. Roll the die to see whether 
men or equipment receive the first 
hit. (Scaling ladders cannot be hit by 
catapUlt or cannon fir e), 

CHART 
()OllOg: larljel Istance 10 ~Clors 

- -'- ; , ij-

- - 2 ,----r-dice--

3 2 1 - I - dice 
~~ --

l 1 - - - - dice 

Lansquenet 
Operator 1 4,h 

• Figu re indicates number of hilS required 
to destroy that unit , Disregard fOT morale _ (dden~ 

Heavy Footman -;-~ 
or melee computations. 

-Mounted- Hun- . , l -Alt , Indicale5 hit!l received alternate .... 
~~ted-Knign -;- - lst tween unit and men (mounted or un· mount-

u ly Wagon • - A t- ed) in sector. 
" . ower 6 - .. 
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When ahoot~ a catlpult at the 
CASTLE, the aection ftred It muat 
be Indicated bdorehand. It Mveral 
hiu Ire 1IC0red in Iny one tum, t hey 
will be Iltemltely Ipplied to the 
.tructure Ind the men in the cIIUe 
al tollowl: 

Shot. limed at W IUS D, C, or 
Mlin glte are altemately applied to 
men in the outer yard. 

Shotl aimed at Wall A are alter­
nately applied to men in the court­
yard. 

Shotl aimed at the Keep are alter­
nately applied to the men thereon. It 
VIClted, these shotl are altemately 
applied to the men in either yard. 

Roll die to see whether Cutle or 
pU'aonnel receive the flnt Hit. 

The Fortresl Gun i. conlidered 
permanently inltalled at Wall A. It 
il detroyed al loon al Wall A faUI 

Arquebu.ler ; 
Hlta evu)'thlnr 
"lthi n three 
fH t. 

Fortn l l Gun 

(9 Hitl). 
If there nren't any men in the 

delignated arell, all hill may be ap­
plied againlt the eutle section under 
.~. 

Catapult shOll may be lumped againlt 
one sector, if 10 indicated before fir· 
ing haa berun. It il not permissible 
to Iplit the dice allotted to anyone 
catapult against several target SI!(:­

tors. 
Catapult fire cannot be directed 

against troops that are engaged in 
a melee or against any part of the 
castle which is being stormed or 
Ottupied by the Invadera. 

Catapult and Cannon fire il Indirect. 
It ill therefore possible to fire over 
occupied secton. 

To be eligible for shooting, a 
Small Catapult must be manned by at 
least one operator; a large catapult 
by two operators. The cannon may be 
fired by any two men (ind. Archers) 
stationed in the courtyard. 

A catapult or annon unnot be 
fired during t he tum it wu manhed. 

Operatora are the only ones qUIIi­
fied to move the Siege Tower, and 
move or fire catapulu. They carry no 
heavy weaponl, but defend like Light 
Footmen. They are not aUowtd to 
attack or lupport attack! and mUll 
withdraw if left (after a melee) with 
hostile men in the Bame sec;tor. 

Armed men may abandon their 
weaponl, and are then permanently 
converted to O~ratora. If thi. c::on­
ve .... ion Ottura at the beginning ot 
the tum, they may be used in that 
Bame tum to move equipment. 

Nut month HHB bringl 1.If the 
rulet fOT MELEE, MORA.LE, QIId 
LOGISTICS Q, part four of our five­
part tenet. 

EVERYTHING 
FOR I SIEGE of BODENBURG I NOW 

AVAILA BLE! 

HAUSSER 

(~) 

PRESENTS, 
HUNS 
TURKS 
KNIGHTS 

SIEGE EQUIPMENT 
SUPPLY WAGON 
THE CASTLE 

REQUEST FREE I'RICELIST FRO~I 

CONTINENTAL HOBBY SUPPUES 
Military Mintatur •• , War Gam. Accessories and Literature 

P .O. Box 116. Adelphia. New Jersey· 07710 
Visit our showroom at Strathmore Road, Adelphia, New Jersey. Phone: 462-8937 



PUTTING THE ILITZ BACK IN 'KRIEI 
br Gary Bedroe1a. 

There have been many eommenta 
to the effect that a WWI situation of 
"Siu" develop. in the game Blitz­
krieg becaulle of • general inability to 
attack a good defense. I have found 
• solution to that problem that alao 
makes the game more colorful and 
realistic. 

1. Assume (for simplicity ) that 
each division is made up of four or 
fiye brigadea, each of uniform power 
in itl category. Infantry brigades 
are 1-1-4, armored brigades are J-2-ti, 
armored infantry brigades are 1-1-6, 
and artillery brigades BTe 2-1-4. 

2. Break-downs of division5 are u 
follows: 
Armored Infantry: fOUl" I-I-G brigades 

_ 4_4_6 

Medium Armored: two 1-1-6 and two 
3-2-6 brigades_8_6_S 

Heavy Armored: four 3-2-6 brigades 
_12_8_6 

Marines: four 1-1-' PLUS one 3-2-6 
_ 7_6_4 

Infantry: four 1-1-4 brigades - 4-4-4 
Artillery: four 2-1-4 brigadn-8+4 

3. Changes in Rules: 
a. Fa~tors lost b«ome brigades 

lost. 
b. When the armored brigade is 

in a Marine Division, it may 
invade and go into the woods 
~at a lou to mobility. It 
must, however, be a part of 
the entire 7-6-4. 

c. No ~hanges in Air~ratt rules. 
d. Defense fa~wrs still apply 

for lupply, sta~king, r«rea­
tion, and air-transportation. 

4. Air-mobile troops: 
a. Air Assault is ~omposed of 

helkoptera and lightly ar­
mored . vehicles. An ex~ep­

tion to the four or five 
brigade rule, the 6-6-6 Air 
Assault becom~s three 2-2-6·s. 

b. Pal"a~hute Divisions, of 
~OUl"se. breakdown w four 
1-1-" •. 

5. On the Order of Appearance 
cards. 4-6 becomes 4·4-6, 6-4 b«omes 
7-6-4, 6-6 becomes 8-6-6, 8-6 becomes 
12-8-6,4-4 becomes 4-4-4, Air a!sault 
becomes G-6-6, Rangers become 1-1-5 
(mobility increase), and artillery 
stays the same. No substitute uni ts 
other than those listed are used. 

These change. s hould present the 
p!nyer with a more realistic view of 
II tL'ue "blit%". The virtue of armor's 
pxploitation of a weak defen .e and 
its ability to concentrate are here 
employed by an increaee in att.ck 
factor. Marines al80 become more 
than just infantry. Thil, I believe, 
is the true picture that Ihould be pre­
iented by the game. 

Editor. Not.: COft.V'rriOft.!o Mr. 

Bedro,ian'. a~. tem can be accompli.h­
ed .imp/II bl/ 'lotatillU the bach 01 
the avai14ble COUllter. and the Order 
01 Appearance carda a. 'lecell8arll. 
Hi, reiativetJl ea')I to ut-up variant 
makea lor a verJl inte, eating and e::t:­
citiny game. lVe hope )lou'll give 
it a tTJI.-Ed. 

POSTAL DIPLOMACY 
(C07It'd Irom "fHlfJe 5) 

Chairman. hip of the Board of Direc­
tOni of the Warsaw City Pound. 
(Conrad von Mettke, Wild N' Wooly 
;-:25, 1965B, Spring 1904, Runia) 

Berlin, Brandenburger Volks.taat 
(January 16 1906): We were stopped 
at Lichtenrade by an unshaven youth 
in Prusaian military jacket and civili­
an trousers, who claimed to be a 
sentry for somt:thing called "The 
German People's Imperial Democra­
t ic Autarchy" ... subsequent check­
points were manned by "The Army of 
Universal Armed Peace", "The Anti­
Holen-zoJlem German Empire", "The 
Socialist Empire Party" ... "The Pure 
C'erman nund .. ... and "The Branden­
burg People's State" ... We came 
• h· · ..... ~h without incident, except for 
a brief akirmish with the "Pure Ger­
r'~n Bund" in which my bodvguard 
was fo rced to kill a fanatic 16-year­
o:d sentry named Schinkelgruber. 
(James Branch Wat .. r /.1. Boardman) 
Trantor # 16. 1964D. Spring 1906) 

The loregoillg wa. compiled Irl)m 
two articlu writte'l b)l Dr. Boardman 
lor Donald Miller's exrelle71t Games­
man, and publi,hed in Gamuman 
number~ two and thrce. It is printed 
here with Mr. Miller's kind permis-
810n and the consent 01 the author. 
The Gamesrnall, b)l the way, deala 
with aU tJlPU 01 gamu; wa"games, 
Dip'omaclI, chen, cllen and Diploma.­
ru va,.iants. Go, card game~. etc. Ad· 
ditional illlormation i8 Ilvai14ble 
I,.om Mr. Miller at 11.:115 Juds01t 
Road, Wheat07!., Md., 10906. , • , 

JUTLAND (Cont"d Irom page 12) 

At Jutland she was in the 1st Bat­
tle Squadl"On, 6th Division; opening 
fire nt 1817 houl'S with a full I4-gun 
s::lvo. During the short time she was 
in action ahe "seited the opportunity 
to firc full fourteen-gun salvoes", the 
,heet of flame from her gun A givin!!. 
time after time, t he impression that 
rhe had blown up. She again opened 
fire at 1908 hOllrl. During t he entire 
battle .he fired a rotal of 144 rounds 
of 12 inch and III rounds of 6 inch 
the'!' At flut Ijt"lance 144 rounds 
leems to be a lot, but in fact it 
averaged juat over 10 per gun, which 
give. an indication of just how .hort 
the action wa.. She suffered no 
damage at all. • • • 

Add..... mmmcnla. .11&~Llonl. etc.. to 
St"'Le.1 and T..;ti".. Boll 11 -111. Loudon· 
vil" . N. Y . 

FLETCHER PRATT'S GAME 
.llyron Brundage haa asklld that the 

lollowing letter be pu.bli.hed lor those 
of I/OU who wrote h;m concenlil'tg tile 
FP rulfll. - Ed. 
Dear Mr. Brundage, 
!I: y ...... ife has asked me to answer 
~ onr !Letter of March 13. Firat, please 
llCcept my apologil'9 for the delay. 

We feel that it would be premature 
to l"('publillh the rules for the Fletcher 
Pmlt Wllrgame at this time. The 
rulu need a working over , a new sys' 
tcm of damage points hili! to be work­
ed out, we have to figure out the full 
automatic guns on the Salem, and ~o 
on. I've e,'en been working ·out a 
sliderule to replace the penetration 
eurves ... A lot more experimentation 
is needed before we freeze anything 
into print . 

We're sorry to refuse your request, 
but we feel that, for the sake of the 
game, we have to. 

-Dr. John D. Clark 
1 have pas8ed 071 the letter. 01 

those who wrote 10 me to Mr •. Clark 
al'td her hu.bolld ill hOPflH that it will 
help JMTlluade them to change their 
mind~, or hur,.y 07!. their prflHent work 
on a lIew edition-MRB 
Mark Goldberg 

I've noticl'd the General's quality 
has slightly improved to conform with 
~·ours. EXCEPT for one recent ar­
ticle. I think I'll write up that true 
story J've always meant to (as told 
to me by grandma) about how 14 
Jewish Grandmothers, one Italian de­
fector and a poodle held off Rommel 
and the Afrika Korps at El Alemein 
for three month •. 

Could it be that JlO1/. re/e,. to Hall.l 
Kruger's "Norma1l.dll: The WIl)l it Re­
alill Happelled" in the JU/ll Gfl1I.eral7 
What w ith IlIIra-violet ligllt lor l'tight­
fi.qlHil'tg al'td more KillU Tiger8 than 
were ever produced, it had to be a 
,atire, right? Al'tJlhow, alter tile 
Sil'tai Campaign, I'm. l'to! .0 ,ure ~our 
pralldma waa puttinQ YOIl on. 

Oppcrtfl1l.tll Guide: The Paciflc North­
west War Games Asso<"iation will 
begin publication of a guide designed 
to encourage across-the-board AH 
play in the area, arrange a tourna­
ment, and perhap. even a eonvention 
in '!l6B. 

Wargamera in Washingwn, Ore­
gon, Idaho, and Britilh Columbia 
may contaet Douglaa Beyerlein , 3934 
S.W. Southern, Seattle, Walh., 98116 
for details, 
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'Diflomac~ 
The Exciting Game of 

$750 

, 

International Intrigue 

I I 
• 

.(~ 

" ". 
j 

Games Research Inc. 
48 Wareham Street 

( POtl Prepoid ) Boston 18, Mass. 

WARGAMrR'S RUNG - DIPLOMACY 

Realiam: Excellent (diplomati!;) 

FaLr (military) 

Complexity: Excellent rdiplomatic \ 

\'ery good (military) 

Rules: Good 

Chance Involved: Nil 

Phys ical Quality: Excellent 

Number of Playen: 3-7 

Playing Time: 3-6 hours. 

Price: S i.50 (and well worth it) 

Publi,her: Games Research Inc. 

48 Wareham 51. 

Boston, Mass., 02118 

Commenu : The !!Iame's oame is Diplomacy, 

henc the split ratings in the Realism and 

and Complexity depsrtments. As a straight 

warga me , Diplomacy borders on the abo 

sltact ; but as a game of diplomacy. it is 

outstanding . The game is a whole ne ..... 

expenence - ..... e 51rongiy recommend it for 

war~amers. 

Th. ne .... cone .pl In W" "m.n, .... 
CAm •• d. aL,ned wiln Ih. w.".m., 
In mind ..... hom GAMESCt£NC£ COIFROIJ AJIOI 

V'~TNaM 

Th" Ultim. ,e In "'.',.mlnl , World Confllcl G.ma ... $6.91 

1111 prLc e. Indude po ... .. In th. U. S • • nd C. n.da 

Now, .".r.nl.ld f ... dallvary on .. U • • m e. 

£utlln,ly dUf .... nl Iype of ..... ' • • me ..... S4.95 

NUCLEAR WAR. 

9 
Th' I,m, to and all pmn and 1M world, too 

Tht F UN ,amI of ' kill t rom c:.muc! enct, .. ,.me yo" C. n'L ' lop pie yin, n .25 




