


2 MOVES nr. 37, Imblished Fehruary/ March 1978 

CirCl/ lalion: 9100 

Edilnr/Exccnliv(' Arl Direclor 
Managing Edilor 

Arl Direclor 

Redmond 11.. Simonsen 
Roben J . Rye r 
Manfred F. Milkuhn 

Conlribuling Editors 
Richard Berg, James F. Dunnigan, 

Phil Kosnelt, Ma rk Saha, Jerrold Thomns 
MOVES Maga~illl' i< I:Opyright 'e, 1978. ' illlll"'lion$ Publicalions. Inc . Primed in U •. A. All righl s rcscr\'ed. /\11 
ediloria l and general mail ~hould bcaddrcs,,;cd loSimulalions Publication, Ill c .. ·14 Ea<1 Brd Ireel. N. Y .. N. Y. 10010. 
MOVES is publi shed hy· monthly . One yea r , lIbsclipli o n> (six im lcs) arc avaibblc f<Jr '8.00 (U.S.) . Back iss ues o r 
single copies of I he current isslle arc ;wa ilablc al 52.50 per copy. PIc;lSC rernil by check or money order (U .S. funds onl)') 

Printing and Binding by Welle,lcy Pres, . Inc .. F,amingham. Mass . 

ARTICLE SUIJMISSIONS: Readers nrc im 'iled 10 , "bmit article; for po . ible publicalion in MOVES MORozillr. 
Manu ' nip! s IIlllst be t)·pcwritlen. double·spa,,'d. o n RV,x II white bond. wilh generous margins . f>il'a.<e include YOllr 
flllillamc 011 each MS pa!:c. ami YOllr name alld address on thccovCl" page. Iryou wish )'011' ma nuscripl r<!lIrIled. ill, 
dude :t stamped. self-addre,>scd 9xl2 cl\\'Clopc. In no illstance. however. ca n SPI ">SUllle responsibility for 
mallll scripls and il\uSIr.:uioll s nOl <peei lca ll y 'olicilcd . 

In this issue_., 

Expanded Three-Pla~'er Rules 
for War of the Ring 

Air War: F-86 Check Flight 

Air War 

Space Opera 

Just Add Water ... 

Cobra Errata 

Travel Notes 

Drive on Stalingrad 

Opening MOVES 

Designer's Notes 

Your MOVES 

Fonvard Observer 

Playback 

Feedback/Playback Questions 

ERIC GOLDBERG 

GREGORY JOHN 

DAVID C. Isay 

PHIL KOSNETT 

RICHARD BERG 

DAVID WERDEN 

DAVE ROBERTSON 

BRAD HESSEL 

REDMONDA. SIMONSEN 

SPI R&D STAFF 

THE READERS 

RICHARD BERG 

THE PLAYERS 

VOX POPULI. vox DEI 

Silllulalioll' I'uhlic<lliom. 111\: .. ~~ 1::"'1 Drd Slreel. N~", York. I .Y . IOO]() 

4 

8 

11 

16 

18 

23 

24 

28 

2 

3 

26 

32 

33 

34 

Opening 
Moves 

Subjectivit)' and Style 
-or-

What Have I Been Doing 
All These Years 

Thi ' i sue I ask you 10 bear with me as I 
engage in a IHtie righlcou indignalion and 
art istic defensiveness, Sec, I get this leller 
from Tom Oleson (a very nice fcllow from 

aliforn ia whom I've had Ihe pleasure of 
meeting a few limes). And although Tom i 
very gcntlemanly and a well person, o ne of 
the paragraphs in hi. otherwise laudatory let­
ter read as follow : 

You say "I am primarily a gamer and .. . could 
ca re less about Ihe subject or hiSloricallesson of a 
game." It cenainly shows I I crave bright colors, 
the more historical flavor and detail in OOB and 
maps Ihe better. and the Illusion of realism if that's 
what I have to seUle for. With certain exceptions 
such as Highway. and TSS, I don't find this in your 
work. or course. not only is this your privilege, but 
my taste may be a minority. I am only sure of this: 
it is not an insignificant minorityl You remind me 
of Ettore Bugatli. who produced his cars only to 
suit himself, not his customers. - Tom Oleson 

So, afler I recove r from my short fit of 
thrashing about on Ihe floor of my office and 
breaking a few chair legs, I think to myself, 
Tom has not been looking at much of the 
SLuff I've done over the past couple of years 
and is reacling 10 old stuff done under more 
limiled budgets, elc. Or, Tom is not remov­
ing his California sungla ses while playing 
SP I game and I herefore has a monochroma, 
tic image burned onlo his relinas . In an at­
tempt 10 be objective about his subje Live 
criticism, I make a list of SPI games and rate 
them against TSS and Highway (0 (he Reich 
(the games Tom feels are exceptional ex­
amples of colorful flavorful work in my 
otherwise low-key portfolio). Using Tom' 
criteria, I a sign TSS and Hway (0 (he Reich 
relative ratings of " 9" in each of the follow· 
ing categories (drawn from his Icuer): 

MAPS 

Colorfulness: Bright colors and/or many 
different shades and lints of color LO repre­
sent different terrain. 

Hislorical F'lavor: I assume this 10 mean put­
ting in lIamcs of towns, el aI., Ihal have no 
effect 011 the game but provide hi torical 
reference poillis for I he player and/or show­
ing different types of lerrain wi(h diffe renl 
symbology even if they have exactly Ihe same 
effect in the ga me. 

COUNTERS 

Colorrulness: Bright and/or varicolored 
counters. One hit n problem in games Ihal 
have only two opposing sides where each side 
has no logical subdivi ions Ihat cou ld justifi­
ably be made a differenl color. Keep Ihis 
limit in mind.· 



Hi torienl Order of Hallie Designation ' and 
Flavor: ' ull unit designations on the 
counter and/ or the use of si lhouelles or the 
u e of exotic operational symbol when call­
ed for evcn if thcrc's no functional differcncc 
(for cxample) bctwecn an airborne unit and 
an infantry unit. 

Remember when looking at the follow­
ing charL, that J'vc rated TSS and HlI'ay to 
the Reich as "9" as a standard of com­
parison - not because I think that they'rc 
the pcrfect exprcssions of these characteris­
tics on an absolute levC!!. 

Note that where the map i basically a 
di play (such as in Air War) I've wrillen 
" na" (i.e., not applicable) and also where 
the map is a multi-situation map. An excep­
tion is FireFight which is drawn from actual 
terrain . Of coursc, these ratings arc simply 
my opinions of my own work - and you 
may rightly be uspiciollS of my abi lit y to be 
cold and calculating about it. I ha ve made an 
honest effort, howevcr, and an informed c,f­
fort ince I k now exactly what and how many 
ink colors I used, how many ymbols, etc., in 
all the gamcs. I' ve tried not to let the size of 
the game innuence my e timate of its charac­
teristics (a problcm which I believe Tom is 
having) nor have I allowcd my fondncss for 
thc game innucncc me (for example, I loathe 

Russian Civil War. but I gave it high ra tings 
ba ed on it obviously lavish llse r c I r and 
decoration). 

VERY IMPORTANT CONSIDERA­
TIONS: Just because a gamc is highly rated 
doc n't necessarily mean that I believe it to 
be an artistic triumph - all we're rating herc 
is whcther or not the map and counters arc 
colorful and historically navorful. I know 
it's difficult to do, but when you make your 
own personal evaluation of thesc characteri -
tics, try not to let your gaming or esthetic 
sensibi lities intrudc. AI o. ome of the games 
on the Ii t I believe to be more colorful and 
navorful than the benchmark games - but 
I've restricted myself to the 0 to 9 cale . The 
Outreach map is perhaps the most dramati­
cally colored map I' ve ever done (so much so. 
in fact. that Ithink it hurts its utility). 

Tom makes a remark which Ithink i be­
neath his usual style, i.e., that I design maps 
and coulllers only to please myself and not 
the customer. That ort of broad allack is a 
little unfair and springs from a weaknc for 
hyperbole rather than prudent observation. I 
indeed have standards and a design philo-
ophy - but since 1 work in a commercial en­

vironment I alii en itive to my audiencc 
(that's one of the reasons ('m going on about 
this wholc matter - Tom is a very active, in-

/cont,'nm:d on r}(1gt HI 

RELATJVE COLOR/FLAVOR INDEX OF RECENT SPI GAMES 1976-77 

GAME NAME MAPS COUNTERS OVERALL 
Color Hisl/ Color His// (Average 

Flavor r/avor Rating) 
Terrible Swift Sword 9 9 9 9 9 
Highway to the Reich 9 9 9 9 9 
Revolt in the East (S&T 56) 4 4 9 7 6 
pz Gruppe Guderian (S&T 57) 7 7 8 9 8 
Conquistador (S&T 58) 9 6 9 9 8 
Plot to Assassinate (S&T 59) 8 3 9 9 7 
Road to Richmond (S&T 60) 9 8 8 9 9 
October War (S&T 61) 9 na 7 9 8 
South Africa (S&T 62) 9 9 7 9 9 
Veracruz (S&T 63) 9 9 9 9 9 
Raid (S&T 64) 9 na 7 9 8 
Cobra (S&T 65) 9 9 9 9 9 
After the Holocaust 9 9 9 4 8 
Air War na na 8 9 9 
BattleFleet Mars 5 7 9 9 8 
Canadian Civil War 9 na 9 9 9 
Conquerors 6 9 9 9 8 
Drive on Statingrad 6 7 7 9 7 
Fulda Gap 9 9 9 9 9 
FireFight 9 9 9 9 9 
Mighty Fortress 9 5 9 9 8 
Minuteman 8 6 9 9 8 
Modern Battles II Quad 8 7 9 7 8 
Napoleon's Last Battles 9 9 9 9 9 
Outreach 9 9 9 6 8 
Red Sun Rising 7 7 9 9 8 
Russian Civil War 9 8 9 9 9 
StarSotdier 6 n8 9 9 8 
Thirty Years War Quad 7 7 9 9 8 
Up Scope na na 6 7 7 
Wacht Am Rhein 6 9 9 9 8 
War Between the States 9 9 8 7 8 
War in Europe 9 9 9 7 9 
War of the Ring 9 9 9 9 9 
Wellington's Victory 9 9 9 9 9 

Designers 
Notes 

WORK IN PROGRE' S 
Please do not order any f thc 'e lillc~ 

ullliltheir availability is announccd in S T. 

Campaign for North Africa 

Awake! The design work f r orfll 
Africa is linished! The last three rule -
Patrol, Air Combat and Long Range c~cr t 

orces - have been complcted ancl arc n W 

undergoing testing. The rule arc bcin ' ham­
mered into presentable form ancl cenurio 
testing will continuc for several week . 

As requestcd, CFNA is a detailed pefll­
tionallevel gamc. However, we have kept the 
detail off-map to simplify game mechanic, 
Thus, \ hile typical on-map counter repre­
sent divisions and brigades, the ba ic 
building blo k are battalion which take in ­
dividual strength point 10 se. ther e'­
amples of the game's extraordinary deta il are 
truck diffcrentiation into three size , di ' I inc­
tions among four types of suppli . indi i­
dual desert generals . daily weather, and indi­
vidual planes - with individual fi ht cr pi­
lots! Combat involves three artillery R 
two ground combat CRTs (al 0 a " M role at 
the Instant of A ault" table), di ffcrentia­
tion of ammo expenditure by vari U ' unit , 
tank requirements for supporting inruntr in 
assault to make full use of their capabilities 
(the Commonwealth 1940 armored di vi.,i n\ . 
which werc compri cd mainly of tank • nre 
now in the same me s they were in the nrn­
paign without any need ror combat ~ t elll/oth 
juggling). and prisoners (capture , II r ', Hul 
feeding 01). This detail is cnhanced b the lI\e 
of twO different colorcd dice in mc of the 
tables, permitting results orr a pattctll I () 
equa l pos ibilities (a 10 APBA Sn eh II). I he 
detail is also renected in the tcn dllfcll'llI 
types of displays that the Player usc I ) k 'CI 
track of their unit and/or upplies !.lIlt 

In addition, the game ha been d' 11'1 
so that it can be played with ut the J t, Ie I 
supply rules (cutting playing ti me I 
third) . Have no fear, all excent til 111 \' 
three weeks of play testing have been 1111 tht' 
entire upply sections (they were 011 ,I th,' 
fir t sections dcsigned). 

Marty Goldberg(·r HII II II", 
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SCENARIOS & VARIANTS 

EXPANDED THREE-PLAYER 
RULES FOR WAR OF THE RING 
by Eric Goldberg 

War of the Ring was, for me, one of those 
headache projects that attracted all manner 
of "assistant" Art Directors, each lobbying 
energetically for one pet graphic tidbit or 
another. That the game managed to survive 
this (and the ecclesiastical deba tes over what 
Tolkien really said on page umpty-ump) is a 
testament to the spirit of compromise and 
her handmaiden, Veiled Threat. The elabo­
rate three-player game presented here was 
the subject of one such debate. - RAS 

During t.he development of War 0/ the Ring, 
the de ign team reached a decision to add a 
three-player game to the rules . A I wa re­
sponsible for play testing at the lime. the job 
of coming liP with feasible three-player ru les 
was given to me. I oUllined what I considered 
a workable set of rule in note form. and Ihen 
gave it over to the playte ting team. The fir t 
week or two was pent arguing over whether 
or not some of the rules truly renected what 
could have happened had aruman been 
wi er, but after a while the play testers settled 
down to the ta k of playbalancing the game. 
Unfortunately, when it came timc to print 
the War 0/ the Rillg rules, it wa di covered 
Ihal Ihey ran slightly ovcrlcngth, and the 
longer (and more complex) version that is in­
cluded here was cut and changed into a much 
simpler game. 

he discerning reader will nOlice that 
the design intentions seem to be at cros pur­
poscs in the e rules. While some or the ru le 
are meant to rencci hi torical or quasi­
historical situations (such as Breaking Ihe 
Staves of Power), olher are meant strictly a 
playbalancing mechanisms. For instance. I 
will be the first to admit that I do not believe 
Saruman IVa inlended to be a powerful as I 
have made him in the Three-Player Game, 
but in defense of hi rating it must be pointed 
out that the Saruman Player has a good 
chance of being competitive if Ihe following 
rule are used. 

v. Three-Player Game 
Sequence of Play 

The War of fhe Nil/II wOllld have gOl/e ",IIch dif­
ferelltly indeed il Sammon (see E. IO), the greatest 
wizard of the White ormcil. had chosen a IIIl1ch 
wiser cOllrse of action. A very powerflll beillll ill 
his OWII right. Sammall (.~ometimes referr('d 10 as 

rmlllir) secrelly bred Orcs 01 IS('I/gord, alld COI/­
vil/ced the Dllfllelldillgs 10 joill forces willI hilll. /t 
IVa ol/Iy Galldalf's timely esmpe when impris­
ol/ed (1/ Isengord alld his adroit subS('qU(,lIf aCliolls 
that pre\'ented Sanlllwnirom willnil/g the Bailie 
for Helm 's De('P. a bailIe which wOllld ha ve made 
Sammall confroller of the eelltral part of Middle 
Earth via his mililary mi~/lI. 

* T he Three-Player Game assumes I hat Saruman 
had becn a bit luckier and a bit more politic in hi s 
dealings with the Free Peoples and Sauron. Admit­
Icdly, it is mosl difrieult for the Saruman Player 10 
win thc gamc because Saruman must wrCS I Ihe 
Ring from Ihe Ringbcarer and thcn keep il from 
Ihe olher t\ ° Players . bUllhc Saruman Player can 
make Ihe play of the ga me most inleresling with 
thc various options presented below. In essence, 
Ihe Sarulllan Player is challcnged 10 be either Ihe 
"kingmaker" of the War of the Rillg, or. should 
the eards fall right, Ihe ruler of Midd le Earth. 

SaTllll101I 

V.l Ring Phase 
The Dark Powcror aruman P layer ro lls Ihedie to 
determine Gollum' "allegiancc" for Ihe current 
Gamc-Turn. The Fellowship Player can also roll 
Ihe d ie 10 rcsolve an allCmpt by a haraeler who 
has PUI on Ihe Ring 10 remove it. 

V.2 Even ts Phasc 
The aruman Player draws an Evenl Card. and 
may discard or play il or discard or play any Olher 
Evcnt ard he possesses. a desired. The fellow­
hip Player thell follows uil. and Ihe Dark Power 

Player linishe Ihe Phase in like fashion. AI Ihe 
end of Ihe Phase . Ihe Saruman Player may form 
an Alliance. roll for po sib le olltrol of the 
Nalgul, atlempl 10 "caplure" a Fellowship 
h~racter and/ or do Mind Baltic wilh Ihe Dark 

Power Player (Sauron the Greal him self!). 

V.3 Suruman Player-Turn 
The Saruman Player deploy any unilS that have 
been mobilizcd. Then the Saruman Player may 
mo e any haraclcrs or comba t unil S undcr his 
conlrol. Arter a ll Movemenl ha been compleled, 
the Sarulllan Player conduci all ombal. Re­
member Ihat Individual ombaloccnr. before Ar­
my Combat. 

V.4 Fellowship Player-Turn 
The Fellowship Player may roll the die to re. olve 
Escape atleOlpl by any of his haracler who arc 
eligible for such. Then. the Fellowship Player may 
deploy any comba t units Ihal ha ve been mobilized. 
After Ihat. Ihe Fellowship Player may 1110ve any of 
hi Characters or comba l unils . When all Move­
menl is complele . Ihe fellowship Player re olves 
<lny combats he may wish 10 occur. 

V.S Dark Power Pluyer-Turn 

The Dark Power P layer repealS slep ".3 in il s en-

lirety, subslituling "Dark Power Player" for 
"Saruman Player. " 

V.6 Game-Turn Indication Phase 
The Saruman Player advance Ihe Game-Turn 
marker one space along the Game-Turn Record 
Track. ignalling I he passage of one Game-Tu rn. 

Note Ihal unle specifica lly staled in the ensuing 
rules, all rule for Ihe Three-Player Game arc the 
sallie as the rules for Ihe CllmJluign Game. Also 
note Ihat I he lerm "Saruillan" is used inlerchange­
ably wilh the Icrm "Saruman Player." and that 
the term "Sauron" is likewise used interchange­
ably wilh Ihe lerm "Dark Power PIOlycr." 

w. Alliances 
W_I How (0 Form an Alliance 
The 'aruman Player may form an Alliance wilh 
either Ihe Dark Power or Fellowship Player. The 
Fellowship Player Illay nOI form an Alliance wilh 
Ihe Dark Power Player. orvice-ver a. 

When Alliances a rc Ucclarcd. Alliances may only 
be declared inlhe I!vo.:nl Pha. e. and Ihey musl be 
declared afterall card are drawn . 

"Lending" Unils to Allies. Once an Alliance is 
formed, Players may freely lend their Ally combat 
unit s (bUIIIOf ' haracler units). However, Players 
must agn:c as t who will conlrol each unil or lack 
of unil s during Ihe E ent s Phase, and Ihe Player 
who cOlilrols a unil or tack of IInit. is Ihe only 
Player who Illay move the unil(S) of his Ally (in 
other words. no unil may move more Ihan once 
per Gamc-Turn). Under no circum tanccs maya 
Player allow an Ally to move a haracler con­
trolled by Ihal Pla)'cr. 

Bow 10 'ontrol Allies' Units . To control a unit 
norma II conI rolled by 11 Player's Ally . Ihe Player 
mu I have a haraclcr capable of leading combal 
unit in Army ombal in the ·amo.: hex as Ihe Army 
unil 10 be onlrollcd. The Player simply moves 
the haractcr into Ihe hcx with the units to be con­
trolled. and may move the lack from Ihere. Or. a 
I layer may ha\'e more Slrength Points than his Al ­
ly in the hex and Ihereby control his Ally's unils. 
The c condition mllsi be salisfied as I ng liS a 
Player thai docs 110tnormally conlrol a unit moves 
that particular unit (but need nOI be sa lisfied al the 
beginning ofa Game-Turn). 

t: rrecl of Allied Shlcks. Whenever a combal is be­
ing re olved in which Ihe unit in a given lack arc 
nOI normally controlled by Ihe sa me Player. a 
1110dilicalion of Dill' on the die-roll i adjudicaled 
in favor of the Player with Ihe lion-Allied stack. 
ThaI is. if an Allied s tack is defending Ihe Atlack­
ing Player add one 10 hi s Army Combal die-roll 
while if an Allied Slack is allilcking, the Allacking 
Player sublracls one from his Army Combat die­
roll. An Allied st.lck is dcfined a any stack Ihal 
has units. haraclcr or Army. Ihat do nOI begin 
Ihe game conI rolled by Ihe lime Player. 

l.illlils 011 Allillnce. T he arulIlan Player may only 
Ally wilh one Player al a lime. He may nOI have an 
Alliance will~ bOlh Ihe Fellowship Player and the 
Dark Power Player al the ame lime. 



W.2 Errects or Alliance on earch 

Wll h Ihe Fellowship I' layer. aruman may con· 
linue to cond uct carche when he has an Alliance 
wilh Ihe Fellowship Player, and Ihere i no penally 
auached for doing so (olher Ihan Ihe wralh of Ihe 
Fellowship Player). 

H Sarumun and Sauron Uoth I'ossess Na1.gul. Ir 
Ihe IwO arc Allied and each possesses Nazgul, Ihey 
mu I decide which of the Nazgul will make up the 
(up to) Ihree Nazgullhal conduel Ihe Scareh (i.e. , 
Saruman has three Nazgul, the Dark Power Player 
has none: aruman ha IwO azglll, Ihe Dark 
Power Player ha one; etc.) . If Ihe Iwo Allie can­
not agree by the end of five minulcs . Ihe Alliance is 
Dissolved (sec W.S), cffcclive neXI Game-Turn. 
Should Ihe two Player not agree , Ihere i 110 

Search for Ihal Game-Turn. Of course, Players 
may always choose to forego earch. 

W .3 Co-operation Res trict ions on Allies 

During an Alliance, no unil coni rolled by one of 
the Allie may attack a unit controlled by the other 
Ally. 

W.4 Saruman and the Ringbearer 

If Saruman should be in Ihe sa me hex as the Ring­
bearer when the Ringbearer is killed and Ihe 
Fellowship Player is Allied with the Saruman 
Player . Ihe Fellowship Player may Opl 10 "givc" 
Ihe Ring 10 Saruman. ralher Ihan surrender il 10 
ome agenl of Ihe Dark Power Player or one of his 

own haraclers. To do so, neil her Gandalf nor 
Aragorn may be prcsenl in the ame hex as Ihe 
Ringbearer and Saruman, Ihough olher Charac­
ters cOlllTolled by the Fellowship Player may be 
presenl. ote Ihal aruman may not OpitO "give" 
Ihe Ring to a member of the Fellowship hould he 
die: Ihe winner of the entire Individual Combal 
obtains the Ring. 

W .5 Dissolvi ng an Allia nce 

When one of Ihc 111'0 1>layers in an Alliance wi ' he 
to Di olve Ihe Alliancc, Ihc Player who wishes 10 
Dissolve Ihc Alliance mcrely stales Ihat he i doing 
o. AI Ihc complelioll of the Gamc-Turn, Ihe Alli-

ancc is con idercd Di olved, An Alliallce i also 
cOIl~idcred Dissolvcd if Saru lila n and Sauron can­
nOI agree on how 10 run a compositc Search (see 
W.2). 

Immcdialc Effcc ls of II Dissolved Alliance. For thc 
dllralion of Ihe Game-Turn in which Ihe Alliance 
i Di olving Cil i nOt con ide red Dissolved until 
the ne"l Game-Turn), all combals conducled with 
Allied lack have a die-roll modification of IwO 
(sec W. I) ver u ' Ihe Allied Slack . The Player who 
COni rolled a unil normally COlli rolled by his Ally 
cOnlinlle 10 cOlllral his Ally ' unil() unlillhc lleXI 
Game-Turn, and may do anYlhing he wishc with 
Ihose lInil wilhin Ihe reSlrielions of Ihe rules for 
Army ombat. 

Errcc(s or Dissolved Allia nce on Ihe Following 
Gllme-Turn. On Ihe nexi Game-Turn, IIny IInilS 
lacked IOgelher wilh whal arc 11011' Enemy lInil 

may either move or do Army ombal wi lh Ihe 
unils Ihey were previously Allied Wilh , al the Own­
ing Player' discrelion (no nega tive die-roll 
modificalion as Ihe 111'0 sides arc now 1101 Allied). 
There i no obligation to allack a former Ally' 
IInil . A Characler who is leading a slaek that con-
i I. olely of Enemy units is automalically placed 

on Ihe nearcsl Friendly slack . Thai character may 
move inlhe Owning Player's Movcmenl Phase. 

A Pla>'er may nOI Dissolve an Alliance in Ihe mid­
dle of a ombat or eareh: he must tall' Ihat the 
All iance is being broken before any 11l0dific<llions 
arc made 10 Ihe die roll . 

x. aruman and the O ne Ring 
X.l Cont ro lli ng the Nazgul 

* If Ihe aruman Player gain control of Ihe Ring 
and moves aruman 10 Isengard , aruman may 
begin I COfllrolthe Nazgul. 
Rc Irictions on Conlrolli ng Ihe Nazgul. To Con­
trol Ihe Nazgul, Saruman muSI PUI Ihe Ring on. 
Before Ihe Game-Turn in which he may begin to 

Ollirolihe Nazgul, aruman muSI spend one full 
Game·Turn al Iscngard (hex W2421) in which he 
docs nOI engage in Army or Individual Combal, 
and.obviou Iy. doc nOI move. I-[e //lay Mind Bai ­
lie. allcmpt to Persuade a Fellow. hip Characlcr. 
form an Alliance and movc Ihe re. I of the 
Saruman Player' unils normally in Ihe lurn IIlat 
he pcnds;11 Isengard prcparalory 10 onlrolling 
Ihc azgul. 
How 10 Conlrol Ihe azgul. If Sarul11an has spenl 
Ihe previous Game-Turn al I 'cngard wilhoul mov­
ing or engaging in combat, he automalically will 

onlrol one Nazgul al Ihe end of Ihe Evenls Phase 
of Ihal Game-Turn. If he pcnds anOlher Game­
Turn at Isenga rd in which he docs not move, 
engage in Combal, Per uade a Fellow hip harac­
Icr, or engage in Mind Ballic he will be able 10 

ontrol one Nazgul more Ihe next lurn. On Ihe 
fourth Game-Turn Ihat he allempls 10 Control 
Nazgul, he will gain two Nazgul, and 0 on for all 
lurns afler Ihe fourlh. However, if Saruman fails 
10 spend a turn in which he doc nOI move or en­
gage in Combal, Ihe cyele must sia n again. wilh 
Ihc spending of a com pie Ie Game-Turn at Isengard 
before anOlher Nazgulmay be COni rolled. 
Which Nazl:lI l arc Coni rolled. When Saruman 
fulfills Ihe prerequisilcs for onlrolling a Nazgul , 
Ihe Dark Power Player gal her Ihe haraCler 
Cards for Ihe exi ling Nilzgul and cerellyarranges 
Ihe Cards in order. The Saruman Player Ihen picks 
a number from I to Ihe number of Nazgul Ihal 
there arc (if all nine are in exi Icnce, I 109), or, if 
he will COfllrollwo Nazgullhis turn. two numocrs 
from I to the number of the Nazgul. The Dark 
Power Player Ihan COUIll off Ihe cards, giving Ihe 
Samman Player Ihe haracler ards he now con­
trols. Note Ihat Ihe Lord of Ihe Nazgul and 
GOIhmog Inay be Conlrolled by Saruman. 

onlrollcd IIzgll l Lellding SUllron's Armies. If a 
Nazgul Leading an Army i 'olllrolled by Saru­
man (i.e., the Lord of Ihe Nazgul or Gothrnog). 
Ihe Dark Power Player ro lls a die. On a roll of I 
Ihrough 3, Ihe Nazgul alld Army bccom~ Sanl­
man's, and arc treated exaclly as a normal Forces 
of Saruman piece: Oil a roll of 4 Ihrough 6, Ihe Ar­
my remain loyal 10 Sauron. All combat unit Ihal 
former ly belonged 10 Sauron belong 10 Saruman 
as long as Ihe Slack is led by aruman or a aru­
man-Controlled Nazgul. The momenl Ihe Slack is 
eilher leaderless or led by anOlher Leader. Ihe Ar­
my unilS become Sallron's again. 

Nllzgul Wi lh Enemy Army Units . Should Nazgu l 
find Ihcmsclvcs in a si lualion in which allunils in 
Ihe Slack are Enemy (e.g., a Coni rolled Nazgul 
Ihal doc nOI "bring" Ihe Army wilh him) , il im­
mediately nics 10 Barad-dur (E 1128) if cOI1lrollcd 
by Ihe Dark Power Player. or 10 Isengard (W2421) 
if onlrolled by Sarurnan. 

If Sarumlln Loses the Rin~. Should Sanllnan lose 
Ihe Ring and not rc over il by Ihe end of IWO 
Game·Turns, auron begi ns 10 Conlrollhc (Saru­
man- ontrolled) azgul cxaclly a Ihe SarlllTl3n 
Player Coni rolled Nazgul frolll him. NOlI' Ihal 
Saur II may never onlrol any Army unil s Ihal 
begin Ihe game lo)'allo Saruman. 

Add ilionlll IIl'ndiis for Coni rolling Ihe Nllzgul. 
The Saruman Player wins the game if he onlrol 
all Ihe Nazglll in cx i lence, plu the iladels of 
Isengard and Helm's Deep, plus the IOwn of 
Edoras (secSeclion Z). 

Collum 

X.2 Saruma n and Gollu m 

Should Sarul11an oblain Ihe Ring and Ihen lose it 
to Ihe Fellowship Playcr. Ihe Saruman Player roll 
for Gollull1' "allegiance," and not Ihe Dark 
Power Pla)'e r. Of course, Ihe aruman Player may 
play all cards Ihal peTlain 10 Gol1um exaclly as if 
he were I he Dark Power Player . 1 f I he Dark Power 
Player should regain the RinS bul lose it before he 
can bring il back 10 Barad-dur. he again roll for 
Gollum's "allegiance." 

X.3 Wea ring the Ring 

All rcstrictions and bcnefils for Wearing Ihe RinS 
arc cxaclly the same a in celion M, exccpl for Ihe 
following: 

ChI'l al th, 
Dllnimd;IIKs 

Chief of Ihe I)un lcndi ngs. In Ihe Three-Player 
Game, Ihe chief of the DlInlcnding i considered 
10 have a Ring Raling of J, and can Wear or bear 
Ihe Ring. Unlike olher Characlers, he may volun­
tarily surrender Ihe Ring 10 Sarllman, bUI may nOI 
do oloanyolhcrCharaclcr. 

arumon. aruman doc nOI ever become a cmi­
Ringwrailh (as Ihi would eriou Iy imbalance Ihe 
game). bUI mllst still roll to lake Ihe Ring off. Like 
Ihe hief of the Dunlending , he i considered 10 
have a J Ring Raling for laking off Ihe Ring. The 
only haraclcr who can challenge Sarli man 10 an 
Individual ombal thai Saruman may nOI refll ~c i ~ 
Gollum. Gandalf, Ihe algul, Borollli r (Ihrau h 
Ihe "Boromir AltcmplS 10 cize Ihe Ring" Evenl 
Card), eIC., Illust have Ihe Sarumnn Pla),!:r' '0 11-
senl before cngaging in Individual mb \I I'o' lIh 

aruman. 

X.4 aruma n as Ringbearcr 
in A"rmyCombat 

Under no circum lances may ,nlln '" II", II letl in 
Army ombal. The only w a)' I kll illirn I II In­
dividual ombal. 

Errccls of the Ring on anlm 11111 

Generally, Ihe Saruman Plo cr "" 
lageou. 10 have Saruman We,ll Ih l(t11 I" \ rlllY 
Combal. However. if ,,11111111111 I 
Combal in which Ihe st h I 
50% or grcater los, • nd <'Ilhrr 
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Anduril or lllld:llf Ihe While i in the t;\ck Ihat 
defeated aruman's stack, orumnll loses the Ring 
to one of Ihe C IWO ham Icr . If the ord o f Ihe 
Nazgu l i. in a lack Ihal defeats aruman, aru­
man must eilher surrender the Ring or engage in 
Individu<l1 oll1bnt with the Lord of Ihe Nazgul. 

Errec t or Reduction of Sarunum's . -orces. If the 
Sarum3n Player ever possesses less Ihan 30 (thirty) 
Strength Point s. any Characler may challenge Sar­
uman 10 all Individual Combat thaI he cannot 
refu c. 

Y. Three-Player Game 
Special Rules 

Y •• Barler 
* Within certain limilS, Players may trade cap­
tives, Magic ard, Event ards and information 
among themselves. The tcrm "bartcr" is inter­
changeable wilh the term. "deal" and ·'Irade." 

Who May Engage in Barter. The aruman Playcr 
is the only Playcr who may Barter wilh both other 
Players. The Fellowship Player may nOI Ilarler 
wilh the Dark Power Player, or vice-versa. 

Whllt Mil)' Be Tr.ldcd. All Magic Cards with the 
exception of Ihe Ring, all Event Cards, and all cap· 
tives may bc freely traded among cligible Players . 
The del ails of any and all deals is up 10 Ihe in­
dividual Players. 

EXllmplc. The Saruman Player has captured Gan­
dalf Ihe White, who ha the Magic Card for Gala­
driel' Ligh t, Elvcn Rope and Shadowfax. The 
Fellowship Pla)'c r wishes to regain Gandalf the 
White. but docs not have the Event ard to do o. 
The Saruman Player talcs that he will trade Gan­
dalf thc Whitc for Glamdring (as it will aid him in 
C mbal), Athela . and Lcgolas and Faramir as 
captives. The Fellow hip Player feel that he is be­
ing gypped, and eounterproposes Gandalf and his 
Magic Card for Glamdring, Athclas , Lcgolas and 
the Event Card thaI allows Ores to go into Baule 
Frenzy. After some ullerings about unfairne s, the 
Sarulllan Player agrees. Incidentally. Players Illay 
make deals involving future delivery of Cards or 
aid (i.e . . "and a Hobbit to be named later"). but 
the Player who promises to deliver in the future is 
under no obligation to do so. 

Information Abollt Cards T hat May Be Ex­
changed Among ('I!l}·crs. Players may "ot under 
any circumstances volunlarily how each other 
Cards that they or their Characters hold. When 
con ummating a trade, all ards must be placed 
face down before any of the Players pieks up any 
of t he Cards. Players may declare what they ha vc 
in their hands, but may not s how proof. Of course, 
Magie Cards revealed due to Combat, Event Card 
(e.g .• Palantirs) or by being discovered on ap· 
lUrcd Characters will be known to Iwo or three of 
the Player. and will be verifiab le to an exten t. 

Example. 111 the above e.~ample, the Fellowship 
Player could givc the Sarumal1 Player a "Misty 
Passes Open" Events Card, in tead of the "Ore 
in Bailie Frenzy" Card, thereby cheating the Saru­
man Playcr. Of coursc. the Saruman Player could 
have substitutcd the Sting Magic Card (assuming 
he had it) for Ihe Shadow fax Magic Card. to com­
plete the doublecross. If il helps any, physical 
vio lence i again tthe rules, and Ihe Player who in· 
itiates such has aUlomatically lost thc game. 

How 10 Trade Milgic Cards. Unl ike Event Cards, 
which may be handed over, Magic Cards must be 
Iraded between haraclcr . Whcn such a Card is 
to be Iraded, a haracter of each Player involved 
in the deal must be in the ame hex, and one of 
Iho c haraclcrs mu t po scss the Magic Card to 
be Iraded (or any Magic Card. if one Player is gyp. 

ping Ihe olher). Similarly, a haraeler to be re· 
leased from ca plivity mUSt be releascd from the 
hex in which lilat haracter is being held caplive, 
or escorted to an agreed upon rendezvous hex. Of 
course, a haracter need not surrender a Magic 
Card or captive jusl because he moved to a givcn 
hex. Perfidy is not encouraged but is pos. ib le. 

Y.2 Saruman and Magic Cards 
* In the Three·Player Game, Sarum3111llay obtain 
Magic Cards other than the Palamir of Isengard, 
which hc oblains at the sta rt of Ihe game. Also, 
Sarumall and the Chief of the Dunlending ' may 
usc all Magic I{erns as outlined below. 

When the Silruman Phl}'cr MIIY Obtllin Magic 
Cards. Any time Ihal a Magic hex is vacant of 
Enemy units (units of Allies do 1101 count as 
Enemy unit) at the end of a aruman Player­
Turn. Ihe Saruman or Chief of Ihe Dllnlendings 
Character may allempl to gain a Magic ard. If 
the IWO arc in the same hex, only one all em pi may 
be made, but if Ihe twO arc in separate Magic hex­
cS,twoallempl may be made. 

How the Sarumlln r'layer Obtains Magic Cards. If 
Saruman or the C hief of Ihe Dunlcndings have ful­
filled the above condition~. the Saruman Player 
rolls a die. On a I through 3. the Saruman Player 
gains a Magic Card from Ihat hex. On II 4 through 
6, Ihe Magic Card remain there, and i fair game 
in . uccecding Game·Turns. The Saruman Player 
rolls once for every Magic Card in Ihe hex. 

Anduril Hnd Items sahle by Hobbits Only. Saru­
man lIlay hold, but not usc, these ards. He may 
declare that he has such Cards bllt, as per Y.), he 
may not show the Cards. 

Shlldowfa~. Sarum3nmay li se Ihe greal horse, bUI 
Ihe Chief of Ihe Dunlendings may only "hold" l.he 
Magic Card for Shadowfax. 

Nazgul Controlled by Saruman. Nazgul Con­
trolled by 'aruman may t1everuse or obtain Magic 
Cards. 

What Saruman Mo)' Do with Magic Cards. Saru­
man may lise Magic Cards normally, and has no 
reslriction on the number Ihat he "carries," but 
the Chief of the Dun lending, may only "hold" 
three Magic ard. The Saruman Player lIlay trade 
or give away Magic Cards (and mosl likely will 
dispose of Ihose he cannOI usc), but will ol1ly be 
able to give away a Magic Card if he has an Alli­
ance with Ihe Player that he is giving theOlrd to. 

Suruman nnd the Dark Power Plu)'er Tmdcs In­
voMng Magir Cards. If Saruman trades or gives 
away a Card to the Dark Power Player, it is con­
sidered lost forever, unles. the Dark Power Player 
at some point trades it baek to Saruman. No Dark 
Power Player may ever usca Magic Card. 

Obtaining Magic Cards by Individual Combat. If 
Saruman or the hief of lhe Dunlcnding i victo­
riou in Individual Combal, he gains all Cards 
belongi ng to the defeated Characler when all In­
dividua l Comba t int Ilat he are over. 

Y.3 Saruman and the Uruadan Forest 
Any stack led by the Saruman Character may pass 
throllgh the Druadan Foresl, regardless of the 
pre enee of . nemy units. Of course, Saruman may 
do so himself. 

\'.4 Saruman in Combal 
* To give the Saruman Player a fair chancc, it is 
necessary to give the Saruman Character certain 
advantages, a Ihe Saruman Player's hope of win­
ning arc pinned on that Character. 

Individual Comba t. Saruman may always refuse 
Individual Combal, unless he is the Ringbearer. 
and the Dark Power Player po se c a "Gollum 
Allempls to Seize Ihe Ring" Events Card. and 

play il: or the Saruman Player po e c fewer 
Ihan 30 Strength Point s on the game-map, in 
which case he may not refu e Individual Combat. 
Once engaged in Individual Combat, Sarull1an 
may not "break off" and escape frolll the 
Combat. 

Arm}' ombo!. Aside from Ihe advan tage listed 
in X.4. Saruman may always aUlomatically be 
placed at Isengard at the end of an Army Combat 
in which he take greater loss in terms of percen­
lage Ihan the Enemy Player. Of course, if he is at 
Isengard, he may not take advantage of th is rule. 
Aside from Ihal, Saruman mUSI first satisfy the 
condition of X.4 before leaving the hex in which 
Army Combat was fought. 

The Chief of Ihe Dunlendings and Nazgul Con· 
I rolled by Saruman do nOI ,lccruc any such 
benefits . 

\'.5 Mind Dattle 
Tire Palantirs, "'hich "'ere originally used as a 
COllllllllllicalioll5 lie/work for the Exiles of Nu­
mellor. were lurned 10 evil Ilses by Sauron the 
Great and Sammon the Wise. Such was lire power 
of those two beings that Ihey could control a 
weaker mind and engage or distract a slronger 
mind. SOllron 1/ ed the Pulatltir of Mi"as Ithil at 
his residence at Barad·dur to convince Dellelhor 
thaI Minos Tirith was doomed, and later 10 gain 
in/ormation f rom Pippin. But it wos a two-way 
PalOf/tir that he projected his mind through, for 
A rogorn was able 10 chollence Sauron and distract 
him from Frodo and Sam as they //lode for Oro­
druin. Some time in the Third Age Sarulllan dis· 
covered (he ori1{inol Palantir 0/ Orthone, and 
learned its uses. Wilh it, he commllnicaled wilh 
Sauron, afld learned 0/ its //Iany /lses. 

110w to Mind Bailie. Any Game-Tum that 
Saruman doc 1101 engage in Army or Individual 
Combal or allempt to Comrol the Nazgul, he may 
Mind BailIe. If the Santman Player wishcs to 
Mind Bail ie, Ihe Saruman Character must be at 
the Isengard hex (W2421). In Ihe Evenl Phase, 
the Saruillan Player declares that he will Mind 
Bailie. 

Mind Baltic Wilh Suuron. If the Saruman Player 
wishes to Mind Bailie with Sauron. he rolls a die. 
Depending on the die·roll, Ihe Dark Power Player 
loses from one to six Shadow Points for the imme· 
diatelyen uing Pha es. If Saruman i wearing Ihe 
Ring . the Dark Power Player 10 es from three to 
eight Shadow Point (add two to the die-roll). 

Elrond Caladrirl 

Mind Batlle Wilh Elrond and Gllidriel. Any tum 
that Sarurnan Mind Bailie. with Elrond and Gala· 
drie!, he may nOl Mind Bailie Sauron, and vice· 
versa. If he Mind Ballies Elrond and Galdric!, 
neither of tho e Characters may usc their Sorcery 
Ra tings Ihat Game·Turn . 

Fellowship Characters allsengord. aruman docs 
not lose the Palanlir at Isengard to a Fellowship 



haractcr until defeated by Army ombat at Isen­
gard (no trength Point remaining). 

Y.6 Persuasion of Fellowship Characters 
San.ll1/o11 Ihe Wise had greal persuasive powers, 
chief amOllg which was Ihe employmelll of his 
voice. For il was said Ihal he cortfd sway his IIIOSI 
adamalll ellelllies 10 Iris side by cOllversillg wilh 
Ihem, and Ire certainly impressed people afler Iris 
power was brokell by tire Ellis during tire siege of 
/sellgard. II CUll be cOlljectured Ihat if Sammall 
Irad IIsed the Palwl/ir 10 illfillence weaker millds he 
would have lurned sOllie of Ihe Fellowship Clrurac­
lerS 10 Iris side. 

HoI\' to Persuade a Fellowship Character. Any 
Game-Turn that Saruman is at Isengard, he may 
attempt to Per uade a Fellowship haractcr . To 
do so, both Saruman ami the Fcllowship Charac­
ter lO be Per uaded mu t be in thc same hcx as a 
Palantir. During that Game-Turn, Saruman may 
not allcmpt to ontrol the Nazgul or Mind Bailie, 
but he II/uyengagc in Army or Individual Comba!. 

Procedure for I)crsuatiing a Fellowship Character. 
The aruman Player stales to the Fellowship 
Player that he i. allempting to Persuade a fel­
lowship Character. The Fellowship Player de­
termines whether or not there are any Fellowship 
Characters eligible for Persuasion. and, if not. 
Saruman has "wasted" the Events Phase. If thcr 
i a Character eligible, that Character must 'uc­
cessfully make his Capture die-roll {Characters 
without Capture Rating arc assumed to have a 
Ratingof3), orelse that Character will immediate­
ly bcr.in moving lOwards Iscngard, and will not 
lOP unless another fellowship Character enter 

the sallie hex al the end of thc Fellowship PI!lyer­
Turn, and the Persuaded Character makcs his 

cape die-roll (again, haracters without an 
Escape Rating are assumed to have one of 3). 
When t he Per uaded haractcr rcache I cngard, 
he is con idcred Captured . 

Characters That Muy 01 Be Persuaded. harac­
ters with a Movement Allowance of zero, Ara­
gorn, Gandalf (either incarnation), Celeborn or 
the Ringbearer may nOt be Persuaded. 

Escape horn Iscngurd . The only way escape frolll 
Isengard may be made i. by thc "Eagles!" Event 
Card. Otherwise, the arulllan Player lllust free a 

haractcr or Isengard must be militarily 
conquered. 

Y.7 Brcaking the Staves or Power 
lit some lime dl/ring lire begillning of tire Tlrird 
Age, five beings of greal power came IQ Middle 
Earllr. These were lire Istari, known 10 lire COII/­

lIIonfolk as wi<.ards. II was a 511111ed Ihaillre Valur 
semllrese being 10 Middle EUrllr, and, indeed, lire 
Istari Ilrel1lsell'es reillforced l/ral opinion. Among 
lire grealest of lire Istari lVere Ganc1alJ. kllown us 
Millrrandir, alld SurrmwlI. knowlI as Cllrrmir. A I 
lire beginnillg of lire War of the Ring, Sommall 
wa ackllowledged 10 be l/re II/OSI powerflll of lire 
ISl3ri, and IVa made Iread of lire Wlrile COl/llcil. 
Bill afler lire defeul of Sunlllwn:S force al lir e 
Irands of lire ElliS alld lire Rolli"im, Ganda/f lire 
Wlrile becallle mOSI powerful amon/: wizards. He 
so signified by breaking Sammon's power objecl, 
tlreSlaffof Power. 

The first time that Gandalf (either incarnation) 
and aruman engage in Individual Combat, the 
loser (if he lIlay comc back - i.e. , Gandalf the 
Grey would be ab le to return a Gandalf the 
White, and Saruman would be able to return if it 
were the first time that he had been killed, see Y.9) 
is considered to have had hi Staff of Power bro­
ken by the winner. From thcn on, the 10 er always 
uscs theC column when utilizing Sorcery, and may 
never become as proficicnt at Sorccry as he once 
was. 

Y.8 'carch 

Hund lind Eye Orcs. For Search purposes, all 
Hand Orcs (those Orcs with a White Hand on their 
hiclds on the baek of thc Search Cards) work for 

Saruman. and all Eye Orcs (all Orcs who do nOI 
have a White H~nd on the back of the carch 

ards) work for the Dark Power Player. If an Ore 
Search Card is turned during the Search Phase, 
determine which Player's Orcs arc doing Ihe 
Searching. That Player adjudicatcs all of the 
Search procedure, and nced not inform the other 
Player of any res ults of the Search. All Hand Ore 
head for Isengard (hex W2421) and are moved by 
the Saruman Player if thcy capture any harac­
ter ' , and all Eye Orcs move towards Barad-dur 
(hex E1128) and arc moved by the Dark Power 
Player if they capture any Characters. 

Example. A Hand Ore Search ard is pulled. 
Thcre is a tack of four Characters in an Area 
listed on the Search Card, so the Saruman Player 
proceeds lo Search for tho. e Characters. He 
discovers that Aragorn, Sam and Frodo arc in that 
hex (Gandal f has evaded Search wit h the Iven 
Cloak), and successfully Captures Aragorn and 

am. The Orc counler is placed on the game-map 
with Ihe two Captured Characters, and is in all 
way con idered to be a Saru/Ilan unit. ote that 
Ihe Saruman Player need not inform the Dark 
Power Player that he has discovered Hobbit s via 
Search; and if t he Dark Power Player has not been 
mobilized, this decision cou ld be vcry important 
indecd. 

Na:.gIlIIlJ 

Nazgul carch. I f both Players (Saruman and the 
Dark Power) posse s Nazgul, and the two do not 
havc an Alliance. bOllr Players may end up to 
three Nazgllito carch in a parti ular Province. At 
that point. each Player roll s a die. The high die-roll 
Searchcs fir !. In event of a tie, the die i rolled 
again unlil one Player roll higher than Ihe other. 
Should the first Player ' u~cc sfull)' Search, the 
second Player ha the option of either eng:lging the 
Nazgul of th ... fir. t Player in Ind ividual Combat 
and then engaging in Search (if there arc any \lrvi­
vors), or procecding directly to Search. If the first 
Player is unSLIcces ful in Search, the second Player 
may till earch, and may be cha llenged to Indivi­
dual ombat by t he first Player's Nazgul at the 
end of the earch . If the Saruman Player and the 
Dark Power Player have an Alliancc, only three 
Nazglll may Search in a given Search Phase. The 
Player mu t agree bctween thcm. clve the com­
position of Ihe three a7.gul, or uffer the 
penalties of W.2. 

Note. I fa Nazgul engages another azgul in In­
dividual ombal, a ll Wounds scored by traighl 
Individua l ombat (as opposed to Sor cry) COllnt 
as Wounds innicted with a normal weapon on the 
Endurance Level Chart. In other word, a azgul 
may not be killed by another azgul unless the 
othcr azgul uses Sorcery. Incidenta ll y, those 
WOllnd innicted by mean othcr than Elvcn 

word ~ or Sorcery can bc "cured" from azgul 
o ntro ll cd by Saruman by rcmoving them to 

Iscngard . 

Expenditurc of Shadow Points I)uring carch. 
nrt lll1 nlll/eVer expcnds Shadow Points to ontrol 
37glll. a nd thc Dark Power Player doc not when 

Cll a illg in Individua l Combat as a re ult f 
earch . 

Y.9 He " rictions on thc Fellowship ('Iaycr 
nnd Dark Powcr Player 

At the begi nn ing of the game, thc Dark P wcr 
Player may nO t attack any unit controlled by the 

aruma n I tn yer until the Saruman Player initiate 
an action orren ive to the Dark Power Player. Ac­
tion cOIl ,idcred offensive to the Dark Power 
Player include l ind Battle, Individual and Army 

omba t wilh It unit controlled by the Dark Power 
Player. 1\ll la ncc with the Fellowship Player. 
po scssin the In' ic ard for thc Ring, and mov­
ing a un it contr li ed by Ihe aruman Player onto 
Ihe Ea~ t gnI11C-mll p. Illil then. the Samman Play­
er i considered a loyal a lly (~ mall "a") ofSauron. 

imilarly, the Fello w. hip Player may not attack a 
unit controlled by aruman until a Combat unit 
controlled by Murna n m ves out o f Isengard or 
Dunland. inti Dottl e with Elro nd and Galadriel 
is undertaken, a Fellow. hip hnracter is aplurcd 
or Pcr. uaded, andal f' taff of P wer i. broken, 
or onc of the o ther eight members of the Fellow­
ship is killed r nil Alliance with thc Dark Power 
Player is formed. llIil nc of the above evcnt oc­
cur, a IIl1it belonging 10 the SarunHln Player may 
not be anacked. 

Z. Victory Conditions 
* Victory ondition arc included to give Ihe 
Three-Player Game a purpose. and al 0 to give the 
Players an idea of what the force they arc repre­
senling s trove for in the War of lire Ring. It is not 
alway. a guide 10 how well a Player can pia the 
game. for we believe I hal is best mea urcd by the 
enjoyment derived from the game. 

Dark Power Player. To win the g<ul1e, the Dark 
Power Player must have thc RinS bro llght to the 
Barad-dur hex (E 1128). Or. he may will (l military 
victory by COlli rolling the itadch r Uarad-dur, 
Durthang, Mina Morgul. Do l uldu r, Minas 
Tirith, Dol Amroth, Helm' I)I:CI' a lld Isengard, 
plus thc hcxes containing H bblt n il nd Thran­
duil's Palace. 

f"cllowshill Player. The Fell w\hip Player must 
de troy the Ring (ec Clio" 1) 10 wi n the game. 

Surumol1 Pluyer. The . Irumfl ll I la ye must Con­
trol all coXi ting algul pili the ' itadcls of Isen· 
gard and Helm' Dccp , 1)111' Ihe town of Edoras. 

More than one Pin cr mil win the Three-P layer 
Game, bUl it i unlike ly Iho t thi~ will occur. 
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PLAYER AIDS 

AIRWAR: F-B6 CHECK FLIGHT 
Or How to Avoid a One-Point Landing 
by Gregory J ohn 

To say that AirWar is complex is to indulge in 
the high wit of understatement. Of course, 
once grasped the game mechanics seem 
natural and necessary and as easy as fal ling 
off a, uh, .. . well, as easy as faffing. The 
problem comes in breaking through the rules 
barrier and getting a sense of how all the in­
tricacies of the mechanics add up to the best 
manual simulation of flight published to 
date. So, listen to the Instructor Pilot and 
learn to fly . - RAS 

Air War is a fascinating, broad-faceted 
game that by it heer bulk, may daunI the 
beginner. Yet when a step-by-step approach 
is adopted, Air War is les than the monster it 
appear at fir t glance to be. The fir tthing a 
player hould do i read page three through 
fifteen of the rule thoroughly. Having done 
that, we have provided a "check ride" for 
him to ee how an aircraft actually nies inAir 
War. 

CHECKING OUT IN THE F-86 
Why the F-86? 
Basically, the F-86 Performance Chart 

is simple enough to learn quickly, while at the 
same time offering familiarity with perform­
ance charts you will use later on. 

Briefing 
Having made the change neces ary 

from the errata (sec page II of thi issue) to 
correct for any error, this section will talk 
you through the various tables on Ihe Air­
craft Performance chart. The Basic In/orma­
tion Table gives a range of data which aid in 
setting up the gamc markers as well as acting 
as a reference during night for items uch as 
deceleration, energy adding, and so on. On 
the Turn Mode Table, when you cros refer­
ence the Movement Allowance with the alti­
tude, a number will be yielded. That number 
corresponds to a turn mode (e.g., 2 = 25 0

, 

3 = 200
, etc .). Aner a while, when you get to 

know the turn modes and the performance of 
the plane, you will usc this table les and les 
because you will remember what you need. 

Next to the Turn Mode Table is the Ac­
celeration Table. Thi table will yield the 
number of boxes that the Acceleration 
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Marker will move, per turn, on the Accelera­
tion Progre Track of the Aircra ft and Mis­
sile Control Di play. 

Note that, when you move all of these 
markers around and along their various 
track ,what you are really doing is manually 
setting all the instrument which would nor­
mally move them elve in an actual aircraft. 
In fact, both the Turn Mode Table and the 
Acceleration Table relate only indirectly to 
the movement of the airplane counler on the 
hex grid. Both the Dive Table and the Climb 
Table (when properly cros indexed) show 
actual hexes moved and allowance gained or 
lost. 

Similarly, both the Roll Table and the 
Flight Parameters are criteria oriented table 
which dictate the limitations of your plane in 
doing certain ma'neuvers which involve more 
than just diving or climbing. 

Take out the Aircraft and Missile Con­
Irol Display and place the appropriate 
marker where they belong: Movement 
Allowance, Throttle, and all the others, ac­
cording to the rule, in their respective 
tracks, all et at zero. 

Now place 'hree (3) of the hex map end 
to end so that "N" point 10 "S" on the map 
adjacent. As you look at this arrangement, 
on your right hould be the "S" of the right­
hand map, and on your left should be the 
.. N" f the left hand map (see below). 

Place F-86 counter number I on hex 
1617, map one, facing north. 

There are no rules in Air War which 
cover the function of take off procedure. 
However the throttle, acceleration and 
movement procedures are so well coordinat­
ed in the game design that it is POS ible to 
simulate the e functions with a lillIe imagina­
tion. The Sequence of Play i printed on the 
back of the Game Chart and Tables book­
let. Keep thi available, because we will refer 
to it on and off, and a ll movement will be ex­
ecuted according to the sequence outlined. 

So, there you are, sitting on the runway, 
waiting for elearance, with the clear blue 
stretching forever (we know this to be true 
because there are no cloud markers on the 
map). Now, gradually ease the throttle for-
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ward. Do this by referring to the Accelera­
tion Table. Noting that there is no provision 
for a throttle selling when you are sitting on 
the ground, we are going to arbitrarily as­
sume that, with a throllle sell ing oro and an 
altitude of the same, you may accelerate a 
full 10 points along the Acceleration Pro­
gress Track . 

Recall that you are in the Acceleration/ 
Deceleration by Power Segment when you 
move that marker, and that you complete the 
phase by moving the thrOllle to the box that 
says "I" with the small 120 under it. What 
immediately happens to the Movement Al­
lowance Marker when you move the throttle 
up one? Correct. The Movement Allow­
ance Marker move automat ically. 

Now we look to Segment 2, the Flight 
A lIitude Decisol/ . In this segment you are go­
ing to decide whether you will climb, dive, or 
roll. You cannot climb with a Movement AI­
lowance/Throllle elling of I. Check your 
Climb Table to find out why. Similarly, you 
can do nothing in Segment 4, because you 
have no energy yet. End of Game-Turn One. 
With your aircraft not moving any hexe. 
(you arc not airborne yet). 

In Game-Turns Two and Three you will 
move the acceleration marker four boxes per 
turn, and the engine will rev while you it 
tight. Make ure you under tand the order in 
which the e thing occur. Know when the 
creeping acceleration from ase 8.44 occur, 
and when the Deceleration through Inducing 
Drag counters it. 

Now it i Game-Turn Four. Push the 
Acceleration Marker up four boxes, through 
box numbers 9, 0, I, and 2. So, now you have 
a throttle selling of two, and the Movemelll 
Allowance increa e by one automatically. 
The Movement Allowance marker join the 
Throttle Setting marker in box two. Now let 
'er rip. Ignore the Accelerat ion/Deceleration 
Segment, and go direct ly to SegmentS. Move 
the aircraft counter forward two hexes to hex 
1615. End of Turn Four, and your F-86 is 
rolling down the runway. The whole process 
has taken about ten second of actual time 
and moved the aircraft about 500 feet. Check 
the distances against Case 2.4. 

In the beginning of Game-Turn Five, 
the segments we are going through will be 
numbered according to the back cover of the 
Charts and Tables booklets. Read through 
the sequence of play unti l the various steps 
are committed to memory. Begin Turn Five. 
[n this Game-Turn you wi ll gain a little 
altitude, 0, by the numbers : 

Game-Turn Five 
I. Accelerate four boxes (to box six on 

the Acceleration Progress Indicator). 



2. Place the Ititude Marker in limb 
I, \ ings level. Look through cClion 10.0, 
and find OUI thaI you have 10 con ul! the 
Climb Table to know whal is happening 10 

your hip. Arter cross referencing your 
Throttle Selt ing (or Movement. Allowance, 
whichever is higher) with your altitude 
grouping (since you arc at zero altitude, you 
arc in the LO group) you lind t.hat you move 
your Aircraft Altitude Marker one box along 
the "ones" section of the Altitude Gauge. 
You a lso know that your Movement A llow­
ance is reduced 10 I, as the table indicate. 
Move the Movcmen! Allowance marker to I 
on it gauge on the display. Thc minute you 
moved thaI Movement Allowance marker, 
you passed into Segment 3. T his is so because 
you accelerated/decclerated by means other 
than power, namely by climbing. 

4. Skip, because you never pick up 
energy by climbing. 

5. Move the aircraft counter one hex 
forward. This is why the sequence is so im­
ponant. If YOll had moved lhat counter OUI 
of equence, you might have moved forward 
two hexes instead of one. Do not fool around 
with the Sequence of Play, as it governs the 
game's accuracy rigidly. Furthermore, if you 
lose track of the sequence, then many pro­
cedure (e.g., mi sile launch) will become 
confu ing. End of Game-Turn Five. 

Game-Turn Six. 
I. Accelerate four boxes right? Wrongl 

Case 8.38 specillcally forbids most aircraft to 
accelerate by power when climbing. There­
fore, at lhe outset of this turn, you are faced 
with a decision. You may either gain altitude, 
or level off and gain speed. Since this is not a 
cramble, the decision is not even pressing. 

For ins/ruc/iollal purposes only, move the 
Altilude Selting into level flight, the throttle 
and Movement Allowance to 4. In other 
words, we arc saying for the purposes of this 
article, that you leveled long enough to build 
your power and movement up; in excess of 4 
Gamc-Turns . The Aircraft Acceleration 
Marker is still in Box 6 and the Altitude 
Marker is still in Box I on their respective 
gauges. Let us begin Turn Six anew, whilst 
our F-86 counter is moving through hex 
1614. 
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I. Accelerate, and since the marker 
enters zero, move both the Throttle Sett ing 
and Movement Allowance marker to Box 5. 

2. Place the Flight Attitude Marker in 
the Climb I Box, check the Clim b Table, and 
note that you cl imb I level (move the 
Altitude marker to Box 2) and your Move­
ment Allowance marker is reduced to 4. (Seg­
ment 3). 

4. Skip. 
5. Move the aircraft 4 hexes forward, 

into hex 1610. The heading i stil l north. 
Note how gradual your climb rate is (end 
Turn ix) and compare it with the steeper 
rate in the upcoming Game-Turn. 

Game-Turn Seven. 
I. No Acceleration. You know why. 
2. Place the Attitude marker into the 

Climb II box, and refer to the Climb Table. 
Note that the Type II Climb is unshaded in 
order to provide visual clarity. Now the F-86 
is climb ing 2 levels instead of I, 0 the 
Altitude marker is moved up 2 boxes to set­
ting 4 (about 1000 feet). 

3. Reduce the Movement Allowance to 
3 because the increase in climb causes a loss 
of speed, and this is reflected in tha t way. 

4. Skip. 
5. Move the F-86 three hexes forward, 

into hex 1607. End Game-Turn 7. 
Review 
Now, look for a moment at what you 

have done. [n Turns 6 and 7 you progressed 
in Segments through a fluid motion. I stress 
thi because, when p laying a game in turns, 
on a hex map, it is easy to forget that all the 
manipulation you just did went on all at 
once, renecting continuous motion. Graph­
ically, Game-Turns Six and Seven look like 
the fi gure below. 

All of this activity happened in only five 
seconds; you flew the plane, it reacted, and 
the instrument panel varied as it was sup­
posed to. 

For Ins/ructional Purposes Only, move 
the Altitude marker to Box 6. All other fac­
tors, including the Atlitude marker in limb 
II, will remain the same for Game-Turn 
Eight. 

Game-Turn Eight. 
I . Skip; no acceleration is possible. 

----
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2. Move the Attitude ma rker into the 
Pull-Thro ugh n o , not ing tha t the Type 111 
Climb wa kipped becau C iHl F-86 cannot 
execute the ype III limb. No te al 0 that 
there are no provisio n on the limb Table 
for a Pull-Through . Basica lly the pla ne is go­
ing almost straight up (but not quite), and 
the Pull-Through is re.ally a type o f maneu­
ver. Go to Case 11.1, and read . Note: we arc 
as uming for purposes of this article that the 
ship was in the Type II climb for the required 
number of Game-Turns before entering lhe 
Pull-Through. Note that, because a Pull­
Through i a maneuver, you will have to ig­
nore the sequence of movement for the dura­
tion of the Game-Turn, as Section 11.0 in­
dicates. Therefore execute the Maneuver as 
follows: Move the Altitude from nine levels 
to len . Ievels. Move the "tens" a ltitude 
marker up to the ten box. You are now at 
2500 feel. Be aware of the fact that your 
climb of one level was /Iess than you would 
have gone in the Type II C limb, a required 
by the Pull-Through rules. Chop the throttle 
by 7 boxe (or point ). T his is required in 
your first turn in a Pull-Through by Case 
11.12. You know the cutback is 7 because 
you looked on the Aircraft In formation 
Table on the Performance Chart. The Ac­
celeration marker wind down to Box 9, and 
in so doing forces the throllie cuing down 
one to Box 4 (480 knots). The Movement 
Allowance, at 3, automat ically drops to 2 
because of the throttle. you can drop it be­
tween zero and 2, according to the Pull­
Through rules . 

Move the F-86 counter two hexes for­
ward (to 1605). End Game-Turn Eight. (I 
hope you have been moving a Game-Turn 
marker a instructed in the rules .) 

Game-Turn Nine. 
Here we are in a Pull-Through . You can 

leave it by either returning to a Type II 
climb, or executing a maneuver, in this easc a 
wingover. We will do the wingover. Note 
that as the F-86 is starling it Movement 
Phase in a Pull-Through but will not be con­
tinuing in a Pull-Through, it is not subjectLO 
Case 11.17 limitations. 

Once again , since we arc performing a 
maneuver, the Movement Phase Sequence 

Gamc-Turn Seven 

t609 t608 1607 
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goe out the window, and we have to follow 
Ihe rule. Rcferlo Case 11.31. 

Turn the F-86's counter six hex-points 
(180°) so Ihat it i facing south, but remains 
in the amc hex. Roll the Flight Attilude 
marker 4 points. You are now inverted. Re­
duce the Movement Allowance by 1 (it is now 
in Box I of the Irack). Place the Flight In­
verted Allitude marker in Ihe level flight box. 
Note thai you were not IOld to climb any 
levels, nor did you pay a penalty for the 4 
point rolled. You gained no altitude because 
you "wenl over the top" and are now level, 
and you didn't really roll at all. What hap­
pened wa Ihal, in reversing direction and go­
ing over the lOp, your allilude changed 
naturally wilhout any rolling. The system is 
simply lelling you to roll so Ihal you can 
relale Ihe attitude change. In reality, what 
you did during Game-Turn 8 and 9 look 
like this : 

u, 

Note how that allilude change took place, 
and that you are now flying level and 
invertcd. 

By now it should be clear thal, wilh 
familiarity , moving around all those 
counters and markers becomes easier. End 
Game-Turn Nine. 

Game-Turn Ten. 
You are now flying level. 
I. Accelerate 4 points, move [he [hrot­

tie and Movement Allowance to Boxes 5 and 
2 respectively. 

2. You could roll 4 poinls here to right 
yourself. But if you do, according to the Roll 
Table it will cosl you a Movement Point. 
That's Movement Point, not Movement Al­
lowance. There are no markers for keeping 
track of Movemenl Points; it's like expend­
ing Movemenl points for entering rough ter­
rain in a land game. I suggest thai you wait to 
execute your roll in Segment 5. The rules tell 
you thaI you can roll at any time in the Move­
ment Phase of the Game-Turn. 

3. Creeping acceleralion; Movement 
Allowance to 3. 

4. Skip. 
5. Imporlant because you will need Ihis 

technique when we come to turning: Put one 
hand on Ihe F-86 counter, and one hand on 
the light Allitude marker. Move Ihe aircraft 
one hex and ay out loud, "one." Roll 4 
point and ay out loud "two." Move one 
more hex forward and say "three." When 
[he number you are saying equa ls the number 
ofyouT Movement Allowance, then you have 

gone as far as you can in the lurn. You will 
find that if you follow [hi procedure when 
rolling, or accumulating Turning Points 
(coming up soon) it makes it easier to grasp 
what you are doing. End Game-Turn Ten. 

Note Ihat there is considerable separa­
tion between the Throttle Setting and the 
Movement Allowance. I f you were to engage 
in another maneuver, you would lose even 
more airspeed and end up Departing Con­
trolled Flight.. 

Over the next few Game-Turns, we will 
study turning, which has the biggest poten­
tial for confus ion. So, double check the set­
tings on your display to make sure they are 
right, and that will help keep you from gel­
ting 10 t: 

Throttle Selling = 5 
Movement Allowance = 3 
Energy Points = 0 
Altitude Level = 10 (2,500 feet) 
Altitude = level 
Turning Indicator = 0 

So now that the lesson of kecping the 
airspeed up has been learned: 

Game-Turn Eleven. 
I. You cannot accelerate in order to 

move your throttle, because you are at maxi­
mum throttle now. 

2. Stay level. 
3. Creeping acceleration; Movement 

Allowance goes to Box 4. 
4. Skip. 
5. Move the aircraft 4 hexes forward to 

hex 1611. 
6. Skip. End Game-Turn Eleven. 
Game-Turn Twelve. 
.I. Skip. 
2. Roll 1 point to the right. Your right 

wing should be dipped and the tail pointing 
toward the "C" in the Climb I box. Don', 
move into the climb box! Just tilt the wings 
and keep in the level box! 

4. Skip. 
5. Take note of the Turning Indicator 

on I he Aircraft and Missile Control Charl. 
Each box represents five turn points 
(degrees). This will be important, and you 
will see why short ly. All turning takes place 
during the Movement Segment, and the 
physical act of turnjng costs Movement 
Points. Therefore, when you get around to 
moving the aircraft, do so with one hand as 
you use the other to work the Turning Indi­
cator Marker. Count out loud, because it will 
be very easy to lose track of how many Move­
ment Points you slill posscss while making a 
turn. Rcad Section 9.0 up to Case 9.4. You 
are not making a Maximum Performance 
Turn (i.e., your banked wings are not poin­
ting straight up and down). Case 9.55 in­
dica tes Ihat you will suffer a penalty on [he 
Turn Modc Table, but by Ihe same token, if 
you were banked vertical (i.e., wings straight 
up and down) you would lose I level of alti­
tude (Case 9.54) and 2 Movemenl Poinls (sec 
Case 9.55 and the penalty on the Flight Para­
meters of the Performance Chart). The bank 
you are in now (called a 45 °) forces you 10 
add one to the Turn Mode stated on the Turn 
Mode Table of the Performance Chart (see 
Chart 9.29). 

The Turn Mode of 2 thus become 3. In 
other words, instead of being able to turn 25° 
upon entering a hex, you can turn only 20°. 
The c degrees, all part of a 3600 circle which 
is theoretically drawn around your F-86, 
divide neally into 12 units of 30° . There are 
six sides, alld six points to a hex. Every time 
the Turn Indicator markcr passes through 
30° , the plane physically has turned from a 
hex side loa hex point, or from a hex point to 
a hex side. In other words, the nose of Ihe 
plane has passed through 30° of that circle. 
This is the basis of logic behind the twelve­
point , 30° turning system. The system is real­
Iya mite simpler than it initially looks. 

By the middle of Game-Turn Twelve , 
you have gone through segments I, 2, 3, 4, 
and are ready 1.0 make your turn. The turn is 
flOI a Maximum Turning Mode , so there will 
be no speed or altitude loss under Case 9.54. 

• Move the aircraft counter with your 
left hand to hex 1612, and count "one." 

• ince 20 Turn Point s equals 4 boxe, , 
move [he Turn marker fouT boxes to the right 
(the direction of your bank) and count 
"1\\'0." 

• Move the a ircraft another hex forward 
no turning (to hex (613) and count "three" 
aloud. Since YOLi have equalled your Move­
menl Allowance, end Game-Turn Twelve. 

Game-Turn Thirteen. 
I. Skip. 
2. Skip (we are going [0 continue the 

same turn). 
3. Creeping Acceleration; move the 

Moveme.n[ Allowance t04. 
4. Skip, 
5. The rules say Ihat you must enter a 

hcx before accumulating Turn Points. You 
already entered hex 16131ast Game-Turn, so 
you may accumulate those Points now. Ad­
vance the marker 4 boxe (noting that 
"re et" and zero count as one box). A soon 
as that marker crosses into "Face and Reset" 
physically turn the aircraft to the right so that 
its new heading is south-southwest. In other 
words, it is no longer pointing 10 a hex side, 
but rather a hex po;",. The Turning Indica­
tor, when all that is through, is now in the 
JOQ box. Count "onc" because you shot a 
Movement Poinl making Ihis turn. 

• Move forward to hex 1614, heading 
still south-southwest, and count "two." 

• Move the turn indicator 4 boxes (i.e., 
IS, 20, 25, reset-D), physically turn the air­
craft counter to thc right, facing southwest, 
and count "three." 

• Move forward one hex, into ISIS, and 
count" four." End of Game-Turn Thirteen. 

Game-Turn Fourteen. 
1. Skip. 
2. Skip. 
3. Creeping Acceleration, make the 

Movement Allowance 5, along wit.h the 
thrOllle. 

4. Skip. 

5. You are still turning. 
• Move the Turn Indicator marker 4 

boxes and count "one." 
• Move the aircraft forward into hex 

1415 and count. "two." 
/co" ,inUffl on pa~c 14/ 



ADDENDA/ SCENARIOS & VARIANTS 

AIR WAR 
What I Meant to Say Was ... 
by David C. Isby 

When A ir War was under development , 
many considered it to be one of the most 
complex games conceivable. Thus, the de­
signer and developer made every effort to 
keep the basic systems relatively simple to 
avoid boggling too many minds. However, to 
our surprise, it wa found lhat the ga me wa 
not too complex for 100 many people, and 
the complainis that were received resulted 
from the compromises made in the name of 
implicity. It is th is turn of event s that raised 

many of the question thaI I hope to have 
answered in these errata. 

[3.0) Addition: Poim Values. The Point Values 
on each Aircrafl Chari arc for air-air lair-ground 
combat. 

)8.44) Clanf ication: Creeping accclcral ion may 
not occur ina dive when I he M ovcmenl Allowance 
i at the Maximum forthat DivcType. 

18.44J Correction: Creeping Acceleration may 
occur when an aircrafl i climbing. Acccleralion 
by power. however, cannol occur for those air­
crafl that arc nOI specifically capable of it. 

)9.13) (Oplional) Addition: Aircrafl moving 
loward a hex-poinl move in a sequence of entering 
Ihe righi-front hex, then the left-from hex, a 
hown in the diagram appended to ase 9.12. Thi 

sequence hould not be broken at the conclusion 
of a Movemem Phase and may be "carried over" 
inlo Ihe sub equent Movemenl Phase. This means 
that an a ircrafl thai has moved IOward a he.x­
poinl. and so ended ils Movemcnl Phase by elllcr­
ing Ihe right-front hex. mu I al the Slarl of the nexi 
Movemenl Phase, enter Ihe left front hex. Olhcr· 
wise. the airerafl would enlc r Iwo righl-fronl he.~es 

in a row, forcing il to "slide" 10 thc righl . ElI­
ample: If an aircrafl begins il s Movemcnt Phase 
facing a hex-point and moves directly forward five 
Movemenl Points, Case 9.12 would require Ihe 
aircrafl 10 emer the hexes in Ihe following order: 
righl front, lefl front, right fronl. lefl fronl. righl 
from (sce 9. 12 diagram) . Al Ihc slarl of the air­
crafl's ne.xl Movemenl Phase. however, if Ihe air­
crafl wishes 10 move slraight ahead, il would 1I0t 

entcr Ihe righl front hex a might seem 10 be re­
quired by Ca e 9. 12. Ra lher, iI would enterlhc left 
from hex, carrying on Ihe scquence interruplcd by 
thcend of lhe aircrafl's Movemenl Pha c. Aircraft 
which may " carryover" the equence in such a 
manner may be designated by pUlling an invcrled 
coumer under them . 

)9.22) Addition; Example: An airc raft with a 
Turning Mode of 3 and 25 Turning Poilll ac­
cumulaled to the riShl enler a hex and. by expend­
ing one Movemcnl Poi nl above Ihe normal onc 
Movemenl Poinl required 10 en ter the hex. the air­
Crarl may aeculIlulrlle another 20 Turning Points 
10 Ih,c righl. In thi s case, Ihe I1rs t 5 Poillls of these 
nc' Turnln "' P inl would require lhe aircrafl 
C ulli cr be IUrncd one hcx-poilll to Ihe right. The 
plo)'cr would Ihell be left with 15 Turning Poin t 
(Ihe rel11ainder of Ihe 20 acculllulmed thai lurn) 
IIcculIllIlnlCd I Ihe righl. If. on enlering Ihe IIC. I 
hex,lhcaircrafl rolls lefl and lurns 10 theleC!.lhus 

accumulating 20 Turning POint I Ihe lell, il 
would then have 5 Turning Points II ClIlI1ulutcd 10 
Ihe leC!. a 15 of Ihe Turning Point " r required 
to move Ihe Turn Point Marker fro III 1 P 11m 
Righi 100. 

)9.221 Clarification: Aircraft lire ne cr compel­
led to accumulate Ihe maximum po, hi' lIumbcr 
of Turning Poims in a hex. te Ih, t Ihe ir­
craft's Movemem Allo wance Markcr I, lIut ,d ­
ju led 10 reflect the Movemerll lIuw(lnee in 
the accu mu la lion of Turning Poim~ r n ro llin . 

(9.231 (Optional) Additiol/: Aircrnfl whl h hllve 
moved through an odd number fhe C\, ho\\e"c:r. 
can "carryover" the lasl he Ihe' clltclcd Inl o 
Iheir neXI lovement Phase. Thu . II han, .fcrnfl 
may. al Ihe SlaT! or Ihe nexi Movcmcni PhMc. a -
cumu la lc Turning Poinls in Ihe: hc:x II (upic. 
prior to movcmenl. This is normally 1101 permit ­
ted, and it i pos ible here only bCCllu\c the pIa cr 
" carrie over" the Movement P illl 'penl ror 
enlering Ihe hex from Ihe pre iOIl\ I vemenl 
Phase. Olherwise. aire rafl wilh an dd I l'e lllCnl 
Allowance would be di sad v3111 gcd . PIn crs 
should note such aircrafl mel1lally or place an in­
vCried counter on them. 

19.261 Clarification: In regard 10 alrcrn t which 
accumulate Tllrning Poilll in a cries (C!. '., 
5/ 10/ 5),lhe cries conlinllc,~ from IIll1c-Turn 10 
followi ng Gamc-Turn . 

[9.4 1) Clarification: Aircrafl may r 11:11 nlly limc 
duri ng their Movement so long as they have suffi ­
ci('nl MovemcnI Poinl . Additioll: n aircraft 
(excepl Ihose in a Pull -Through) may be re !Ticled 
in the number of Poil1ls ilmay roll in a Movcment 
Phase 10 the amounl il Can roll wilholll Movemenl 
Point cost if, bccau c of Ihe cxpcndilure or the 
MovemcnI Poilll COS I for rolling. the aircrafl 
wou ld move a number or hexe. equal 10 or les 
than il Minimum Throlllc SClling. Thu • Rolling 
cannol be used 10 exces ivcly slow down an 
aircrafl. 

19.531 Additiol/: Exceplion . Aircrafl which arc III 
inverted banksal/d in Type II or III dive m. IlIrn 
at Ihcir Maximum Possible Turn Mode' ilhout 
losing Mo\'emertl Allowance or Allilude n, in Rille 
9.55. Thi maneuver is called a MaxPcrfTllfll. 

(9.55) Clarificatiolls: 

I. The Movement Allowance Marker r ~ moved 
backwards to reflect Ihe requi red I ~, of speed. 
and Ihe allimcter is adju led I ~ho\\' Ihe los of 
one level of altilude afler Ihe Movemcnt Ph<lse in 
which uch losses occur. 

2. r: r an aircr:trt I hll\'e ils Movemelll 
Allowaneeand It iludt r~'duccd under Ihi ru le, il 
must havc accullIul nlCO I IIrnillg Points at ils Max­
imum Turn Mode while II~ wings were venica!. 

ote thut tht: 'h,fl in tht: Movement Allowance 
ma be p rli II or complelcly cancelled oul by 

c: elcrlIliun in Ihe next Accclera-

'I. \ hcn rlmsllcs turn <II Iheir Maximum Ralc, 
they I \c one Movcmcnl Point for Ihe whole 
I)h ll',c. nOI IIC Poinl per hex . 

[9 -61] Clarification: The aircra ft 'S Movement 
Allowance marker i 1I0 t adjusted downward 10 
how the effecl of Movemenl Points expended for 

Rolling. 
110.281 Clarification: ole Ihatthc number found 
by cross-index ing Ihe Levels Climbed and Ihe 
Movemenl Allowance or Throlllc Selling is Ihe 
Maximum Movement Allowance. The aircraft's 
10vemenl Allowance may be less Ihan this Maxi­

mum and it can be increased 10 Ihis Maximum only 
Ihrough acceleration. 

110.31 Correctioll: The F-4E is al ML (not LO) 
Ililude. Add 60 10 a ll a hitude levels 10 repre enl 

Ihi . 
)10.4) Addilioll: An aircraft coming out ofa dive 
inlO cilher level nigh I or a less sleep dive ha il 
Movcmcnl Allowance immediately reduced in eer­
lain circumstances. If il Movemenl Allowance in 
Ihe dive is grealer than ils Maximum Movemelll 
Allowance in levcl nighl or Ihe Ie sleep dive. Ihe 
Movcmenl Allowance i immediatcly reduced 10 
Ihe Max imum level nighl Movemelll Allowance. It 
is Ihen reduced an additional one Movemcnl Point 
for Ihe crfecls of Fade-Back Dccclcralion (8.55). If 
Ihe aircrafl's Movement Allowance is lill grealcr 
Ill[In ils ThrOllle Selling, il JlIIlSt undergo Decele­
rIIti n (8.55). Note, however, thai under no cir­
cumstances can an aircraft' Movcmenl AlIow­
an e exceed ils Maximum Throllle elling (while 
in level nigh I) or il Maximum Movemenl Allow­
ance as lislcd on the Dive Tab le (whcn diving) . 

[10.41) Addition: Ifnnaircrafl pulls oul ofa dive 
(e .g. , goes to a ~hallower Iype of dive or level 
nigh I) il mil t undergo Fade- Back Deceleration 
(8 .55) for olle ame·Turn if the difference be­
tween Ihe aircraft' s Throlllc Selling and Max­
imum Movcment Allowance is more than one, and 
for one additional Game-Turn for every two 
Movemcnl PoinlS difference between Ihe air­
crafl' ThrOllle 'e lling and Movement Allowance. 
E. nmplc: An F-4 comes inlO level nighl from a 
Type I dive at LO alli lude wilh a Movemcni Al ­
I wance of 10. II goe into level nighl wilh a Move· 
lIIelll Allowance of 7 and its Throllie Selling re­
mains al 3. On Ihe firSI lurn in level nighl. the 
MovclI1cl1I Allowance is reduced 10 6 (7 for Ihe 
Maximum Movemenl Allowa nce and one for 
Creeping Dcceler3Iioll) . On Ihe nexi Gamc-Turn. 
it is reduced by onc a the F-4 has a difference of 3 
(more Ihan 2) bClween ils starling MovcnlCIlI AI · 
lowance and ils Throille Sell ing. 

110.42) Clarification: The figures on the Aircrafl 
Performance harls Dive Tables under thc "Lvls 
Dvd" colu mn repre. enl the maximum number of 
level thai can bc dived atlhallype of dive (e.g., on 
Ihe F-4 dLve table. LO allilude, the four possible 
divcs - two Type I alld one each T ype II and Type 
III - arc for 1-2, 3-5 . 6-15. and 16-18 level 
respeclively) . If an aircraft gocs from one Type of 
dive to another with less ora Ma .~imum Movcment 
Allowance (c.g., a MiG- 17 diving atlhc Maximum 
Movemenl Allowance of 6 in a Type II dive al LO 
Altitude going illlo a Type III dive), il s Movemclll 
Allowance cannot e.~ceed thc Max imum Move­
mCIll Allowance for Ihe new Type d ive and II1USI 
be reduced ifnc<.:c sa ry . 

11 
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110.451 Additioll: Reduction in levels dived. Air­
cran in a Type II or III dive (II0t it Pull-Through) 
h3ve the maximum number of levels they ean dive 
reduced if their Movement Allowance is less than 
the Maximum permilled at thm Altitude. for 
every Movement Poilll less than the Maximum 
Movelllelli Allowance in that type of dive that an 
aircraft hasat the starl Mits Movement Phase. the 
maximulI1 number of levels it can dive that Game­
Turn is reduced by one. Thus. an F-4E with a 
Movement Allowance of 5 making a Type III dive 
at LO Altitude could lose only 141evcls - four les 
than thc ma.~imum - because it s Movement Al­
lowance is "Iso four less than the Maximum. 

110.64] Dele/ioll: Delete last sent cnce. 

[10.67] Clarifica/ion: Energy Point s arc not ex­
pended (except fo r Pull-Ups) in a dive. 

[10.68] Clarificalioll: The one Energy Point loss 
due 10 Case 10.67 mtlst count toward the loss in 
-nergy Poi!1l required by Case 10.68. -nergy 
Points lost under the provisions of Ca e 10.68. 
however, do IIOt receive the benefits of Case 10.67. 

[10.8 1] Clarificatioll: Aircraft that begin a 
Movement Pha e with a Movement Allowance of 
zcro arc also subject to departing controlled night. 
Additioll: An aircmft is also subject to deparling 
controlled flight if it docs not move at least one he 
alld is not in the steepest type of climb the aircraft 
can make or in a Pull-Through. Addition: Air­
craft in a Type II or III Climb or a Pull-Through 
arc ubject to departing olllrolled flight only if 
their Mo\'cment Allowance is zero or they have not 
cntered another hex ill that Movcment Pha c and 
the aircraft has climbed a number of level less 
than a um cqualto twice the aircraft' s Minimulll 
Throlile Selling. 

[11.12] /arificalion: The reduction ill Move­
mcnt Allowance required by ection (b) may be 
counted toward the reduction required by sec tion 
(cl. 

[11. 121 Additioll: Exception . This Decelera tion 
by Power docs not occur in instances ,,'here it 
wnuld make il impo $iblc for the aircraft to make 
a Type III limb (or II in the case o r aircrart in­
capable of Type III cl imbs) at it s new Throttle 
Swing. 

[11.12] larificatio,,: Note thaI this automatic 
Decelera tion by Power applies ollly on the Gamc­
Turn in which an aircraft enters a Pull-Through 
rom a Type III (or II) Climb . In ubsequent 

Game-Tunts in which it begin ;) Pull-Through, 
only the penalty in Case 11.17 applies; this is tlOl ­
withstanding the exampleappellded to that a , e_ 

[11.13] CorrectiOIl: Type III Dive should read 
Type III limb . 

111.42] Additioll: Aircraft should ro ll four 
points when completing a Split-S. A. with a 
Wingover , there is no additional Movement Point 
cost for this roll. 
11 1,431 Correction: At the completion of a Split­
S, an aircraft's Flight Altitude Marker is placed in 
the level night box of the flight Altitude In­
dicator. JUSt as with ,\ Wingover. 
[11.62] ClarificatiOIl: An aircraft with a Move­
ment Allowance of one may make an Immcimann, 
expending thai OtiC Movement Point to perform 
the maneuver. 
[11.71] Clarificatioll: An aircraft need not be 
rolled in the direction in which it intend to make a 
lateral rudder roll. 
111.82] ClarificatiOlI: The aircraft's Movel11cnt 
Allowance Marker is reduced by one less than the 
number of Movement Point s a. stated on the Air­
craft's Flight Parameter" Thi rcduction t"kes 
place after the aircraft has completed it s Move­
ment. Correction: The Flight Altitude Marker is 
placed two boxes downward. 

[1l.83] Clarificatioll: The aircraft must either ex­
ecute a dive or go toward a dive (i .e., move the 
F light Altitude Marker downward) on the Gamc­
Turn following a Vertica l Break. 

113.0] A ddition: More t ha none aircra ft may oc­
cupy the same hex, even at the ame altitude. Air­
craft may cngagc in combat with aircraft occupy­
ing the same hex, treating it as occurring at a range 
of at least one hex, provided the firing aircraft 
could have fired al the target aircraft from the 
level it maintained in the hex from which it entcred 
the target hex. 

[13_17] Correction: The words Pull-Through and 
Push-Through lIould be transposed_ 

[13_19] Additioll: Additionally, an aircraft may 
not engagc in Cannon Combat if, in its previous 
Movcment Phase, it has: 

I. Performed a Lateral Rudder Roll (II .74) 

2. Performed a Barrel Roll (11 _93) 

3. Rolled six o r more poi 111 • 

4. Rolled four or more points and "jinkcd" (ac­
cumulated Turning Points in (wO different direc­
tions). 

[13.6J Clarificatioll: TE result = E. 

[14.14] Clarification: Note that fOr use of Heat ­
Seeking Miss iles, an aircraft has the amc tracking 
cone as the miss ile it is a ttempting to fire. 

[14_IS] Correc/ion: In the las( sentence, 8 shou ld 
rcad80. 

]14.19] Clarificatioll: An aircraft llIay not launch 
a Missile if, in it preceding Movement Phase 
(which occurred on the previous Game-Turn), it 
performed any of the actions which would prevent 
Cannon ombat under thc provision of asc 
13.19_ 

114.26] Clarifiealion: Remember tha t a Missi le, 
at the moment it is launched, acquire ' the sa me 
number of Turning and Energy Poil1t~ that it 
la\lnchi ng aircra ft ha . 

114.36] Clarification: The maneuvers missiles 
perform need not be precisely the same as those 
which the t:lrgcl aircraft performed, and thcy need 
1I0t perforlll them in thc same Movement Phase_ 
114.37] Clarifiea/ioll: Ami sile in a dive need not 
increase its Movcment Allowance by the M"x­
imum possible addition (Case 10.42, 2nd para­
graph applies here). 
[15.23] Clarificatioll: This procedure is altcred 
slight ly for target s which arc at a range that is less 
than si.~ hexes. In such a case, the Targe t Marker is 
nOt placed four hexes away from the target air­
craft, but rather it i placed halfway bctween the 

linimlllll Range of the missile (u sually the he ' 
two hexes in front of the firing aircraft) and the 
targct aircra ft. Note that Heat-Seeking Miss ile-, 
ma}' never be fired at a target at less than twO hexes 
range including alti tude. If fired at such a t,lrgel, 
Heat -Sceking Miss ile go balli . tic and arc lost. 
116.631 Addition: The second part of the first 
Clllence should read: add three for each hex· point 

turned by the target aircraft (including tho e turn­
ed through Maneuvers); add to the number for the 
crfects of ECM (sec Radar Counter Measurcs, Sec­
tion 24.0) lind subtract the Enemy (non-targe t) .l ir­
craft's Radar Lock-On Strcngth. (Sec Ca e 24.15 
for an example). 

117.12] Correction: "Two pods" should read 
"one pod ... 

120.0] ClarificatiOIl: Surface-H)-Air Miss ilc,~ may 
be detected only by R,ldar Search by aircraft with 
"Radar carell Strength of 9 or 10. For Radar 
search purposes. the size multiple of al l SAM s is 
reduced by 50% (rounding down). Air·to-a ir 
mis ile 1I1<'y neve r be detected in flight by radar 
search. 

[20_31] Clarification: Add after last sentence. 
Howcver , iftheaircraft which obtained radar con­
tact subsequently has it s contact broken, all 
unearned mdar COlllacts are broken a ' well. 
" Unearned" radar contacts call be converted illto 
normal radar contacts by going through the nor· 
mal proccdure, but with basic PN increased by 
50%, 

122_23] The last entencc in step C shou ld rcad: 
The difference in altitude levels between the fir­
ing /sea rching aircraft and o/ller aircraft must 
equal this .... (Note that this range is counted in­
cluding two levels as one hex.) 

[23.0] Clarification: Aircraft u ing radar nwy 
not attcmpt infra-red contact frOIll forward­
lookillg infra-red detectors. 

[24.ISI Clarificatioll: This include Corridor 
harf and Charf Rocket as well. 

[24 .24) larifieatioll: If more than onc radar­
equipped aircrart searches for an ECM-cquipped 
aircraft, the ECM equipped aircraft lIIay reduce 
the cffectivenc of a ll the radars allempting to ob­
tain or maintain contact or lock-on. 
124.36] Clarification: Ifaircraft have lost contact 
for any reason (including by virtue of asc 24. 9 , 
Deception Jamming), they must re-search and ob­
tain a new contact. 

124,4] larificatioll: Radar Detecto rs dctcctlock­
ons during the first Gamc-Turn of lod-on at­
tempt. 

[24.46] Clarification: "Enemy aircraft" should 
read" Enemy aircraft or ground radar." 

124.541 Clarification: I f an ,-\ircrllfi i protected 
by a Wild Weasel , it may u c either the Wild 
Weasel' or its own CM for radar jamming, 
breaking lock-Oil. and so forth. 

124.56] Omi ~ioll: The Range, of Jamming arc: 
MiG·23 WW: 36 hexes: f ·4GWW: 48 hexes; EF­
III - WW : 60 hexes: F-IOSGWW: 36 hexc 
pre· 1973 and 48 hexes post -1973. For Arcs of Jal11-
ming, sec a e 24.56. 

[24.71] Omissioll: The -f- IIIEWW should lI SC 

thc sa me table a. the F-4GWW. The F-IIIA. 
D, and E shou ld use the AlQ- 7/ 91 tab le (ignor­
ing line 5) prior to 197 and the ALQ-119M wble 
thereafter. 

[25.41] Clarifica tion: The range of 12 hexes docs 
1I0 t includc Icvels ofa lt itudc. 

125_62] A ddition: Shrikes or AS·7s Illay not be 
used agaill~t 11 target 11 11 Ie s that targel ha~ fired or 
used its radar at least once in the preceding 20 
Gamc·Ttlrns. For Standard ' ~ud Il arnl~, thi . 
figure is increased to 60 and 80 respectively. 

[27.0] larifiCfJ tioll: ote that aircrew normally 
eject after their aircr:..ft has been shot down. Those 
aircrcw who. for ~onlc re'lson, wi h to cject before 
having been hot clown add 10 Probabilit y 

tlmbcrs to their chance or safely ejecting. 

[28_3J Correction: The MiG-23CWW Illay carry 
4ASM. 

[30-2 1] Qrrectioll: MiG's Throllic Setting is 5_ 

130_34] Clarification: The' MiG-21s arc 
Models. 

130_35] Players should note that the U.S. Player 
lIIay arm his Wild Weasel with Shrike ARMS. 

133.0) Addilions: 

9. Illdia-Pakistan War(l971), India v. Pakistatl 

10. Ogaden War(l977 ). - thiopia v. SOl11alia 

II. Exyptial1-Ubyall Fi;:hlil1R (1977). Egypt v. 
Libya 

133.1] Correction: 

Iran 
75- F- 14A 



- Illion i • 
77· Ii . -2 1 (hue) 

malin 
76· Mi -21 (Inlc) 
Vic.nam 
10 M:lY 1965 h uld b~ 10 May 197? 
[33.6) Correction: orridor chaff pods have for­
IY Gamc-Turns worth of chaff. 

All Aircrnrt Performance C harLs Correc­
tion: f lighl Paramelers Table "Type III Dive" 
~ hould Rcad "Push Through." 

f-86 Sabre Chari CorrectiollS: Turn Mode Table. 
Throttlc Selling hould read Movcment 
Allowance. 

Acceleralion Tablc. T hrollie Allowance hould 
read Throllie clling. 

f-SE Chari Correction: Climb Table, LO. The 
ccond 5 should be a 6. 

1' -18 Churt Correelioll: Roll Table, 9 + should 
read 4 + . 
MiG-27 Churl Correelion: Turn Mode Table. 
Throllie Selling , hou ld rcad Movcmclll 
All wance. 

MiG-2S Chart Clarification: Thc point Value. 
show the Air-Air Point values for Ihe liG-
25A /C/ D, respectively; the (0) represcnls thc air­
ground valucofalllhrcc. 

F-4 Chart Corrections: F-4E with lats. Use thc 
lUrn Mode and Maneuvcr figures bcfore . Iashc , 
not after. 

The F-4S has f-4J electronic . 

The F-4J IHls inlernal EM. 

F-4 acce leration. M L. Throllie ·clling of 7 should 
be I. 

Tornado Correctioll: Cei ling hould be 260 

F-18 Correctioll: eilingshould be 220 

MiG-IS Correction: Acceleration al LO and 
Throttle Selling of3 is 4. 

F-86 Correction: ciling should be 197 

u· 7 orreclioll: Su-7 should read Su-7B 

Mi(;-17 Correction: The MiG- I7D is also known 
as the MiG-17C. 

Ilasi(· Fighrcr Maneuvers, Fig. 1 A ddilion: ote 
thallhe MiG would nced to have 5 (or morc) urn­
ing Poinls already acculllulated before moving to 
turn one hex point. NOle also thar afler each a ir­
craft moves, it s Movement Allowan~e and Alli ­
tude markers on their ontrol ha rt arc adjusted 
as both aircraft havc acculllulated Turning Point s 
at Ihe Maximum Rate with their wings banked al a 
90' angle (the only way you can acculI1ularc T urn­
ing Point s except in a Type liar III dive). The MiG 
has its MA marker reduced by 2 and the 1'-4 (being 
an un i:lllcd " D" model) has its Movement 
Allowance marker reduced by onc. (This informa­
I ion may be fOil nd in the flighl Paramcters Cha rl 
of each aircraft). Both aircraft al have thei r 
altitudc dccrca.led by onc. The MiG ends up a l 25 
levels, the F-4D al 26. ee ascs 9.54 and 9.55 and 
notc that Ihese reductions arc made aflc r each air­
erafl move . (Nole Ihal thi descriplion is based on 
the original ver ion of chart 9.29 withoul Ihe 
dlange recommcnded in the cerrata.) 
Basic Fighter M:lncuvcrs, Fig. 2 Addition: Note 
that botlllhc MiG and the F-4E must lose airspeed 
and alti tude for turning at Iheir maximum rale a 
under a cs 9.54 a l1d 9.55. 

I f the F-4 pilot had been a beller taclician and less 
keen on showing how to yo-yo, he might have 
done the following: 
A. POSiliQII l>etermiJlatiOJl "hase: The F -4 is ad­
vantaged. 
n. /uitimi.·" DelermiualiQn I'hose: T he 1'·4 nilot 
decides 10 move second. 

Ii. sill' Ulllllell Phose: MiG ' toO close - usc 
Ihegun. 

/). l)islI{l,'ollfllg«'tf A irera/t MovemeJlt Pita e: 
Tile Mi moves as ShOWlI, thell ha it MA re­
duced by 2 and its Alt ilude by I for the maximum 
r<ltcturn. 

E. A dvanlaged Mo,remellt Pllase: 

I. AcceleratiolllDeceleralion by Power Segmelll: 
onc. 

2. Flight A lIifrlde D!!cisioll Segment: No change. 

3. Acceleration and Decel!!ralion Segmelll: None. 

4. Expenelil lire 0/ Ellergy Poil/ls Segmenl: None. 

5. MOllell/em Segmelll: The F-4E llIove as 
fo llows: 

a. He enters hex 1010, (which take one ove­
menl POilll), while simultaneously rolling two 
points 10 Ihe lefl (which takes no Movcment 
Point s) so that it Illay accumulate Turning Point 
at [he maximulll rate. It Ihen docs so, accumu­
lating the Maximum of 15 Turning Points in hcx 
1010 (which take anot her Movemenl Point) . The 
Turning Marker i adjusted to show 15 iurn point s 
acculllulated to Ihe lefl. 

b. The F·4 elllers hc. 1009 (one Movement 
Point) and agai n accumulates 15 Turning Poi nt s 
(one Movement Poim) , T he aircrafl is now moved 
onc hex-point to the left. 

c. Examining thc diagram in Case 9. 12, the F·4 
now cnters hex 1008, (one Movemcnt Point) a nd 
docs not accumulate any Turning Poims. 

d. Similarly, he now eHlcrs hex 0908 (one 
Movement Point), 

c. Similarly, he now enters hex 0907 (one 
Movement Poinl). 

The F·4E has now expended all seven or his Movc­
ment Point that made up hi Movemenl Allow­
ance for that turn . As he aeculllulaled Turn ing 
Point s at the maximum ratc with his wings verti'cal 
under Ca e. 9.54 and 9.55. Ihe F·4's Movement 
Allowance Marker i reduced to show a Movcmcm 
Allowance of 5 (Throttle elling remains un­
changed) and the Altitude i reduced by one level 
to show 49Ic\'e1s of altitude. 

Note Ihat now the F-4 is in the MiG's " SIOl hex ." 
As the fo-4E i at one hex range. there i 110 altitude 
difference as the MiG a lso lost a level and is at 49. 
Thc F-4E has a probability number of 36 (the max­
imum. frol11 adding 34 and 9) of hilling the MiG 
wilh it cannon. Goodbye MiG. 

Nole: This example how Ihe aircraft using Ihe 
original version of Table 9.29 withoutlhc changes 
rccommcndcd in these emlla. 

Suggested Changes: 
The e arc 110t errata as such, but ralher change 
sugges ted by some very knowledgeable people who 
believe that aircraft lurn too fast in A ir War. Thcy 
appear to make se ll C, but I am holding off on 
making them canonical until we can have further 
play testing and evaluation. 

[9.29) Suggesled Challge: II ha bcen uggested 
thai this table is in error and that the righl hand 
oluml1 should be moved up IwO lines (e.g .• so I hat 

now a Turning Mode of I is 20 points and a Turn­
ing Mode of 3 is 10/ 15 Poims. The last IWO Turn 
Modes (17-27 and 28-34) should become 510/ 0/ 5/ 0 
and 510/ 0/ 5/ 0/ 0 rc pcctively. OIC Ihal Ihis is 
slIggested a nd has nOI yet been oflicia lly 
approved. 

[10.3) Correction: Paragraph 3, (b). Increa c the 
Movcmcm Allowance from 3 10 4. Nexi turn, it 
will increase 10 5. Irying to "ca tch up" wilh the 
Throttle Sett ing. 

111.31 SlIggested IWI/ges: Rl:dllcC all " amc-
Turns in Type III limb" by I. Air raft wilh a 
"0" may execute Ihe Wingovcr in the ame 
Game·Turn as Ihey elllcra I'ull-Thr ugh . 

Aircraft compleling a Wing vcr arc placed in a 
Type III climb from which Ihey mUSI pull ul 
normally. 

(l J.4) Suggested CllUflges: Player u ill' the ug­
ge ted Changes to hart 9.29 hould:ll u c Ihe e 
changes to the plit -S rules. Other Ihan these 
changes, the Splil-S rule remain thc sa me. Again, 
these nrc non-canonical and experimenta l. 

I. Aircraft which havc a "0" Ii ted for their 
"Turns in Push'Through" on the Flight Para­
meters chart may go from a Type I II Dive into a 
PUSh-Through, execute a plit·S, and then be Pllt 
back in a Type II I dive all in onc Turn. If, how­
ever, the aircrafl has a Turning Mode of 2 o r 3, il 
may be placed in a Type II rather than a Type 111 
Divc alt he player's option . 

2. Aircraft with a "I" or more in Ihe " Turns in 
Pu h-Through" on Ihc Flight Parameters hart 
must begin that number of Movement Phases in a 
Push-Through before execuling a Split-S. Thu , 
aircra fl wil h a " I" may execute I he Pu h-Through 
on Ihe first turn the aircraft starts off in a Push­
Through. 

3. Aircraft a rc placed mllomatically in the Type 
111 Dive box arter completing a Push-Through and 
mu st pull OUI of the dive normally . 
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[11.6) SlIggest!!d Chang!!: I ncreasc all "Gamc­
Turns in Type III (or II) limb before making I m­
mellllann·' by 2. 

(11.0) Sr/ggested New Manellver; 
HORIZONTAL BREAK 

111.0 I) Prerequisites: 

In order 10 perform a Horizontal Break, the air­
craft mu st have its Wings vertical and be in Level 
flighl or a Dive. 

[1 \.021 I'roccdurcs: 

Any aircraft 311clllpling a Horizontal Break must 
immediately determine if il depart s cont ro lled 
night. If it docs depart coni rolled nighl, il docs 
nOI perform a Horizontal Break, but ra ther fo l­
lows the Depart ing controllcd Flighl Proced ure. If 
Ihe aircraft docs not depart controlled night, it 
may accumulate Turning Points at one T urning 
Mode less than its norlllal maximum for that 
Movcmenl. Phase. At the conclusion of Ihe Move­
menl Phase, in addition to the Reducl ion of the 
air rafl 's MA aused by collecting Turning Point 
at the Maximum Rate with wings vCrlica l, Ihc MA 
is also reduced by Ihe number of Movement Point ' 
required for execllting a Break. 

) 11.03) Poslrequisitcs: 

The ai rcra rt may not executc anolher Horizontal 
Break until a Game-Turn subsequent to a Game­
Turn in which the aircraft ac uITIulat ed no Turn­
ing Points. 

New Scenarios: Fagots of the Fifties 
These I wo scenarios from the I 950s show I he MiG· 
15 in its heyday , coming out worse for wear 

against Amcriea n .l nd Israelis . Thc.~c cenario. 
arc also good for those who prefer the cannon 
combat s of the 1950 scenarios to the mi ile. u cd 
inla ter act ion . 

[30.14) Jcbcll.ihni,31 OClober, 1956 

Gel/eral Sitll(l/ioll: Captain Yank <:I and his 
wingman were on a ground-support mission when 
Ihcy were jumped by two Egyptian MiG's . Yanke! 
spOiled Ihe lead MiG jusl as il was slippin' in 
behind him. The Ouragon tllrned hard and the 
MiG went afler number 2, but Yankel wa able to 
shoot him off his wingman 's lai l before Ihe second 
MiG could intervenc. 



11 

Air. War /rQntlnurrljrompoKr IOJ 

• Move the Turn Indicator 4 boxes 10 

10°, physically lurn Ihe aircrafl 10 lite next 
hex point (i.e., heading we I) and count 
"(hree." 

• Move (he aircraft inlO hex 1316 and 
coum "four." 

• Move the urning Indica lor4 boxe to 
0°, phy icnlly lurn the aircraft 10 the next 
hexside (i.e., heading norlhwe I) and count 
"five." ndof ame- urn ouneell. 

GOllle-Turn iflcen. 
I. Acceleration/Deceleration by Power 

Segment: T h \ how it work , we are now 
going 10 Deceleralc by Power. ' Unwind" 
Ihe Ac eleration Progre marker the max­
imum 7 boxe (Ihis inform:Hion is given on 
Ihe Ba ic ircraft Inf rmalion Table). This 
cause the marker t move backward 
through lero, so l::Ike the Throule Selling 
and M vellleni lIowance marker and 
III ve Ihem baek I 4. 

2. Fli~"t A Ifill/de Decision Segment: 
No change. The F-86 will remain in level 
!light. 

3. Acceleration or Deceleration Seg­
mellt : We arc nOI g ing 10 accelerate or 
dccelerale olher than by power. 

/l1ap A rrallgcmCtrl: 
nOrlh 

A 

Egypliall 

A ircra/I/YII : twO M i - 15bi 
MOI'elllelll A 110 lI'allcr: 5 
Thr01l11! SelliTlg: 5 

Energy Poilll : # I 4: #2 2 
Willgs: level 

Dille/Climb: Type live 
Mi ~il(!s; nOlle 

He.res: # I A0914; #2130112 
A Iliwde: If I 56; #262 
Headill': W 

I. raeli 

Aifcra/ltypes: two Ouragon 

MOI'ell/ellt Allowance: 3 
ThrOllle Selfiflg: 3 

Energy Point : 0 
Acceleratioll Poiflls: 0 
Willgs: level 

Dive/CJimb: Level Flight 

Missiles: none 

Hexes: lit A0213: #2 A0211 
A Ilitude: 52 
Headillg; W 

Opliollal Nilles: 

UII Direction: -

13 

Gallle l .ell!:I": 15 Game- urns 

ViClory 'ondftimrs: 

Theplaycrt de Iroym reaircraftwins.lfnoair­
craft arc destroyed, the -gyptian player wins if he 
has fi cd his can lion at Israeli aircraft at le[lsttl1rec 
timcs. nyothercirculllslancc arca draw. 

4. Expenditure 0/ Energy Points Seg­
ment: ot applicable, a we ha c n Energy 
Point. 

In the Movement egmen(, we are going 
LO demonstrate a maximum-G "hard" turn, 
one that uses the aircraft' best turn rate. 

Case 9.51 shows us thaL an aircrafl call 
only turn at it optimum primed Turn Mode 
(which is 2 for an F-86 at LO altitude with a 
Movement Allowance of 4) if its wings are 
rolled at 90°. A the F-86 i already rolled 
one point to (he righi, it is only necessary to 
roll it another point (which, so far, costs no 
Movement Points) to bring il to a 90° angle. 
The F-86 no"" can star! to turn at maximum 
rate. 

• Move the aircraft forward into hex 
1215 and coum "one." 

• Move the Turn Indicator marker 5 
boxe (25 Turning Poinl ) to the right a the 
F-86 is accumulating Turning Point at a 
Turn Mode of 2. Count "(wo." 

• Move the aircraft forward imo hex 
1115 and count "three." 

• Move the Turning Indicator marker 
another 5 boxes (25 Turning Points) to the 
right. This means it moves through zero, so 
the F-86 is now facing north-northwest and 
has 20 Turn Points accumulated (it gained a 

130.241 The Las! fugot, MiG Aile)' 
1100, 22July, 1953 

Ceneral Sr'tlla/ion: Ll. Sam Young led three 
abrcs of the 51st Fighter Wing into MiG Alley on 

a high offemivc patrol. They spolted a night of 
MiG- IS" ahead, apparently also on patrol. Lt. 
YOtlng dived in wilh his night and blew away one 
of the MiG's. It was Ihe lasl time the MiG-15 and 
F-86 were to cia h in the l.;ies vcr Korea. 

Map Arr:lIll:em~n(: 

U.S.A.F. 

A 

C 

north 

Aircra/IIYPes: Ihree F-86E's 
/110 vemen I Allowance: 4 

Thrall/e Selling: 4 

£Ilrrgy Poillls: 0 
Acceleratioll Pain IS: 0 
WiIlKS: level 
Dive/Climb: Level Flight 

Missile: none 

B 

D 

Hexe: #1 DO 05; #2 00107; 113 D0507 
AllilUde: III 140: 112 139; 113 141 
Hradilll:: N 

Clrillese 

Aircraft Iypes: four M'G- t 5bi, 's 
Movrlllelll A lIowallcr: 4 

Thrallie Selling: 4 
Energy Point ·: 0 

AcceleratiOIl Poillls: 0 

Willgs: level 

Dive/Climb: Level Flight 

Missiles: nonc 

Hexes: II I B(l411: #2 B05 t 2: # 3 1303 t 4: #4 A I 114 
A /Illude: 130 

Heading: E 

total of 50Turn Points Ihat llIrn, 300fwhich 
were accounted for in turning the F-86 one 
hex-poinl, and 20 are slill accumulated on 
the Turn Indicator). 

Having done this, Ihe F-86 now must 
pay the COslS under rule 9.54 for having made 
such a sharp turn. lts AlliLllde i reduced by 
one level, 0 it Altitude is adjusted down to 
read 9 instead of 10 levels on the Altitude 
track of the Aircraft a nd Missile Control 
Display. Also ubjeci to Ca e 9.54, the 
Movement Allowance marker is now reduced 
to 2 because the F-86 Flight Parameter 
Chan dictates that it will lose 2 Movement 
Points whenever it turn at Maximum rate. 
Note that. these can be compensated for be­
fore the F-86 ha ' LO move again by Creeping 
Acceleration and, in some circumstances, 
Acceieration by Power. 

In these fifleen turn , we have seen how 
an F-86 ha accelerated, climbed, performed 
a Wingover, and turned. This is just a view of 
the many potential move for an aircraft in 
Air War. The only limit to what an aircraft 
can do is how the player/pilot can use its 
trength and weakne ses to emerge victori­

ous in air combat. 

Opliollal lirr/es: 

Sun Direction: W 

Pilol Capability: Onc of the MiG pilot (1/4) is a 
ovice. 

Special Rilles: 

At t he start of the scenario, t he --86's are in visual 
conlact wilh the .MiG'so but the Mi ,'s arc not in 

isual contact wilh the F-86's and mu st obtai11 
COntaCl through normal vi ual search. Only MiG 
III may carch. ntil the MiG' spot the Sabre ' : 
they mu t ny straight ahead and in level night. 

Game Length: 20 Game-Turns 

.VielofY CondilfoTls: 

The U.S.A.F. player musl hoot down one more 
aircraft than he loses himself to win. I f no aircraft 
arc 10 I or if the Chinese shoot down. an amount 
equal 10 or greater Ihan the number Ihey lose, the 

hinesc player wins. 

A Few Final Notes 
110.5) Correction: Third Paragraph, fourth line: 
"one Movcment Point" should be "No Move­
mcnt Point." Fifth Paragraph, fifth line: "lwO 
differenl kinds" hould read "one kind." 

[21.231 Addition: I f a Turkey attcmpts the 
following maneuvers: a Wingovcr, Immclman n, 
Lateral Rudder Roll , Vertical Break, or l3arrel 
Roll, he must roll lWO dice, with a Probability 
number of 7 of immediately departing ontrolled 
night. If a ovice 311cmpt a Vertical Break or 
Lalcral Rudder Roll, he ha a Probability number 
of 3 of immediately departing controlled night. 

(21.241 A Novice has Ihe Turn Mode of hi air­
craft increase by one (c.g., a Turn Mode of 3 is 
treated as a Turn Mode of 4). A Turkey has his 
Turn Mode increased by two. Novices a lso have all 
Game-Turns expressed in IIle Flight Parametcrs 
table increased by one Game-Turn. Turkeys have 
them increased by two Game-Turns. 

Airrrarl lind Mis. ile Control Churls: Clarifica­
lioll: All speeds arc in Knots calibrated Air Speed. 



Opening MO V ES trotrli lll".,1 froIllINJ~_ Jt 

te!ligent gamer and I as ume hi views to be 
repre elllative of more than hi own personal 
peeve ). 

II ' . a very human trait to concent rate on 
eX lreme . remember only the very bad or 
very good. and to oversta te the case whell 
criticizing an ani t you wi h to innuence. 
The very fact that I've designed more maps 
and COunter ' than all other folk combined 
leaves me open 10 Uustifiable) criticism in 
any number or speci fic case. The previou 
. tatement. by the way, i noi braggadoccio, 
it's a plain truth that I wi. h to emphasize in 
order t perhaps broaden Tom's (and ot h­
er's) perspeclive 011 what I do here at trange 
People, Incorporated. 

Tom (and other.) may ha e l11i under­
stood the remark I made about caring less 
about "the ubject and historical Ie . on or a 
game. ,. That \Va said in an introduclion to 
an article which allempted to :lnalyze, in an 
academic manner the dirrerence between 
history-oriented gamcrs and play-oriented 
gamers. Tom takes this oul of context and 
beats me over the head with it. I meant to 
point out thai my ta tes in gaming are cat ho­
lic (wit h perhap the c 'clusion or 1<11.:1 ical 
game) - no particular period in history ha 
my allegiance. Also, I don't consider my ell' 
an hi torian although I have a more than 
average illtere t in history. And I'm primari­
ly intere. ted in how well n game plays not 
how well it demonstr;lIes sOllle historical ob­
ject Ie ·son. 

/l would be well to point out here who i. 
responsible for what when it come. to order 
or bailie information and geographic and 
hi IOrical map information. Many people 
out in gameland (apparently including Tom, 
who I thoughl knew belter) believe lhat Red­
mond A. irnon en summon I he game map. 
and counter OB' out of the Dark Univer e 
a, i hi IVont and whim. Thai jusl ain't so, 
rella . The gallle desigl/er and developer are 
responsible for whal kind of lerrain and what 
art of label. get pUI on the map. Tho e guy 

(lhe historians, Tom) do the ketch map 
from which the final art i done (we literally 
trace right off the ketch map). So if you 
think there hould be more lypes of terrain in 
War in Europe, ee Tom Walczyk, not Ihe 
An Director. Or if you objeci to the spelling 
of the place names in sallie (as one twit did in 
a fanzine) see Mr. Walcyzk, et al. rather Ihan 
y ur ' umble servant 'ere. 

B. the sa me loken, whether or not 
counters have designations (or how accurate 
they arc) is the province of the designer and 
developer. The only input I have is whelher 
or not lIch inl' rmation will fit on the 
counter (tltey are 'mall Ihing , you know) 
a nd how it is arranged. Perhaps four or more 
years ago, when we had morc limiled typeset­
ting re ourees, I would discourage the inclu­
sion or extraneous de ignalion beeau e Ihey 
were '0 much work to do by hand (u ing 
transfer type). One thing I st ill do (which 
may irk you) is eliminate unil size designa­
lions when all the unil s arc the same size. 
Make no ense to me to ay "ballalion" 
1600 times when you've got more important 

things 10 say on thai liny ,qlmre of card· 
board ... uch as historical de 'ignat ion . 

In many ca e my de ign option are ex­
Iremely limited by whal the developer/ de­
. igner hand. rue as thc rinal map or counter 
. el. I don't have infinite power to change ar­
bilrarily lhe content and presentation of the 
game data . There' lillie one can do wilh a 
map ror a game like Frigate or Air War. You 
can't put hi IOrica l inrormation on counters 
f r a game like Patrol or any game in which 
Ihe de igner (historial/s) have decided 10 usc 
anonymou. "change" tyle counlers . 

What I will admil to i Ihat I like game 
component to be practical and useful. If a 
game is complex, I encourage the developer 
to simplify il as much a ' po sible withoUI af­
feeling the simulalional / functional aspect. 
l3uI Ihal's nOI anYlhi ng like de-empha izing 
I he hi loricity of a gamc. When it comes 10 
co lor u e. I believe in a harmonious middle­
key color scheme. Using bright color on 
map. silllply to u e bright color i ehildi h. 
I I' one makes everylhing bright, t hen by com­
pari 011 nothing i bright - it' ju t garish. 

o lor hould cued 10 eparate and empha­
size important fealurc ' - not just 10 put lip­
Slick on a pretty face that doc n'tneed it. 

A may be Ihe ca e. Tom perceptively 
indi ale Ihat hi ta te may be in the minority 
(however . ignificanl). In point of raCt , Ihe 
whole gaming aud ience is a collection of 
minorilie . There i. no one approach thai I 
could use lhat would atisfy everyone alllhe 
lime. I get leller creaming for the u e of 
more silhouelle and ICller damning the u. e 
Ihereof. I ve run Feedback qucstions on lhi. 
and Iher facet of de ign and the re 'ults are 
almo t alway debatable. It i. my re ponsibil­
ily 10 all empt t re. pond 10 the various de­
sires of my audience. It is my perogalive 10 
cstabli h pcrsonal standard and a tyle lhal I 
eHn conscience. II is my duty 10 produce 
work lhal i commercially viabh:. The yn­
the i or the e three factors re ult in the 
body of work I' ve accomplished over Ihe 
pasi. sevcn years . 

There is a aying amongst arti I 10lhe 
effecl Ihat "everyone i an Arl Director" 
referring to thc frequen t experience of Art 
Direclors having everyone, regardless of 
qualifications, telling Ihem whal 's good or 
bad about their work or how il should be 
done. 11 's often the very ame people who 
decry the purported Inpses of hislorical ex­
pertise in SP I' (and other publishers) games, 
who are quick on I he trigger when it comes to 
making sweeping erilieL ms of an area in 
which lhey have noexperti e them. elves: i.e., 
graphic a rt. 

Tom is 1/01 guilty of lIch presumption in 
his main thrust simply beeau e he points to a 
per onal craving on a personal ba is. He 
drift. in this direeiion only when he gener­
alize hi la te to Ihat ofa ignificant minori­
ty. As t he saying goe ', "everyone's en­
titled ... "; everyone ha ' a preserve of per­
sonal opi ni on which no one has lhe righl 10 
discount. Whal is subjeci 10 discoullling i 
when the llnqualified presume \0 cri tici ze an 
artist's work as if they were spokesmen for 
an informed esthetic. This applies not only 10 

the gr:lphic art~ . but 10 all art form. (includ­
ing game desi ' n). 

here is a notable lack of informed crili­
ci min ur h bhy (1 0 which I. poke in an ear­
lier Opening M VE ). This lack will only be 
fi lled by time and t he expansion of our do­
main. The 111 re p ;oplc and energy thaI enter 
the wargaming uni verse. Ihe more likely il is 
Ihal critic of real p \ er wi ll appear. When 
such a day dawn, I dOIl'1 aUl omalically ex­
I eel Illy body of IV rk to be uniformly 
prai cd. ~ very arti t, whether he admil ' 10 il 
or 1101, i well aware of Ihe lurke s he has 
publicly birthed. The commercial artist al 0 
knows lhat Ihese lurkey will be ar und to 
gobble at him for a relati 
buy up his bad old eanva c as . o llle egotisti­
cal painters do). 

I con fessed al I he start of thi co lumn 
lhal it wa. an e.xercise in ani 'l ie defen ­
siveness. I am aware t hat one never wins ll eh 
public debate . . Olle inevitably get hooled at 
in the nexi wave of Ieltcr . Any nllmber or 
the e Ictlers will take a single tatement from 
Ihi column and rail! on about il out of cOn­
lexi. Ot her will complelely mi read it and 
become indignanl them elves. Still others 
will make valid and incisive judgment · aboul 
it based upon whal l acllJallydid say. 

One n1l1 t, however, bilc back once in a 
while if ror no olher rea~on tl1<111 to keep 
onc" 1110rale up. A. you might u 'pect, mOSI 
of the mail I gel i critical. This is true of 
anyone with any ~Orl of "public" - I don'l 
feel I'm being ingled oul in the way the e 
thing, operale . And even Ihough I know in­
lellectually thai Illany or you ba ically ap­
prove of what I do, nevert heless an occasion­
al emolional counterreaction 10 the negali e 
Ollll11ent I hear i. neccs ary for me a~ an ar­

lisi. In Ihe communily of graphic arti ts, my 
IVork peak for ilself and requires no wriltcn 
defen e. Other gaminganist accepl or reject 
illY work by I he degree LO which Ihey incor­
porate il or synlhe ize it in their own. e er­
thele. s. when one i. subjeci to wrillen jibes 
rrom an essentially non-art audience, one 
Illay re pond in kind (if one is lucky enough 
to be an Editor as well as an An Director). 

If you care to, carefully read my Rela­
tive olor/ Flavor Index in thi e IUllln and 
note how Illueh you agree or disagree with it 
under the eri t(;ria prcviou Iy de cribcd 
(remembering to u e I he lwO benchmark 
games as a siandard) and thcn anS\ cr thc 
pertinel1l feedback que lion in this i\s lIC 
(and wrile to me, of cour e - I alw 'S r~' Id 
everything you end me whether fill ed wtth 
praise or scorn). 

Final personal note 10 T III Ie \lll, 

whose lellerinspired thi dialril c: IUIl'lI't 
only touched me orr, T III - 111111:h (II tlli, 
column is a reaction t thel k'II~'" th((l 
make yours eem a Ihou 'hlflll \1111 til Jl l at ~C 
by compari on. Only the fa I thut I ~Il)\\, 
you 10 be a man or Ia tc alld 1I11t'i1i 'I\'C pr )­
vided l11e with a rca !l,bl ' llIl I, nn \\ hich 10 
use your comment n I II' IIl'l III he 
best 10 you- and alllhl' 1\',111 'j 

Ut:dlllol/(/ 
+and Ell ore Oil 1111, lite ut lilY favori te 
aUlOmot ive de~ i '111.'1 
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GAME PROFILE & REVIEWS 

SPACEOPERA 
And Some Operettas, Too! 
by Phil Kosnett 

Science fi c tion purist that I am, I am never­
the less glad to see that the family of science 
fic tion/ science-fantasy games (by all pub­
Iishersll1as grown large enough to create the 
sub-genre of wargaming that we now enjoy 
(or despise, if you are one of those who gags 
on sll . Even though many of the new games 
are at odds with my conception of what 
science fiction ought to be, the inevitable 
e ne rgy that they inject into the sub-genre 
can't help but eventually produce a few that 
meet my narrow criteria . - RAS 

Once in a while a cience fiction story is 
wrillen that takes a traditional theme, one 
seemingly done to death by earlier stories, 
and inlroduce a fresh angle that gives the 
ubjecl a whole new dimen ion. Somctimes 

this happens in wargame . It just happened 
in both. 

Game De igner's Workshop' fm­
perillm is a strategic space game of conflict 
between the young, strong, cocky, aggressive 
Terran (John W. Campbell would have 
loved this game) and the somewhat sedentary 
and decadenl Imperium which controls 
much of nearby space. The humans are ex­
panding at the expense of the Imperium, 
which responds by attempting to erush the 
human. The object of the game i imply to 
wipe out the other ide and conquer every 
star system on the map, which covers quite a 
bitofspace - 14parsecsby 12. 

Each Game-Turn is two years. Move­
ment. is unlimited, 0 long as your ships are 
making hyperspace jumps between system 
on a jump route. Many y tems are not con­
nected, 0 you have to either go directly at 
99% of lightspeed (one hex per turn) or jump 
through other system until you arrive at 
your destination. But if you jump into a 
system with enemy warships, you have to 
fight a bailie before moving on. The jump 
routes are constructed so there are basically 
two path between Terran and Imperium 
space. Not that this limits strategy in any 
way. This isa game with unlimited worlds. 

For starters, the Imperium player has a 
certain leeway about hi initial placement. 
He can develop worlds and outposts 
clustered tightly around the provincial 
capital, Gashida, or place his holdings in 
more extended fashion to try to box in the 
Terran , who hold only a few systems around 
Sol at the start of the game. Then there is 
production. The Terran gets his Resource 
Units from his planets and outposts. The Im­
perium Player, rcpresenting only a provincial 
governor, gets the bulk of his from the Im­
perial government off-map. Thus the Terran 
has a greater motive to expand, since adding 

territory docs lillie for the Imperium s 
economy. 

The RU's (or megacredits, or whatever 
science fictional term you like) arc used to 
build a wide variety of ships, from scouts at 
one RU up to ballle hips at20. There arealso 
maintenance costs for hips, and the expen-
ive craft cost a lot to keep up. Then you can 

outfit new expeditions to form outposts, 
build transport vessels, planetary defensc 
forces, troop, jump troops (who land from 
orbit without ships; see Slarship Troopers), 
and tankers - which are needed to fuel hips 
leaving one of the two . ystems without a gas 
giaJ1l "hydrogen pump." Now, it just hap­
pens one of those systems i the most fought 
over no-being' -land on the map. If your 
tanker i de tTOyed, your whole starfleet gets 
to hang around until a new one is buill and 
brought over. Assuming the enemy hasn't 
ended the war. 

And since we have thi wonderful array 
of ships, we have a nice tactical combat 
system that resolve each ballie in a few 
minutes while providing a "feci" of tactical 
maneuver. Combat is by beam and missile. 
Missile have higher range but beams are 
stronger, so if the beam ships survive missile 
fire they'll likely finish off the missile ships. 
1/ they urvive. Then there are ships with 
both beam and missiles; monitors - which 
have the best weaponry and the trongest 
shie ld , but no jump engines; fighter 
squadrons, which are strong and cheap, but 
must be carried in weak and expensive 
mothership . Some ships can only be built by 
one mce. Then there arc high intensity 
missile run and suicide allack . 

The tactical feel is there in planetary 
a sault, too. Ship fire missiles at the planet; 
planetary defenses firc back; jump troops 
jump; regular troops land in transports (no, 
they don't; not ifanybody's firing at their tin 
shields) or battleships; the defending troops 
hit the worldheads; the attackers break out 
and pacify the planet - this is all resolvcd by 
a few die rolls, but it/eels good. It's done se­
quentially, with the different units joining 
the ballle in turn. It/eels tactical. 

In most of these big strategic games, the 
player is the Galactic Overlord, making all 
the decisions for a race. Not in Imperium. 
Well, yes, for the Terran player; he gets to 
walk around in a black cape and a Samurai 
helmet and talk like James Earl Jones. But 
the Imperium Player is but a lowly provincial 
governor, tied to random events tables. The 
Imperial economy may boom or depress, af­
fecting his budget; a crisis in another sector 
may force him to detach ships; he may 

receive reinforcements from another pro­
vince; a new Emperor' succession may lead 
to Civil War, again affecting the budget -
but the player may elect to throw in with one 
ide or the other, gaining or losing budget 

and hips. The player may choo e to appeal 
to the Emperor for additionai/linding (t hat's 
defined a money that the government get 
its hands on) or permi ion to build capital 
ships. The six-sided Emperor may in turn 
grant the request or refuse to listen to any ad­
ditional reque t . In either case the Governor 
loses Glory. 

Glory is lost or gained by the loss or con­
quest of worlds and outposts. When the 
Glory index reaches a certain point, one side 
sues for peace. The players then have a 
random-length period of peace, which they 
use 10 furiously rebuild while the fleets they 
already had fall apart through disuse. Then 
the loser start another war. You sec, you can 
playa war in an hour or two, but the real fun 
i in the campaigns, which can ea ily last 
tweJ1ly or morc wars, and a few weeks of on­
off play. Thi i where long-range planning 
comes in, e pecially for the Terran. He gets 
no victory points for colonizing empty 
system, but a couple of war later the col­
onie break even and start boo ting the 
economy. (There's even an optional rule for 
terra forming econdary ystellls, which sup­
pon outpost, LO primary systems which sup­
port rich worlds. It takes 50 turns and a good 
deal of resources. The point of the rule, 
naturally, is for the enemy to hove a task 
force through around turn 48 and blow the 
outpost to hell, ruining that huge in­
vestment.) The campaign ends when you've 
e1eared the map of enemy forces. It may take 
quitea while. 

This game is enormous fun, a big part of 
which i provided by the flavorful graphic. 
The cover painting is an unabashed knockoff 
of Star Wars. The map is pretty, black and 
green and red and white and yellow. The 
extraJarge coul1ler are black on red and 
white on red for the Imperium; black on 
blue, white on blue, white on green, and 
black on green for the Terrans. The ship 
sil houettes are wonderfully detailed. The 
GDW taff couldn't refuse a few jokes, of 
course. One of the Imperia.l fighters is a 
sinister black. The insignia of the Terran 7th 
Jump Troop Brigade is a six-pointed star, 
not five like its brethern. And the planet 
Remulak has mysteriously appeared (in 
response to the Akroid (sic) and Belushi class 
destroyer in Battleline's Alpha-Omega, I'm 
told). Other systems are named traditionally 
(Tau Ceti), given Nivenesque colonist's 
names (Inferno, Midway), or given Imperial 



name su piciou Iy identical to ancient 
Sumerian (Gashida, Enki Kalamma). One IS 

named after an SPI employee. 
Problems: A few things I would have 

done differently, but tho e are hardly prob­
lems, ju t differences in viewpoint. The rule 
are quite hort and, as usual for GDW, some 
points are murky. A lillie unofficial errata 
from a telephone call with designer Marc 
Miller follows. 

I. High Intensity Mi. sile Allacks may 
not be made in Planetary Bombardment. 
This makes it harder to take worlds. 

2. A friendly Outpost in a captured 
enemy Primary Sy. tem becomes a friendly 
World after five turns of Peace, only if the 
enemy World in the system is held or 
neutralized. 

3. A beam ship may be used to screen a 
friendly transport or tanker in a mi ile fire 
round, even though it may not fire. 

4. Enemy ship types cannot be copied. 
One Imperium monitor is upplied with Ter­
ran monitor strengths. This was an error in 
production, but you can use the ship anyway. 

5. Regular troops can assault a world or 
outpost by landing in a ship, which may 
undergo fire from planetary defen es. 

6. The Imperial Intervention Table runs 
from 2 10 15. Die roll modifiers apply in Civil 
War procedure. 

7. One stack may move and stop, a se­
cond friendly tack may move, and the first 
stack maY move again. 

8. Ships can avoid combat by sitling on 
a planet surface, but they are vulnerable to 
normal planetary bombardment. 

9. Monitors may not move during 
peace, not even at ublight velocity. They 
must remain in the hex they occupied at the 
end of the last war, unless eliminated 
through allrition. 

Also, my map i horribly warped. Marc 
ays they've fixed the problem with the 

mounted map. 
1 liked this game. I wa n' t particularly 

impressed by what I heard about it, but when 
I played it I changed my mind immediately. 
And there are so many options, every game is 
different. It may not be a giant leap forward 
in simulation theory, but it' a lot of fun. On­
ly $11.98 from GDW, 201 North Street, Nor­
mal Illinois 61761. Or Con fliet Game Com­
pany, 201 Broadway, Normal Illinois 61761. 
(Sec, the building'S on a corner, and they get 
their mail through both doors , and they own 
both companies. Honest!) 

Warpwar is a recent $2.95 mierogame 
from Metagaming. It deals with many of the 
ame concepts as Imperium but is less suc­

ces ful on all count . The micros are all 
graphically primitive; Ihi one ha a drab 
black on blue 7" x 14" mapsheet and 56 strip· 
cut white and blue counters with nice 
s ilhouelles. The mall 20 page rules booklet 
ha a four-color cover. Now, art is ubjee­
live, bul [ think this poorly drawn, garish 
battle painting is less atLractive than the 
black and white cover of Imperium or Star­
Force, done by beller ani l . MetaGaming is 
counting on four-color covers to attract at­
tention, and I guess this one will do it. 

As a game, it is limited by its size and the 
length of it rules. The jump route system is 
the same, lhough not as fast relative to 
sublight movement in Imperium. The map 
covers a fictional cluster (again with Babylo­
nian and Sumerian names, coincidentally) 
and the players start at opposite ends of the 
maps. Vielory is simple; mear the enemy 
and take his worlds. Player receive Build 
Points and construct their own ships; ship 
characteristics are Power/ Drive, Warp 
Generator, Beams, Screens, Missiles, Mi ile 
Tubes, and Racks. Ships without Warp 
Generators must be carried between star on 
other ships' Racks, but they are very cheap. 
The movement rules are almost lhe ame a 
in Imperium. One thing puzzles me - the 
warplines are used to jump instantaneou Iy 
between stars, but a warpline can be blocked 
by placing a ship on it - but the warpline is 
only a guideline; a jumping ship shouldn't be 
stopped in a hex it isn't entering. (Huh?) 

Combat i by beam or missile again t 
shield, jus t like Imperium. The big difference 
is that the Combat Results Table is a matrix 
of options (allack, dodge, retreat) chosen by 
players, modi fied by speed di fferences. 
There is no die roll. The matrix determine 
hits, and damage is determined by the dif­
ferential between weapon and shields. That's 
pretlY much the game. It i n' tthat it' s bad; it 
isn't. It can be fun. But next to Imperium it 
really looks ad. There's so little there, 
physically and in terms of ga me. 

Microgame number 5. Rivets, is imilar. 
It's a comedy game, where everybody's dead 
but the robot factories are till churning out 
cretinous robot fi g hters calicd 
B.O.P.P.E.R.s - Balliefieid Oriented Pre­
Programmed Eradicator Robots. Sec, when 
the USA and CCCP were wasting each other 
with 0 REs (sec MOVES 33) the Third 
World nations were wasting their economies 
buying armies of the e little devils. There' 
an autogyro called the Dive Bopper, and a 
heavy unit called the Big Bopper. and a light 
reeon unit called the (ga p) Teeny Bopper. 
The anwork i breathtakingly silly (as it is in­
tended), a is the game. The unique twi t is 
that each Bopper type (lhere are six) i pro­
grammed to allack only one type of enemy 
Bopper - we said they were stupid. The 
player, repre ellling the factory, builds and 
programs hi mix. Afterward, Bopper can 
be reprogrammed only by being recalled to 
the factory. This was fun the first twO times, 
but the novelty wore off pretty quickly. Also, 
you can only read the same jokes in the rule 
book so many times. Design by Robert 
Taylor. Warp War des ign by Howard 
Thompson. Box 15346. Austin TX 78761. 

The microgame are selling quite well 
for MetaGaming, allowing a vast expansion 
very quickly. I'm very happy about this, but 
also a little worried. The first few micros got 
away with being physically primitive and 
essentially skelelal games because they're so 
much fun to play. WarplVar and Rivets, in 
my view, fall hort. They will be compared to 
bigger, more expensive games, games like 
Imperium that have so much more 10 offer 
the eye and the brain. I am nOI suggesting 

that MetaGaming stop pr du ing micros, 
only that they gel some big game ut, too. 
Currently lhere are about six ullpubli hed 
micros and only two full -sized game on the 
line, as reported in Space Gamer. 
Star-Smashers of the Biloxi Ranger! 

The latest SF from Lou Zocchi i pace 
Patrol, a 28·page rule booklet nOt unlike 
Traveller. Well, there are a couple of things. 
It has an outrageously campy cover - a 
square-jawed, helmeted Anglo-Saxon 
blasting a green, antennaed BEM which 
hold a nubile young wench in it tentacle -
and a lot of distraetingly mediocre line draw­
ings within. The rules are typed, not et, 
though usually elear enough. The game itself 
is more combat oriented than Traveller and 
Metamorphosis Alpha, it eompetil ion. 
Basic characteristics are Strength, Dexterity, 
Luck, Constitution, Chari ma, and Mentali­
ty - learning ability, not intelligence per se. 
Thcre is a random generation table for aliens 
(you might roll for a hermaphrodite wheeled 
reptile - with precognition and a eommis-
ion). Rules for gravity, equipment, move­

ment, learning, personal combat, finding ar­
tifacts, replacing damaged cyborg parts, and 
a lot of charts and tables : There's not as 
much information as in Traveller(notably no 
spaceships, though thi game does have 
aliens - which Traveller won ' t have until it 
next supplement), but what is there is simple 
enough to handle. The game master will have 
to come up with a lot of hi own answers. At 
$5, it is half the price of Traveller - but 
nowhere near half the information, half the 
phy ical quality, or half the fun. (Footnote: 
there' a hort appendix which fit the game 
into Star Wars; just sayi ng which weapons 
and armor lisled earlier correspond to Storm 
Trooper gear, diseu sing the Force as a fac­
tor of psioni powers covered by the chart . 
Lou can get away with this; Gameseience is 
too smalllOsue.lfSPI orGDW tried it there 
would be trouble.) $5 from Game cience, 
7604 Newton Drive, Biloxi, Miss, 39532. 
Designed by Michael Scoll Kurtiek and 
Rockland Russo. 

An intere tingcomment from Lou: 

It KUrlick assures me that role playing 
games musl be wrillen with a maximum 
of chrome and a ides, because this is lhe 
only acceptable format for role playing 
rules ... I thought Taurus had been given 
some very bad review because they spent 
100 much time telling the rationale for the 
rule, instead of just telling the rule. Why 
this procedure can be damned for WWII 
games, but bles ed a the only solution for 
role playing game ,i omething I cannOt 
understand. " 

Correction: 
Last i sue's column erroneously refer­

red to Starsitip Troopers' aut hor a It RAS ... 
That's RAH, Robert A. Heinlein. The 
type elter thought I meant Simon en, 1 
wasn't suggesting that Hcinlein and 
Simonsen have anything in common [except 
our firs/two initials - RA Sj. 
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SCENARIOS & VARIANTS 

JUST ADD WATER ... 
Naval Rules for Constantinople 
by Richard Berg 

Sometimes an SaT game design takes on a 
life of its own and inevitably grows beyond 
the parameters of Ihe issue. Happily, in this 
case, that which filled Ihe bag too full was a 
completely independent sub-system of the 
game in question. To make the counters, 
xerox the art below, color with pencils or 
magic markers, and carefully double mount 
them on good cardboard . NOle Ihat the art is 
arranged for backing up along the vertical 
axis , Got that? - RAS 

AS origina lly designed, COllstaflfillople 
included a rather long and detailed naval 
game. F r a variety of reasons - all given in 
Ihe body of the rules specific in the issue­
the naval game IVa exci ed. ror Ihose gamer 
interested in this aspeci of the iege, as well as 
tho e hi tory buff desirous of having a com­
plete picture, we are herewith publi hing 
comph:te rules for the naval act ions thalLook 
place at the iegc. In addilion, sample 
counler are printed for the naval unit 

Additions to the Came-Map 

The hexe compri ing the coast along 
the seaward wall are do((cd with shoals and 
reefs. The e are represenled on the game­
map by numbers, which correspond LO the 
shoal and arc covered in Case 15.53. 

NIIII/ber H exes 

2 3334 
3 2234. 2 t33. 2132. 2 t31.1 119. 10 18. 

0124.0 114.0113 
4 3335. 3235. 3136. 3036. 2937. 2837. 

2435.2335,2233 . 2029,1926. 1724. 
1723,1622.1522.1521.1420.1320. 
1219.091 . 08 18.07 18.0617.0517. 
0315 

5 2737. 2636. 2536. 2028. 2027, 2026, 
0316 

In addilion, The Gale of Ihe Lighthouse 
(2536) and ale of Ihe COllloscalioll (2129) 
are missing and hould be drawn on Ihe map. 

Counters 

T he counters al righl have been pro­
vided to accomp,IIlY the Naval rules. Players 
may wi h to mount IhccUI-OUI unil on card­
board 10 faci l ilate play. Player hould note 
Ihat all Byzantine Naval units are galleys. 

[2.0 1 (mldition offer the eighth fille) . FirSI, Lhe 
Player undertake aval Movemelll and Combal, 
one Player moving his ships bdore Ihe olher 
player. a ncr which there is a mUlual Naval 0111-

bat Phase. This segmellt is repealed rive limes 
("impul es") 10 creale one complele ,wal Phase. 
(The Naval Pha c is used only in Ihe Campaign 
Game) . Afler Ihe Naval Phase ... 

13 .21 (addilion) Naval unils have slrcnglhs for 
Ramm ing and Melee. as well as movement capa­
bilitie . . 
13 .22] (addilion) 

FRONT 

Melee 
Slrcnglh 

Oar Cruise 
Speed 
Maximum 

BAC K 

Ram 
SIr~nglh 

4 4 C 
Galley 

4/7·10 

Oor Ram 
Speed 
Ma.x imum 

22C 
Galley 

4/7·10 

Ram 
Derense 
Sirengih 

Sail 
Speed 
Maximulll 

[3.33] (addilion) The Wind Direclion Table, Ihe 
Wind VelocilY Tab le. The Naval Melee ombal 
Resulls Table and Ihe Ramming Table. 
[3A[ (oddilion) A for Ihe ships, each I)yz.amine 
l1aval coul1lers equals 3-4 galleys. Each Olloman 
Ilaval " , tel''' is Ihe equivalent of 5-7 galleys, 
Irircmes, biremes, [ustae and parandaria (Iroop 
barges). 

OllOI\'lAN UNITS (Fronl) 

44C 44C 44C 44 C 44C 
Gatley Galley GaRey Galley Gallev 

417·10 417-10 417·10 417-10 417-10 

33 B 3 3 B 33 B 
Trireme Trireme Trireme 
5/8-I2 5/ 8-12 5/ 8-12 

23B 23 B 238 238 2 '3 B 
IIireme Bireme Bireme Bireme Bireme 

6/ 8-12 6/ 8-12 6/8-12 6/ 8-12 618-12 

1 2 A 12 A I 2 A 12 A 1 2 A 
fustae Fustae Fustae Fustae Fustae 

6/9-12 6/ 9·12 6/ 9-12 6/9.J2 6'/ 9,12 

I 2 A ] 2 A I 2 A 
Fustae Fustae Fusrae 

6/9·)2 6/ 9-12 6/ 9-12 

SOD SOD 
BYZANTINE UN ITS- Crete Medlm 
(Front) ! 0/ 0·)2 .0/ 0·12 

80 D 700 700 600 600 
Genoa Genoa VeniCII Imprl Imprl 

0/ 0·12 %n O/OU 0/0'12 0/ 012 

[4.0j (addition. add 01 beginning of Sequellce of 
Play) 

I. T he Naval Phase 
A, Wind Delermination Segment: Players 

determine Ihe willd direclion and 
velocity. I)olh ,HC rolled for on the firsl 
Impu lse of each Naval Phase ol/Iy. 

NA VA L fM PULS£ (Scgmelll B Ihrough E) 
B. II/ilialive Segmelll: Players roll 10 

delcrminc who move firsl in each 1m· 
pu Ise. High roll goes first. 

C. Fir. I Player Movement Sexmel/(: The 
Player denoled ill Segmelll I) 10 move 
fi rsl moves his ships according 10 Ihe 
rules for such. Allempl 10 Ram occur 
in Ihis segmcllI. 

D. Second Play er MOI'emefll Segment: 
The Second Player moves his ships, as 
per Sc 'menl C. 

E. Mull/al Combal Sexmelll: P layers 
engage in combal engendered by 
Segments -D. Ships sunk arc removed 
from play. Segmenls 13 Ihrough E arc 
repeated a maximUIll of rive limes. each 
segmenl being an Impulse. Players 
may, by mUlual agreemenl, usc fcwer 
Ihan five Impulses , bUI never 1110 rc . 

[5. 171 (addition) Begin line 6 " ... cOl11bal unit. 
there i a sea assauh, or Game-Turn IS, whichever 
comes first. Sec Ca e 1.13 for delails ... " 

[5.39] (addilion) aval ullil S may Clller coa. la l 
hcxe of Ga lala , even if they arc IrallspOrling land 
unit s. bUllhcy may nOlland such unil in Galata. 

OllOMA UNITS(Back) 

22 C 22 C 22 C 22 C 22 C 
Galley Galley Galley Galley Gallev 

417-10 417-.10 . 417-10 417·10 417·10 

228 22 B 228 
Trireme Trireme Trireme 

5/ 8-10 5/ 8·10 S/ S·10 

I 2 B 128 I 2 B I 2 8 1 2 8 
Bireme Bireme Bireme IIireme Bireme 

6/ 8-12 6/ S-12 6/ S-12 6/ 8-12 6/ S-12 

I 1 A 1 1 A 1 1 A 11 A 1 1 A 
Fustae Fustae Fusllle Fustae Fustae 

6/ 9-12 6/ 9-12 6/ 9-12 6/9-12 6/9-12 

t 1 A 1 1 A 1 1 A 
Fustae Fustae Fustae 

6/9·12 6/ 9-12 6/ 9·1 2 

I 00 100 
Medlrn Crete - BYZA NTINE UN ITS 

0 / 0-12 0/ 0·12 1 (Back) 

100 100 200 200 200 
Imprl , Imprl Venice Genoa Genoa 

0/ 0·12 0/ 0-12 0/ 0.]2 0/0-12 0/ 0-12 



(6.12) (addition) Naval units do not exert a zoe, 
nor are they affected by Land units' ZOCs. 
(7. 16) (addition at end of fine 3) ... or ge t their 
navy into the Golden Horn and use il a <I 

transport. They may embark on ships and assau ll 
Ihe Seaward Walls. 
(7 .32] (addition ill 2nd line, ofter "oil/and'') Thi 
include land unit 5 tran ported to the southern 
shore of Ihe Golden Horn or landed by Naval 
Assault on the Seaward Walls. Sec 15.5. 
(7.44( (addition at end of paragraph) Units thaI 
may relreat to Ottoman ships may do 50, bUI 
Playcr~ must remember that only one unil may be 
Iransported per ship. 
(8 .26) (addition) Fire Combat doc. not affect 
naval unilS or land unit . being transported by 
nava l units. 
(10. 16] (additioll) Artillery units may 110\ be 
Iransporled by ship . 
[ 11.41) (rewrite) On the Gamc·Turn aflcr Ihe 01-
toman Player place at lea .. t five naval unit in the 
Goldel1 Horn at Ihe same inslanl, he may assume 
thaI there is a bridge between Pera and Ihe llIa­
ehernae Assau II Area. 

[13.0] THE NAVAL GAME 
COMMENTARY: 
The nav,11 portion of COIIS/(Illtillop/e is somewhat 
unusual in Ihat it run. independent of but (ab­
straclly) concurrently with the land portion of the 
iege. By thaI , we mean thaI Ihe naval game is on­

going, while t he land game i divided into alternate 
periods of bombardment and assault. In the land 
game the combat units retire at Ihe cnd of an 
as ault pcriod; in Ihe naval game the ships remain 
in place until the next Naval Phase. Unlike the 
land game Ihe Naval Phase is divided intofive 1m· 
pulses in which four Segments of the cqucnce of 
the aval Phase is repeated five times (sec Se­
quence of Play, Case 4.1). Thus I here arc fi ve i ndi ­
vidual "I\lrn" within one full Naval Phase, 
although by mutual agreement the Players may usc 
less than five (e.g., if neither side wishes to move 
that Phase-"luT11"). And while the naval game is 
omewhal independent of the land game it docs af­

fect the ou tcome of thc siege simply because the 
city can be assaulted from the sea. and, further­
more, because possession of the Golden Horn is a 
key (0 victory. There are rules for eliminating the 
naval portion of the game for Players who wish to 
playa faster game . See Seclion 19.0 for deHliis. 

CASES: 

[13.11 THEGENERALCOU RSEOF 
THE NAVAL GAME 

At the beginning of each Naval Phase the Player 
determine the Wind Speed and Dircction (the 
Wind Direction at the beginning of the game is 
North - blowing North to South; ils Speed is in­
itiallY eight). Each Pla}'er then rolls a die; the high 
die goes first for that Impulse . Thus, a Player 
could move his units twice in a row, if the die-rolls 
so indicated . The first Player move his ve$scls, 
followed by the ccond Player. There is no combat 
during aval Movement, with Ihe exceplion Ihat 
Ramming takes place during Naval Movement. 
After both PI;'Iyers have completed Naval Move­
ment Ihere is a mutual Combat Phase, with com­
bal laking place simullaneously. The entire se­
quence, from Initiative Determination to ombat 
Phase is then repeated four more times unti l five 
Impulse - five repetitions of the Sequcnce -
have been completed, or Ihe Players SlOp by 
mut ual agreemenl. The vessels arc Icft where they 
sland 11t the end of five I mpulses and play proceeds 
to the land gamc. 

(13.21 THE NAVAL UNITS 
The counters for the naval units represent a wide 
variety of vessels, both sa il and oar. They do nOI 
reprc ent individual ships (while the Byzantines 
had only 30 or so galleys the Ottomans had up to 
400 'hips of all kind !); rather they represent 
groupings of shillS with ratings based on capabili­
lies, training, and general seaman hip. However, 
an attempt hn becn made with in Ihe game systcm 
to give the Naval Portion of Ihe game a sort of tac­
tical, ship-Io-ship feel. Players should notc Ihat 
Ottoman Naval units have reduced strengths on 
their reverse side, much the same as land combat 
units. Byzantine ships' countcrs have a reverse side 
but it is /lot a reduced strength; it represent a 
reduced crew Icvel when the sa ilors arc removed 
for land duty (sec Seclion 16.0). 

[14.0] NAVAL MOVEMENT 

GENERAL RULE: 
Naval units may move either by sailor by oar. 
Some ships may move by both, switching between 
the twO propulsion modes at the owning Player's 
discrelion. In general , naval units move only 
through sea hexes. They pay a cosl of one Move· 
mcnt Point (or twO under certain circumslances) to 
enter any SC;'l hex and they may pay a cost for 
mancuvering (turning), dependent on the form of 
propulsion . All OY7.antinc naval units are {(alleys; 
Ihey arc all sai l· propelled . None are equipped with 
oars. The Olloman Player has a polyglot collee· 
tion of galleys. triremes and biremes, and Ihe 
lighler vesels calledfllstae. The Ollomans use both 
sa il and oar. 

Numerically. the Byzantines wcre outnumbered by 
the Ottomans almost 1510 I, but the seamen in the 
service of the Imperial Navy, Ihe best of which 
were Ihe Gcnocse and the Venetians, as well as the 
excellence of their huge galleys, more than made 
lip Ihe difference. 

CASES: 

[]4.11 OAR PROPULSION 
NAVAL MOVEMENT 

{14.11( Those naval units with O;'lr lovement 
Allowances ( ee Sample Unils, Case 3.21) are 
capable of moving by oar. Naval units move from 
one hex to another. in a manner similar 10 land 
anil s moving on land . However, naval units may 
enter only all-5e;'l or partial-sea (coastal) hexes (sec 
Case 15.53). Thcy may never cross an all- land hex­
side (exception: sec Case 17.1). Furthermore, each 
all-sea or partial-sea hex costs only olle Movement 
Point to enter (exception: sec Case 14.24). 

r 14.121 Naval unit s arc always faced in a speci fic 
direction. The top of the counter must always face 
loward a specific hexsidc. I t may never face - or 
point to - a junction of IwO hex~ides. 

Correct Illcorrect 

(14.13) Navallillit s (oar orsail) must always move 
into the hex toward which they arc facing. Oar­
driven vessel> llIay only change facing 60° - or 
one hexside - for each hex the)' move. Oar·driven 
vessel mllst move Olle hex before changing direc­
tion (one hexside). Thus for each 60° or hexside an 
oar-driven ve. sci wishc to change direction it 

musi move one hexside; c.g., to change three hex­
side it must III ve three hexes, adjust in ' 60· for 
each new hex entered . An oar-driven ve el 1Il 0}, 

change dire lion [Jfter using ils last Movement 
Poinl. There L 110 COM to change facing (ee n~c 
14.26and 15 . 1). 

(14.14( There nrc li t) Z n e~ of ontrol in Nuval 
Movement or omblll ; furt hermore, naval IIll it\ 
nevcr affect land unit and vice-vcr n. with the ex­
ception that no Friendl /tJlld Ilni! may cver enter II 
hex with an Enemy nav I unit - and vice ver~, 
(but see Case 14. 15). 

(14.151 A Friendly n3valll nil IIltl III ve Ih rOll h 
an Encmy-occupied ea he)( undtl cert(1in condl 
tions. for the Friendly un it t 0 111() C It IllU\t 
entcr Ihe hex through a he ide t w Ird whl ' h 
cilher Ihe bow or the stern of the I1 CIIl), unit I~ fa -
ing. It may not move through a hex\idc 101 ort! 
which an Enemy slarboard or port \idc b fa ·ing. 
Furthermore, thc Friendly unit mRy not remnll1 111 

such he.~ and must leave through a hc.~ 'ide tIl\' rd 
which an Enemy bow or tern i poin ting ( e' 
15. 1). 

Allowed 

:o.l u cmcnt , f 
ment . 

[14.21 SAIL NAVAL" " . 11-: T 
AllmovCI11Cllt under nil rll " II I 1I!.' I , t\ 0 parti ullll 
problems; 1II0lllenfllm , hi h. III ,:clleral. meDII. 
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that sail-driven I11P lend t keep moving al the 
rate of the \ ind: and Willd Directioll, which can 
dielal e the peed lind m3ncuverubility of a vessel. 

114.2 1) -:u:h nllval unit using snil has a given 
movement cnpability for that Impulse. This is the 
number f Movement Point it Iml t expend dur­
ing that Impu l e. A cderation and Deceleration 
(ee ase 14 .22) may change this capability, but 
thc capabilit y for that Impul e must be used in its 
entirelY. Movement capability i u ually dictated 
by Wind Direction and Velocity. Ships entering 
Ihe game at sea (u ing sa il movement) enter the 
map with a movemenl capabi lity equivalent t the 
Wind Veloci lY for that Game·Turn . Ships starting 
from "anchor" (thUS with a zero Movement Capa­
bility) obey the rule for Acceleration. 

114.22) A Player may elect to increase or decrease 
the Movement Capability of his sa il vessel (Ac­
celerate or Decelerate). A sail ves eI may never Ac­
celerate more than olle Movement Point (Capabil­
ity) per Impulse: it may ne er Accelerate to a 
higher Movement Capability than the current 
Wind Velocity. A sa il ship may Decelerate a max­
imum of two Movement Capability Points per Im­
pul e, rega rdle .. of any change in Wind Veloci ty . 
A ship that is successfully Rammed (sec Case 15 . 1) 
has its Movement Capability reduced to zero. If 
the wind velocity falls and the ship Sail Speed is 
higher than the nell' ve locity Ihe ship 11111$1 reduce 
spCed, at a maximum decelera tion of two points 
per Impulse. Thus, it is pos ible for:l hip to be 
moving faster than the wind. although it will even­
tua ll y slow down . It is not rCQuired tha t:t hip in­
crease speed as the wind increa c ; acceleration i 
always volunta ry. 

114.23) At the beginning of each Naval Pha C (llot 
each Impul e within the Naval Phase) the Player 
determine the Wind Direction and Velocity for 
that entire Naval Phase. To do 0 a Player roll 
t\ 0 dice and refers to the Directio n portion of the 
Table (14.31). He then roll s twO more dice and 
refers to the Velocity portion of the Wind Tables 
(14.32). This Tolls of nine and seven, respectively, 
will produce a orthcasterly wind (i.e ., :I wind 
blowingfrom or thcasl to Southwest) at a Veloci · 
ty of eight. Players may note Dir~'Ction and Veloci­
ty by placing an ~1ppropriate marker on the ga me­
map in the Wind Direction hex (printed on the 
map) with the arrow pointing in Ihe direction 
to wa rd which the wind is blowing (ill the above ex­
ample. the counter would be placed with the arrow 
poinling toward the Southwest hex). The game 
begin with a Northern wind (blowing North to 
South) at a Veloci ty of eight. 

114.24J According 10 the facing of the vessel (sec 
below) the wind may be blowing from the stern of 
the hip (called Running free) or towa rd the bow 
of the ship (Sailing on the Wind) . No vessel may 
ever sai l direc tly inlO the wind; i.e., a sail ship may 
1I0t move into a hex in a northerly direction if there 
is a Northerly wind (blowing from North to 
South). Furthermore. each hex that a sa il ship 
enters tha t is "Sailing on the Wind" (wir.d blow­
ing on the bow of the ship) costs two Movement 
Points. I f the Movement Capability remaining to a 
ship Sai ling on the Wind is one it mllst u e the rc· 
maining Movement Point by filming 120· .11 a co. t 
of o ne Movement Poin t (sec ase 14.25). 

114.2SJ Sail ships move through sea hel'e in the 
sa mc fa hion as oar·driven ve scls (with the c,~cep · 
tion nOlcd in a c 14.24). However, for sail vessels 
the ship counter reali nment is different from oar 
ve cl (see a e 14. 1). ai l ve el may turn one 
hc,'sidc (60°) for each hex that it enters withoul 
paying any M vement Point; it may change 111'0 

hexs idc (120· ) french hex ell tered' by paying a 
co t of one Movement I'oint f r it apabi lity. 
Sail shi ps may never change fa cin' III n: than two 

hexsides in a single hex; they must advance a t lea t 
one hex further before making another turn. 
When a sai l vcssel changes facing by twO hexes 
(120· ), it may not change facing pa t a hex ide 
through which the ship would be sailing direclly al 
the wind. Example: Wind Direction is North 
(North 10Soulh). A ail ve sci in hex 1539i facing 
loward hex 1639 (Sailing on the Wind). The sa il 
ves el could flOt turn two hexes (120· ) to face 
toward hex 1538, because the sail ves el would 
have to face hex 1638 (which would face the sai l 
ve set in the opposi te direclion of the wind) before 
it could face toward hex 1538. The sai l vessel 
could. however. turn to face hex 1439. if the own­
ing Player so wi hed. 

WI D FROM 
THE ORTH 

RUIII/ing Free 

WIND FROM 
THE NORT H 

Sail;''!: 011 the Wind 

[14.261 A ship (sailor oar) that is not moving may 
still turn one hexsidc. unless it has been Ra mmed 
and pinned. Ship. that arc not moving l!lways drift 
one hex in the same direction towa rd which the 
wind is blowing. If there i no wind. ships drift 
from North to South. 

[14.27J A sai l ship which enters a coastal hex in 
such a way that it may not turn and leave that 
coa ·tal hex is considered to have R,m Aground. 
The ship counter - and any passengcrs - is 
eliminaled. If a sa il ship is foreed to attempt to 
eros II 130001 hcx ide (sec Case 15 .6) because of its 
momcntum, etc., it tops in the he.~ adjaccnt to the 
Boom hexside and is eonsillercd Da maged for Ihe 
remainder o f t he game (see ase 15.34). II docs not 
move Ihrough thc Boom hexside. For the next Im­
pulse, the snil ship's Movement Capabi lity is con­
idered zero, and il obey the ru les fo r Accelera· 

lion (ce a e 14.22). A sai l or oaf vessel Ihat 
leaves the map - for whatever reason - is trented 
exactly a a ail ves el that ha Run Aground. 

114 .28) ail ships (and oar ships using Sail 
Movement) arc not capable of Ramming. 

114.29) In the event that the Wind Velocity i 
Storm. all ships (sailor oar) in Ihe Golden !-lorn or 
at anchor (i .e., in a coastal hex with a "0" move­
ment rate) may nOI move that Gallle-1ilm. for 
ships at sea (in the Sea of Marmora) the owning 
Player roll s a die for each ship unit. If the owning 
Player rolls a s ix for a given ship unit tha t uni t is 
eliminatcd, along with any passengers. For all 
other numbers (i.e., I through 5), the Ottoman 
Player returns hi ships to the Double Columns 
(hex 3931): the Byzantine Player places his ships in 
either the Harbor of Elcuthcris (hexes 1823, 1924, 
etc.), hex 2129. hex 2 130 or hex 2234 . There is no 
other movement that Game-Turn. Ships that arc 
pinned from Ramming arc automatically sunk . 

[14 .3] WINDTABLES 
[14.3 I) W ind Oirection T9blc 

(sec page 22) 

114.32) W ind Vclodt Table 
( cc page 22) 

[15.0] NAVALCOMBAT 

OMMENTARY: 

The fifteenth century was a great water hed for 
naval combat. The advent of sa iling ves cis of 
ocean-goi ng capability along with the develop­
ment o f gunpowder and artillery was to change 
naval warfare forever. Yet . in the Mediterra nean, 
the galley was till Qucen of the ca. Thc main 
mcth d of de Hoying the enemy at sea wa boar­
ding. Cal3puhs a nd Greek Fire were also used. 
a nd ramming wa~ still in fashion (but to a much 
more limited extcnt than in Greco-Roman days). 
But hand-to·hand combat wa till Ihe taple of 
the navy and the rules for naval combat, given the 
sca le of the game, renect this. 

CA ES: 
(15.1) RAMMING 
The object of Ramming, primarily, is to pin the 
opposing ve sci 0 that it may 11 0 t move making it 
an easy target for boarding parties. There is a 
po ibilit y that Ra mming will ink an o pposing 
ve el; Ramming can also damage the Ramming 
ship. Only oar-driven vesscJs may Ra m. 

115.111 For an oar-driven vc sci 10 Ra m. it Il1Ils t 

bc usi ng Ilattle Speed and itllluSI tart the Ram at ­
tempt at least Ihree hexes from the intended ta rget. 

[15. 121 Vessels attempting to Ra m an oppo ing 
vessel may make no more than onc 600 (one hex­
side) turn during the enlire course of its Ram at ­
tempt, a nd such turn must be a t least two hexes 
distant from the target hex. 

115.13) In order to Ram an opposing vessel the 
moving vesselmu t move into a h e.~ a djacent to the 
targcl vessel. That adjacent hex must be either to 
the pOrt or starboard (the side ) of the targe t 
ve scI. One can not Ram a targct ve sc i from the 
bow or sie rn (front or rear). Furthermore, the bow 
of the Ramming vessel must poini direct ly toward 
the side of the target ship (envision Ra mming 
litera lly and you'll ge t the idea). Ra mming is per­
formed in a Movemel1t Segment: it i 1I0t con­
sidered combal. per sc. 

115. 141 Once the precepts of ase 15 . 13 have been 
sa tisfied a nd the Pha ing Player ha announced 
that he is making a Ram attempt. he check his 
Ramming vessel' s Ra m Strength agai nst the Ra m 



Defense Irenglh of Ihe largel vessel. He ero . 
reference Ihese on Ihe Ramming Table (15.42). 
The resuh is Ihe number Ihal Ihe Phasing Player 
muSI roll on a die for Ihe Ram 10 succeed. If Ihc 
Ram does nOI succeed Ihe Movemenl Segmenl is 
ended for Ihe Ramming vessel in Ihe hex adjaccnl 
10 the largel vessel. Such vesse l may not engage ill 
boarding and melee (a he is faced in Ihe wrong 
direclion; see Casc 15.22). 

[15.151 If Ihe Ram allempi is successful Ihe IWO 
ships are con idered "engaged," bOlh dead in Ihe 
walcr (sec drifling, Ca e 14.27). However, under 
cerlain circumslance Ihe largel ship may be sunk 
and/or Ihe Ramming sh ip Damaged. onsuh Ihe 
Ramming Table (15.42). 

[15.161 Once Rammed bOlh ships may allempl 10 
free Ihcmselves, if ode ired. Atlhe beginningofa 
Movernenl Segrnenl Ihe Player wilh Ihe Rammed 
hip roll a die; if he rolls aI, Ihe hip break free 

bUI is considered Damaged. II may Ihen move. 
Olherwi e, it is till engaged. If Ihe Player wilh Ihe 
Ramming ship desire 10 free Ihe Ramming ship, 
he rolls a die. If he rolls a 1,2. or 3. he breaks free 
with no d:~mage; olherwise, the hips remain 
cngaged . 

[15.2] NAVAL MELEE COMBAT 
aval Melee ombal represenls all 10 e. ship-to­

ship action, including short-range calapuhs, 
Greek Fire, and, of course, boarding. 

115.211 Naval Melee ombal take plaee in the 
Mutual Cornbal Scgmcnl of Ihe Naval Phase. 
Only Friendly vessels adjacent to Enemy vesscl 
may engage in melee. There are 110 Zone of 011· 
Irol at sea, and cOmbal i purely volunlary. Melee 
i imullaneous; i.e .. Ihe Friendly ve sci is allad· 
ing the Enemy vessel and vice-versa at the same 
lime. 

/15.221 To engage in naval combat ships mUSI bl: 
adjacenl 10 each olher. Moreover, both of Ihese 
cOllnter must either be engaged (15.15) or adja­
ecntthrough a POri or starboard racing hex ide. I r 
both ships are nOI 0 silu3tcd Ihe mclcc combat i 
impo iblc. 

Allowed Not Allowed 

115.2J} ombat is voluntary. To dctermine the 
results of combat the allacker add the Mclce 
strengths of all his allaeking unit s a nd subtracts 
the Melee strength of Ihe defending unit. The 
re lilt i Ihe Combat Differclll iai. 

Example: two ship wilh a strengt h of 4 each ai­
tack a hip with a strenglh of 5. The differential 
would be + 3. If the ship wilh Ihe Melee Strength 
of S attacked one of Ihe sh ip. with a melee strength 
of 4 (see ase 15 .24) - rcmember, mclee is simul · 
taneOlls - the differential would be + I. 

115.24) A many asfour Fricndly ship mayallack 
an Enemy vesscl. Four is Ihe maximum because of 
the reslriclions in Ca e 15 .22. If a Friendly ship i 
adjacenl 10 more Ihan one Enemy ship it mu I 
either allack all of Ihem or none of them 
(simultaneously wilh Ihe Encmy allaek, of 
course). To do this ilmay split il s melee strcngt h in 
any way it see fit . Whcn splilling, the lowe t 

v lunlnry differenlial i - 3. Il owevcr, if a ship is 
adjacent 10 more enemy hip. than it has mclec 
poinls it must allack the trongesl hip() 31 0 and 
the rest at I or nOt attack at all. When one Friendly 
ship is adjacent to a sole Enemy ship it alway u. es 
ils maximum st rength. 

Example: A Byzanline Galley with a melee 
strengt h of 8 i adjacent to, and capable of melee 
wilh, three Olloman ships with mclee trenglhs of 
5,3, and 2. The Olloman allacks Ihe Byzantinc at 
+ 2. Simuhaneously, Ihe Byzantine u cs two 
point to attack the 5 at - 3, one POilll to a!lack 
the 3 a t - 2. and the remaining five points to at­
tack Ihe 2 al +3. Remember, when plitting 
strenglh Ihe lowes I differential you may voluntari ­
ly attack at i - 3. 

[15.251 Combal i mUlual and simultancous; bOlh 
Playcr cngage in melce at Ihe same time. Losses 
arc laken only after bOlh Players resolve Iheir in­
dividual batlle . TllU. a ship Damaged by Player 
A's die-roll may still fighl at it normal slrenglh in 
the same Combal egmenl Ihal il was Damagcd. 
All Melee ombat Reslill are applied afler bOlh 
1>layer have finished their altaeks. 

/15 .26) Leaders have no effect on aval Combat. 
with the following exccption. Any Byzantinc naval 
unit commanded by either Diedo or Trcvisal/o 
(stacked with the ship counter) adds one to the 
hip' Melec Strenglh for defensive purposes only. 

[15.3] EXPLANATION OF 
COMBAT RESULTS 

(15.31J All Melee Combal lake place using Ihe 
aval Melcc RT (15.41). The :llIaeker detcr­

mines his lotal strength and sublracts that of the 
defender in order 10 oblain a Combal Differcnlial 
(sec ase 15 .24). He Ihen rolls a die and refer to 
the Naval Melee CRT to obtain a rcsult' if any, of 
Ihat baltic . Rcmember, because of simlillaneolis 
combat, the role of allacker and defender will 
often be reversed. 

115.321 No EffectmC3ns that nothing has happen­
ed in the way of casuaitie . 

115.331 II/effective mean. thallhc ship unit uffer· 
ing ueh resuh i halved in movement (rounding 
down) for the nexi Movement cgment. It may nOI 
altack / mclec in Ihe next MUlllal ombal Segment, 
il may defend. 

115.34) Damaged means thlll the affected ship 
unil is permanently halvcd in Movement 
Allowance (or maximum Movcmcnl ,lpabi lity 
for sail hip). In addition the Damaged ship's 
Ramming defensive strcnglh i permanently halv­
ed (but not ils Ramming Capabilily). Melee is not 
affceted. 

115.35) Lose Qlle means Ihal, for [lY7.antinc hip 
counters. Ihe unit is eliminated. For Olloman ship 
unil it mean. that Ihe naval unit is nipped over to 
il reduced strengt h level. unle said navalunil i 
already at reduced trength leve l, in which case Ihe 
Ottoman nava l unit is eliminated . The Oltoman 
Player hould note Ihal a Damaged ship Ihal 
nippcd over retains its Damagcd SlaIUS. 

[15.4J NAVALCOMBATTABLES 
115.41} Na\'al Melee Combal Results Table 

(sec page 23) 

115.42) Hamming Table 
(sce page 23) 

[15.5) NAVAL ASSA US 
The Oltoman Player may II e his ships 10 carry 
land combat unil in an allempt to assault the 
scaward Wall of Ihe city - tho e Walls his land 
army cannOI reach by normalmcan . 

115.511 The Ottoman Player may IranSpOri land 
unilS on his ships. He may tran port one land com­
bal unit for each full Irength naval unil; naval 

unil s nOI al full strenglh may never transport land 
unit s. and units may be embarked in coaslal hex· 
es. To pick up a land unit. a naval unit spend one 
full aval OVClllenl egment (of an Impul e) in 
the same c a wi hcx as the Friend ly combat unil. 
In the ncxl cgment the naval unit plus the land 
unil may move on . 

115.52) Ship carrying land combal unils are not 
affected ill terms of mOl'l!mellt or 110 val combat. 

(15.53) There are certain oastal hexes along the 
ea tern and southcrn shores of the city Ihat have 
numbers in Ihcm . The e number represcnt thedif­
ficull current in Ihe ea of Mnmloru and Ihe 
dangerous reefs and rocks alon Ihc cilY Wall . 
For any ship (Ottoman or Bywntinc) 10 safely 
enter one of Ihesc hexes the owning Player mUSI 
roll a number higher than the number listed in the 
hex. I f the owning Player throw a numbcr equal 
to or lower Ihan Ihe number in the hex Ihc hip 
counter (and any land unit on the ship counter) i 
eliminated. Exception: Byzanline unit s (only) 
moving inlo any of the hexc li sled in Ca c 14.29 
do not have to roll for pOssible eliminalion. 

115.54) Naval units may debark land unil s in any 
coastal hex with IWO exceptions: (a) land unit. may 
nOI debark in a hex which Ihey mu I cross a Wall 
hexside to reach (sec Cases 15.55 and 15.56); and 
(b) land unils may not debark in Galata. 
Remcmber Ihal stacking rules prohibit more than 
one land combal unit in a hex (though Iherc is no 
limit to the number of Leader ). 

/15.55) Olloman land combat unit and Leader 
placed in coaslal hcxe may nOI move or allack un­
Iii an AssaI/It Phasc. (Siege Towers may never be 
Iransporled by sea, as is Ihe case wilh a ll Ottoman 
artillery.) Regardless of the configuration of the 
hex and the Wall, such units arc con idered to be 
oUI 'ide Ihecity untillheycan moveacros Ihe W:111 
in an A sault Phase. Olloman combal unit in 
he.~e u h as 2028 where the Wall run along the 
edge of Ihe geographic,,1 cilY are considered to bc 
ships wailing to climb Ihe Walls. Such land unit 
are considered to be - for combat and a sllult 
purposes - in an unfilled Foss hex. ombalunit\ 
landing in a clear hex (e.g .. hex 1521) IrCatlltnt hex 
as normal clear lerrain. Remcmber, il co t three 
additiollal Movemenl Poinl 10 ero san uter (or 
scaward) Wall. 

115.56) Land units (on ships) in sea hexes adjllccfII 
to Walls thai run along the edge of the ell ( .. , 
hcx 2028) may not move into any hcx e eel't t ro ~ 
a Wall hexside into a city hex. They ma ' It I IItO\ C 

lalerally along 'the Wall (oulside the it ), I he ' 
may. ofcoursc.moveoulto caagain . 

115.571 The previous two rulc ( U\c •. , lid 
15.56) mu I be illlerpreled in the Ii Itt (lr Ihe 11"\ 
of IHlIure and common sense. M ~lllf Ihe \1' \w rd 
Wall were literally built up rrom Ih~ \cn , and 
Players hould remember thi~ wht'll IIl1crpretin 
Ihc rule. 

115.581 Olloman units a null in St'uwnrd \ ,II, 
Ihilt receive an R resuh are elim 1\ 1lell, unless Ihtre 
i a ship available for thell1t I(' tll e 10 or Ihey tr 
Ihree hexes from the Innel \ .11 nd may tm ell 
line of hcxes exclu ivc of Hrlll Itlltts or ZO (ful 
thi pllrpo C friendly lin I li t' IIC cncmy Z ) 
though normally passnbl t"rlll! n 10 any he oul 
side the city. Furlhermor(', If the)' nrc 10 u e hi lI 
for ret real, such hip 11111 I he IlIl hin three he ('\ III 
the relrealillg unit alld 1t1l1\1 1101 contain an tiler 
combat unit. 

[15.59J Ottoman Ull I Ih t vai n enl ry to Ihe t 
by Sea Assault eoul1l '1)11/ \' o ne point ell II h u 
Viclory purpo e ,re tdle" of I heir actual II' 
strength. Furthcrmur , IIdt II nil must be tlble I 
Irace a line or he (' rase 15 .58 for them I 
be coullled for I lUI t!though they may be m , 
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than th ree he fr III the wall or th i purpo e). 
In addilio n. ir :1I the end or the laSI I mpulse victory 
has n 1 becn ach ieved . O ll o man unit making ea 
a null m3y be re ll1 0ved o nly if they satisfy Case 
15.58 ; otherwise Ihey a rc eliminated. 

[15.6) THE 800M 
A huge "boom." fro m Galala to the A ropoli , 
effec ti vely hindered enlnlOce into the Golden 
H o rn nnd gre:uly aided :lny galleys defending 
behind il. Ottoman ships wishing to enter the 
Golden Horn must try to force the Boom (which is 
repr cnted by the "wall" hexsides running from 
hex 3429 to he. 3334). The t \vo ma lIer booms on 
the sout hern port ion of Constant inoplc arc perma­
nent ,lnd unforceable. Only Byzatitine ships may 
cros. ueh hc.~side . 

115.61] At the beginning of the game the Byzan­
tine Player controls the Boom. To control the 
Boom a Player must be the last Player to occupy 
hexc 3430. 3429 and 3330. (Note that a s the By­
zantine Player a lready controls the 800111 he docs 
not have to satisfy any of the requirements , unless 
the Olloman Player gains control of the Boom.) 
Pas. age through the Boom - unless it is broken­
is through hexes 3430 and 3429 only. Only the 
Player who cOl1lrol$ the Boom may make such 
pa. sage. 

115.62] hip may not Ram through a Boom hex· 
side. 

115.63] Ships that arc melee allacked through a 
Boom Ilcxside add one to their defensive melee 
strength. but not to their offensive melee strength. 

115.641 The Boom may be broken or CI 011 fire. 
To do this a Friendly ship must spend one full 
Movement Segment adjacent to a Boom hcxsidc 
which, in turn. i not adjacent to any Enemy ship. 
At the end of the Movement Segmenl the Boom is 
considered de troyed and the entire Boom is no 
longer in cxistence. 

115.65] Ships adjacent to the Boom are nOt ub· 
JCCl to drift rules. Thcy may rcmain in . ueh hex 
without moving. 

[J5.7) ARTILLERY BOMBARDMENT 
Of' SHIPS 

115.11] Only the Ottoman Player may Bombard 
Ships. Only ships in the Golden Horn may be Bom­
barded. 

[15.12] For each Gun Strength Point that the Ot· 
toman Player has in Pera, he may Bombard one 
Byzantine Ship. He Bombards ships in hi Bom­
bardmenl Phase only. He may not Bombard ships 
in a Naval Phase or an Assault Phase. Guns used 
to Bombard ship may not be u ed 10 Bombard the 
Walls in the same turn that they Bombard the 
ships. 

115.131 To Bombard. the Ouoman Player rolls 
IWO dice. I f he rolls a 2 or a 12. the target ship is 
sunk. I fhe roll an II. the targel ship is Damaged. 

[16.0] SAILORS 

GENERAL RULE; 

The Byzantine Player ha the capability of strip­
ping the crews from his galleys to add extra men to 
hi$land force. In doing so he will correspondingly 
reduce the melee crfectiveness of his galleys. To 
a. ign crew 10 " shore duty" simply start a Plan-

ning Phase/ Byzantinc Strategic Movement Seg· 
ment with the chosen galley counter in any coastal 
hex on the Southern hore of the Golden Horn. 
During Ihe Strategic Movement egment, the 
galley is nipped over (to reveal its reduced 
strength) and a Sailor counter is placed in the same 
hex. he Sai lor counter may not move in the Stra­
tegic Movement Segment that it disembarks but 
may move in any succeeding Movement Segment. 
To re tore the sailor to the hip imply reverse the 
process. The Iwo naval Leaders. DiedQ and Tre­
\·isoflo, may be a ssigned to land duty. one for each 
two sailor combal unit. Players should nOlc Ihat 
the reverse side of the Byzantine ships arc for strip­
ping the crews oll/y; they do not represent lost ef­
fectiveness due to combat, as in Cases 13.2 and 
15.35. Byzantine ailor units arc treated exacllyas 
normal Byzant inc land combat unils. 

[17 .0] THE GREAT PORTAGE 

COMMENTARY; 

When Mehmci found that he could not break 
through the Byzantine naval defenses al the Boom 
(see a se 15.6) he realized that he had to rind ome 
way 10 contest the Byzantine control of the Golden 
Horn. Otherwise h~ was virtually restricted to a 
land as aull from olle direct ion. Therefore, 011 

April 23 , having failed twice at the Boom. he 
literally carried a portion of his fleet overland 
(from right behind Ga lata to approximately hex 
3624)! By the next evening the Byzantine flect no 
longer was in some command of Ihe Golden Horn. 
The ru lcs bclow allempt to recreate thi high ly 
unusual feat. 

CASES: 

[17. 1] WI-lEN THE OTTOMANS 
MAY PORTAGE 

The Ottoman Player may not allcmpt to Portage 
(transport ovcr land) hi hip, un til aile of the 
following twO requirements arc met: 

I. The Ottoman Player has s(,)ent at least two 
sucees ivc Naval ombal Segment a 3ull · 
ing the Boom in an effort to gCI through . On 
these two successive cgments the Olloman 
Player mUSI use at Icast three ship units 10 al ­
tack. However , the Ouoman Player may 
never attempl Portage before Game-Turn 
Six; or 

2. Game·Turn Twenty. The Ottoman Player 
maYO((empl to Portage automalically star­
ling with Game-Turn Twenty. regard lc s of 
whether or not the fir I requirement has been 
mel. 

[17.2) HOW PORTAGE OCCURS 

111 .211 Once the Olloman Player has sali fied the 
requirements of Case 17 . 1, he may attcmpt to Por­
tage ccrtain of his ship . The Ottoman Player lIlay 
Portage only trireme, biremes or fustae. H e may 
nOI Portage any of his ga lleys . He may Portage as 
many triremes, biremcs andlor fustae as he 
wi hes. 

111.22] Starting with the Planning Phase after 
Case 17.1 has been satisfied. the OIlOl11an Player 
rolls a dic. He adds to this die-roll the Assault 
Capability Number on the Turn R"ord Track for 
the Game-Turn he is rolling in (sec Case 7.2t). If 
the total (die-roll p lus Capabili ly Number) equals 
five or more then the Olloman Player simply 
places the hip he wi hes to move in any Pera 
coastal hex within rive hexes of 3623 (Remcmber. 
Olloman ships may not be placed in Galata coastal 
hexes). 

111.231 hips to be Portaged IllU t s Ian the Plan­
ning Pha c in any Pera coa \<11 hex in Ihe 
Bosphorus. 

111.24] Portaged ships may move the Game-Turn 
ofler they have been Por taged across Pera. 

Players should ignore eClion 13.0 as 
now printed in the ru les book. Also, Section 
14 (in rules) now becomcs Seclion 18.0. Sec­
lion 19.0 (formerly Seclion 15.0) now covers 
the scenarios. of which there are thrce; The 
Campaign Game, Ihe Land Game. and the 
A saull Game. 
119.1] (change) Thi. a se i now The al1lpai~n 

G a me. It takes aboul si. or 0 hour to p lay . Addi ­
lions to Deployment; 
I . All BYlantinc Nava l Unil. exccpl the 

Genoesc 8·0-D Galley, arc placed in any hex 
in the Golden Horn. The Genocsc 8-0-0 
Galley arrives in any all-sea hex along the 
soulhern edge or the ~amc-map on any turn 
the wind is favorable. starting wilh Gamc­
Turn FOllr. It may not arrive before then; it 
may delay it s arrival awaiting a favorable 
\ ind, etc . It may arrive at any time during a 
Naval Phase. 

2. II Oltoman na val units arrive Game·Turn 
One along Ihe ollth edge of the game-map. 
in any all-sea hex. in oar mode. 

119.2] The Lnnd Gumc (addilion) Byzantine 
Sailors may entcr the gamc one unit per Gamc­
Turn. beginning with Game-Turn Twelve. Sailor 
unit s entcr in the Byzantine Strategic Movement 
Segmnel. The Leaders Diedo and Trevisaflo may 
clller Ihe game with any of these unit s (Byzantine 
Player's choice) . ailor entering the game arc 
placed in any land hex within two hexe of the 
Golden Horn and east (i.e., behind) of the Inner 
Wall. Note that Sailor unit s arc treated exac tly a 
units in reserve (sec ase 15.13). Remember, the 
Land Gamcis now the original 15 . 1. 

[19.3] (oddilion) Thi case is now Ihc Assault 
Game. This corresponds to 15.2 in the original 
rules . There ;lre 110 naval unit s in thc As '3ult 
Game. 

NAVAL RULES TABLES 

[14.3] WINDTABLES 

[14.31] WIND [14.32) WIND 
D1Rt:CfION VELOCITY 

DIE Uireclion DIE Velocil), 
(from) 

2 SE 2 Storm 

3 SW 3 9 

" S " 2 

5 NW 5 10 
6 NW 6 7 

7 N 7 8 

8 N 8 6 
9 NE 9 12 

10 NE 10 4 

II S II No Wind 

12 SW 12 11 



[15.41] NAVAL MELEE 
COMBAT RESU LTS 
TABLE (Boarding) 

Combat Oirferential 
(A lIacker minus Defender) 

tWi -3 -2 -1 0 I 2 3 

1 I 

2 D 

3 D 
4 I D D 

5 D D D L 

6 D D 0 L L 

":xplonlliion: 

4 

D 

D 

L 

L 

L 

- = No effect; I = Ineffective: for the ne t 
Impulse. the ship' s Movcmcnt Allowance is 
halved. and the hip may not melee attack. only 
defend; 0 = Ship permanently damaged: ship' s 
Movemcnt Allowance is halved, a arc it Ram 
and Melee Slrcngths; I. = Lose I: for Byzantine 
ship, the affccted hip i eliminated. An OttO­
man ship loses one step (i.e .. it is nipped over to 
the reduced ide unles~ the ship is alrcady on its 
reduced ide, in which case the Ottoman ship is 
eliminated). Differcnti~ls less than -3 (greater 
than + 4)aretrcatcdas-3 ( 4). 

[15.42] RAMMING TABLE 

Ram IJdense: 
Ram Strength of AUaeking 

Non-Ph3sing 
(Moving) hip 

Ship 1 2 3 4 

A 1-2 1-3· 1-4· 1-5· 
B 1-2 1-3· 1-4· 
C 1-2 1-3· 

D 1-2 1-2 

E plllnlliion: 

# ~ Die Roll Needed to Pin Defending Ship; 
• = Roll again; if a 5 or 6 is rolled, the defending 
ship i unk; - = 0 Effccl. The Defending ship 
may not be pinned. 

tf II 6 is rolled at any time, the Ramming ship is 
considered Damaged (Movement Allowance 
halved, Ram and Melee trengths halved. 

CORRECTIONS 
There were two error. in Charle T . Kamps. 
Jr.' s Fulda Gap Variant article in MOVES 36. 
The 14 pz Bde 6-4, under the WG 51h Panzer 
Division, hould be indicated in hex J 213 
rather than 1312. The 2nd Bdc 4-6, under the 
8th Infantry Division (Meehl, should be indi­
cated in hex 0325 rather I han 0326. 

COBRA 
ERRATA 
(as of 31 January 78) 
David Werden 

Posl-publication playte ting has in­
dicaled the need ror the following correc­
t ion and clari ficat ion 

Counters: 
Correction: The 10110ss shou ld start in hex 3205 
(nol hex 3206). The anadian 3rd Div. should 
sta rt in hex 3504 (no t he. 3505). 
Clarification: The 101 s, 1025s, and Ihe 503 2-12 
uniLS are the three German Tiger Tank bOllia lions 
and arc worth one poinl for victory purposes. 

Reinforcement Track: 
Clarification: All Allied reinforcements during 
Game-Turn Two enter during the Mechanized 
Movement Phase. There a re no German reinforce­
menl during Game· Turn Two. 

Weather Table: 
Clarification: The weat her during the entire fir t 
Game-Turn is clear. At the beginning of the sec­
ond German Weather DClerminalion Phase, the 
wealher is determined by rolling on thc Clear 
column. 

Rules: 
[6.251 (correction) All fractions ilrc rounded up. 

[6.471 (clarification) This rule comes into effect 
the moment one Allied un it is exited off the 
southwest mapcdgc. 
16.911 (correctiOIl) "During Iris Replacemellt 
Phase," should replace "durillg his Mechanized 
Movement Phase, after all his movemenl is COI11-

plct cd . .. . "The Sequcnee of Play is correct. 

[6.91) (additioll) He may 31 0 place it on a rein· 
forcemenl which i entering during that gamc turn. 
[9.77] (additioll) A retreating unit must be 
retreated as far away (in hexes) a the combat 
result indicatC!s from the hex which it occlIpied 

Travel Notes 
/C'onllltutd Irom paJ!~ 2JJ· 

Turns 5-6: Concelllrate on Maykop in 
the south, while awaiting supply at Stal­
ingrad. 

Turns 7-8: Make sure of Nevinnomyssk 
and Novorossiysk in Ihe oUlh and sh ift the 
main weight to the bailie at Stalingrad. 
Establish a supplied unit adjacent to the 
Volga to garner that Victory Point. Leave 
enough in the South lo worry at Tuapse and 
Georgiyevsk with. 

Turns //-12: Capture Stalingrad! 
The Axis Player who meets Ihis schedule 

will find himself wilh a comfortable margin 
for the 2: I ralio of superiority in Victory 
Poinls he needs to win the game. He should 
even be within striking dislancc of a 3: 1 
knockout. Assuming an Axis failure to lake 
Voronezh, Kalach, or Maykop on time, but 
success everywhere else, the score would be 
something like 170-70 in favor of the Axis, 
and the pressure would' be heavy on the 
Soviet Player (who could lose the game 
outright by losing Astrakhan, for example) 
Lo hold onto everything plus regain a lot. 

\I !lenlhe comb31 or overrun was r' olved. I f this i. 
n t pos~iblc, the c mbat rcsultll1u t be ati fied by 
taking . lep lo~~c .. 
110.25) (correetl(m) crman unit must be wit hin 
the ol1lmand radius of olle Headquarters lInit to 
utilize the bonus n b th atta~k and deren. c. 
110.261 (correction) The American Hcadquarter 
unil may grant it s combat bOl1u • if any unit in­
volved in an attack is within the omlllllnd radius. 

110.291 (addition) For supply and relreat pur­
poses, Headqu3rtcrs units do 110t negatc enemy 
ZO ' s in the hex they occupy. Headquarter unil 
may not be moved into an Enemy ZO . 
11 4.tl (correctioll) German reinforcemcnt s elller 
east of hex 4101. not wes t. 

116.11 (correctioll) The German player gets one 
VP ror each infantry "regiment" exiled. "Divi­
sian" is incorrect. 

116.2) (correction) Victory Points for exiting U. . 
mcchaniz.cd unils should read: Up to three U.S. 
Divisions may exit the sou thwest edge of the map 
for Victory purposes. 

I VP for each U.S. armored regiment or brigade 
that cxils the west edge of the map, hexes 0123 
IhroughOI34.onGame- urn Seven. 

2 VP for each U.S . armored regiment or brigade 
that exits the southwes t mapcdgc on Game·Turn 
Six. 

4 VP for each U.S. armored regiment or brigade 
that exits thc southwest mapcdge 011 Game-Turn 
five. 

6 VP ror each U.S . armored regi ment or brigade 
that e.xits the soulhwest mapcdge on Game-Turn 
four or before. 

[16.31 VI<""TORY POINTSCHEDUL.E 
Arter the Victory Points arc totaled at the end of 
the game, Players sub tract Ihe German total from 
the Allied to determine the level of Victory. 

Level 0/ Victory Di//eretlfial 
Allied Decisive 
Allied Operational 
Allied Marginal 
Draw (Historic Result) 
German Marginal 
German Operational 
German Decisive 

+ 31 or morc 
21 to 30 

+ I I to + 20 
010 + 10 

- 10 to - I 
- 20 to - II 
- 2 I or Ie s 

Conversely, the Soviet Player who can, 
say, hold onto Rostov unlil Game-Turn 4 
and Stalingrad unlil Game-Turn \3, will find 
himself down only 135 to 170, with an Axis 
automatic victory a laughable proposilion, 
and every prospect of regaining enough 
Poinls to knock the deficit well down below 
the 2: I Axis superiority criterion necessary 
for an Axis Victory. Especially since even in 
the best of limes, the Axis is likely to uffer 
some allrition of Victory Point for failing 10 

please Berlin. 
What If? 
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Arter playing Drive, ome players may 
wonder what would happen if Ihe Hiller 
Directives were ignored and the Axis field 
commander had a free reign on hi army. 
This cenario is much more pleasing for the 
Axis piayer to conlemplate than for the 
Soviet player to consider. The capture of 
Stalingrad i ignificalllly easier if the 
panzer are 1101 ent off 10 the oUlh and the 
drive on Slalingrad is made by swooping 
down on it from Ihe norlh. Bul, lhen, il 
wou ldn't be 100 much fun for the Soviels. 
Perhap Hiller was indeed Stalin' greatcsi 
ally. 
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PLAYERS NOTES 

TRAVEL NOTES 
For Driving on Stalingrad 
by Dave Robertson 

Drive on S ialingrad is one of tt10se games, 
the opt im um opera tional plan for which will 
a lways ramam somewhat elus ive . Because 
of its untried unit sys tem and Hitler Direc tive 
ru les, each playing is essent ia lly a new game. 
There are, nevertheless, some poin ters well 
worth keeping in mind as one drives across 
the deceptively open-seeming te rrain of the 
ma p. Dave partiCipa ted in much of the test­
ing on the game and herewith gives you 
so~e of the benefit of his experience. - RAS 

SPI has recently produced another east 
front game called Drive on Sta/il/grad, which 
simulates the German summer offensive of 
1942 known :15 Operation Blue. Subtitled 
"Road to Ruin," the game is designcd on a 
"grand operational" level with 600 counters 
representing Soviet divi sions, Axis Infantry 
divisions and Axis armored and mechanized 
regiment s. The playing surface is two 
"regular" size (34 " x 22 ") maps representing 
the southern portion of the Soviet Union 
roughly bounded by Voronezh and Stratov 
in the North to Tuapse and Gros,,),y in the 
SOlit h. It s sixteen pages of rules arc based on 
tltc Pal/::.ergruppe Guderian sy tem with 
modifications pertinent to t he situation. 

Anyone familiar with the Pall'l.ergmppe 
system will quickly pick up tricks of Drive. 
The four major features of the parent system 
are t he core of t his game : 

a. Soviet infantry units are "untried" 
- i.e., their actual strengths are unknown to 
either player until the instant of the first COI11-

bat in which the units engage ; 
b. Non-infantry unit s have a second 

movement (or impulse) phase after combat; 
and 

c. Axis mechanized units (i.e ., armor 
and mechanized infantry) benefit from a 
"doubled" combat strength when all 
regiments of a division arc tacked in the 
same hex; 

d. Soviet unit s "coordinate" supply 
from headquarters unit s that have a given 
supply or command range. 

The new gimmicks added in Drive are 
these: 

a. Axis allies (Hungarians. Rumanians, 
and It alians) arc untried andmu t coordinate 
their supply from their own headquarters 
unit s in a manner much like the Soviets. 

b. The extension of Axis supply net · 
works through trucked pipelines and rail 
conversion is simulated in a way like that of 
War in {i1e East and Breakoul and Pllrsllil; 

c. A "Hitler directive" phase that 
simulates the ruehrer's rulings from back 
home and tightly limit s the freedom of action 
for the Axis playe r. 

Rules Errala 
Before discussing the game, it is 

necessary to note that the original version of 
the game is nawed . The nature of the flaw is 
not obvious because the naw is not so much a 
question of "realism" as it is a question of 
··playability." Most players considered it so 
weighted in favor of the Soviets that SP I has 
publi shed a post-publication errata to correct 
this. These errata arc published in this issuc 
of MOVES. The events leading to the for­
mulat ion 0 I' the erra t a cou ld well form the 
basis of an article di . cussing the strategic 
situation of Drive and it s reflection of reality 
in the light of playability. 

Sel-Up 
From the standpoint of playability. 

Drive is relatively easy to setup - the front is 
printed on the map and there is no "this unit 
must go there" rule . Both player. arc free 
frol11 the hair pulling experience of cross­
referencing hex numbers with unit strengths 
for an hour. The set-up rules arc not a 
burden on the eye or patience . 

Victory Conditions and firsl nHI\'e 
Before the German player starts tearing 

through the Soviet line, he has to consult the 
victory conditions to sec where he has to go. 
Victory is in term of captured cities with 
various point values printed on the map. The 
cities, victory points, and hex numbers arc 
summarized in a separate chart with the 
game. "Bonus" points are garnered by the 
Axis for taking particular cities by a given 
game turn. 

The Axis player must study carefully the 
map and the victory point values of the cities 
- he has to be cunning. The cities have a 
IOtal va lue of 210 points. To win, the Ger­
man needs twice as many points as the Soviet 
player has at t he end of t he game. I I' t he Ger­
man player ever gets three times the Soviet 
player's point s, the game stops and the Ger­
man player automatically wins. The German 
player can also get a small number of victory 
points if the Soviet player elects to make a 
"strategic withdrawal" - move from Axis 
zones of cont rol - or t he German player can 
interdict the Volga. The key to victory, 
t hough, is tak ing t he cit ie . 

The difficult task of contro lling a large 
number of cities is made somewhat easier for 
the German player by the "Bonus point" 
rule which grants double point value for tak­
ing a city by a given game turn . For example, 
Stalingrad's capture can generate bonus 
points if it is captured by Game-Turn 12, cor­
responding 10 September 12, 1942. 

Many points lie in the Caucasus, and the 
German player must quickly shift hi s armor 

to the South to take these cities before the 
Soviet can reinforce the area. This sou thern 
shift also dovetails with some aspects of the 
Hitler Directives. 

Hiller Directh'es 
The most fru strating problem faced by 

the German player arc the Hitler Directives 
that randomly create chaos in any consistent, 
developing plan. These directives constrain 
geographical thru sts (tending to force ar­
mored unit s to take the Caucasus and to keep 
the Germans from crossing the Don), troop 
allocations, and territory that /TIUS{ be cap­
tu red. Generally. t he supreme commander 
requires the seizure of Stalingrad . Unfor· 
tunately, the capture of Stalingrad may be 
mandated without allowing the Axis player 
to usc armor in allempting to grab it. Since 
the directives may change, the German 
player may find himself shifting his forces up 
and down the front without sufl'icient time to 
capture any cities . 

Axis Strategy 
Choosing the cities for capture and try­

ing to garner the bonus points available for 
some of the cities will dictate the direction 
and pace of the Axis st rategy. For example, if 
the Axis player i to win without bonus 
point s, he must take cities worth 140 of the 
2 10 victory points (i.e. , 140 vs 70). The Rus­
sian player c' ln win by merely holding every· 
thing north of the Don except Voronezh and 
holding Astrakhan, Elista, and tbe 
Georgiyevsk and "east southern" cities. In 
t he face of a sluggish Axis Drive, t he Russian 
player can just wait - he cannot lose. 

If, though, the Axis player is aggressive, 
he can get a 2-1 ratio of victory points in a 
beller way. Kalach, Maykop, Novorossiysk, 
Nevinnomyssk, Rostov, and Sta lingrad offer 
60 bonus points, thus, the Russians can hold 
three or four more ci ties and sti ll lose. This 
ana lysis must be made, if the Axis player 
hopes to win. 

Soyiet Stralegy 
The Soviet player docs not have to make 

close calculations in this game. He pulls back 
and waits for his army to build up to for­
midable size. He covers the Don in the North 
and slows the German drive to Stalingrad 
while holding stronger units in reserve to be 
used in the Russian counter-attack. 
Although the "real" Russian offensiye oc· 
curred on November 19 (Game-Turn 21), 
many Soviet players will not wait that long in 
the game. Since the game "ends" after 25 
turns (correspond ing to December 19), there 
is no real reason for the Russian player to 
delay his big push past Game-Turn 15 (Oc­
tober 10), or even to avoid trapping loose, 
unsupplied Axis panzer divisions. 



Combat and Overruns 
The combat system in Drive is similar to 

the system in Panzergruppe in the respect 
that the same type of combat results table is 
used with the owning player's option of 
retreat or taking a step reduction. The con­
siderations of whether to engage in combat 
differ somewhat from the considerations in­
volved in Panzergruppe because the Russian 
depth-per-hex is greater in Drive. Certain 
Russian units have two steps, and the Rus­
sian player in Drive can enjoy the luxury of 
holding a particular position for a longer 
period. The Axis unit density per hex is also 
greater in Drive, because three panzer (or 
motorized infantry) divisions can stack in the 
same hex. This means that Axis units can 
muster up to 48 strength point in a hex 
against a SO'Viet maximum of 30 to 36. (In 
Panzergruppe, the maximum is 27 - three 
German infantry divisions). 

This increased ability to concentrate 
force allows the German panzers to create a 
powerful overrun capability against isolated 
Russian units. The Axis player must quickly 
use this to rip holes in the Soviet line and sur­
round the remnants before the Soviet player 
can mass his army to a sufficient strength for 
counterattack. 

The German player should attack 
vigorously for the first few turns to eliminate 
as many Russian units as possible - he must 
devote some attention to the nitty gritty of 
what odds are needed to assure destruction. 
When the German player attacks at odds 
where there is the chance of an "engaged" 
combat result, (i .e. , both attacker and 
defender suffer a one step loss) he should in­
clude in the attack at least one infantry divi­
sion so that the strong armored units will not 
suffer the effect of an adverse result. The 
Axis player can use reduced infantry divisions 
to serve in this role as cannon fodder. 

When a player suffers an adverse result 
he must decide whether to retreat or accept a 
step reduction - the opposing player may 
choose the path of retreat followed by his op­
ponent's unit. Since the path of retreat may 
cause more units to be encircled than would 
be lost through a step reduction, frequently it 
is better to take a step reduction than to 
retreat. 

Combat in the Voronezh area can get 
dicey, and it deserves special mention. The 
Axis should not put any panzer divisions 
across the Don into the city, because they will 
never free themselves . They cannot escape 
the zones of control of adjacent Soviet units 
and they cannot retreat after combat across 
the Don. They just get stuck there. Infantry 
divisions are fine to throw into the city to 
hold to against a Russian counterattack. The 
Axis player should avoid sending his units on 
frolics across the Don outside the city of 
Voronezh - there is nothing to gain there ex­
cept triggering the increase of Russian rein­
forcements (the increased reinforcements 
rule simulates the effect of the Axis' causing 
the Soviets to think that Moscow was the ob­
jective of the 1942 offensive). 

The overrun attack in Drive is a stronger 
Axis (and Russian) tactic than it is in 

Panzergruppe . In Drive, three whole mech 
divisions can stack and both sides have plen­
ty of armor to throw around. Some care is re­
quired in effecting an overrun, though, to 
avoid wearing the armor out too soon . When 
possible, armor should be stacked with in­
fantry so that the infantry can absorb losses. 
Three stacked armored divisions make the 
strongest force for overruns, and can literally 
romp all over the map (a stack of three un­
supplied panzer divisions is stronger than one 
fully supplied division!). The added strength 
of stacked armored divisions allows some 
substantial Axis operations in the Caucasus 
where there is no hope for supply beyond 
that provided by the sporadic availability of 
"Truck" supply. 

In regular combat and in overruns, the 
supply status of a unit is determined at the 
moment of combat. Being unsupplied causes 
a one-half reduction in a unit's combat 
strength. Consequently, some finesse is need­
ed to sequence attacks and overruns so that 
units may be cut off from supply when final­
ly attacked. The Axis player can isolate or 
eliminate Soviet HQ units and render several 
Russian divisions unsupplied in a single 
blow. Conversely, the Russian player can 
sacrifice a unit or two by advancing them 
across the already extended Axis supply lines 
to cut off the Axis front from further real 
combat capabilities or extended movement. 
The chance to use this ploy comes easily on 
the double size map where long stretches of 
front are held by fewer and fewer units as the 
Axis forces concentrate at the extreme limits 
of their supply lines . 

The Russian rail net should be seen as a 
major asset of the Soviet player and the Axis 
player should attack it as if it were a juicy 
target - a few cuts here and there will inhibit 
the Soviet player's escape from the initial 
onslaught. 

The Soviet player should conserve his 
HQ units because he needs them to supply his 
long front. Generally, the HQ units should 
be one or two hexes behind the front so that 
they will not be trapped in a zone of control. 
This kind of flexibility is very important for 
the Soviet player because the Axis player will 
not hesitate attacking any Russian units if 
they can be encircled and eliminated in 
detail. The HQ units cannot be bunched up 
because they must be spread out for continui­
ty of supply into the rear areas (so the advan­
cing units can move at full movement 
allowances.) The HQ units with ratings of 4 
or 5 can provide supply for the flanks more 
easily than the waste of several units with 
lower ratings. 

The Big Retreat 
When the game starts, the Russian 

player must decide how far and how fast he 
will run away from the advancing German 
Army. The limit in the north is the Don - it 
must be held and the Axis player must be 
forced to burn out some' of his divisions 
where the Soviet player is defending at triple 
strength. Also the Soviet player should try to 
slow the Axis advance toward Stalingrad by 
denying him the bonus points for Kalach 
(i.e., the Soviet player must hold it for the 
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same number of turns that the Axis player 
has to receive the bonus points). The Don in 
front of Stalingrad is the natural place for the 
Russian player to stand to force the Axis 
player to pause for his supply to arrive via 
repair of the Russian rail net. 

In the South, neither side is troubled by 
having to consider frontage or extensive sup­
ply problems - the Axis player has a tough 
time of it. Russian activity in the southern 
map depends on a strong point defense plan. 
Reinforcements can be placed in the moun­
tainous cities and a larger relief force can be 
built up near Groznyy, where there is little 
chance of Axis interference for six or seven 
turns. This southern force will be earmarked 
for the counter-attack and the defense of 
Astrakhan. 

The Germans must move quickly in the 
south to out run the Soviet build up. The 
bonus points for Rostov are easy to get if suf­
ficient armor is shifted from the north map in 
the second turn. The Russian player has to 
decide how much of his army he will sacrifice 
in holding Rostov for four turns to deny the 
Axis player the bonus points. The units lost 
in a futile attempt defending Rostov are 
much better employed in defending the 
southern cities and preventing the German 
player from gaining any more bonus victory 
points for captured southern cities. In the 
south, the German player must deploy his 
truck units to conduct attacks in spurts of in­
tensive activity followed by periods of deter­
mined defense against a Soviet force of in­
creasing strength. The Axis player should 
deploy his mountain divisions to surround 
the Soviets defending the Caucasus because 
only mountain units have zones of control in 
the mountainous hexes. 

In conducting the Big Retreat, the 
Soviet player should look at what the Axis 
player must do to win, and he soon realizes 
that only certain cities have to be held to pre­
vent an Axis victory. Those cities form the 
point of no retreat. 

Where and When 

Of course, the pace of any particular 
game of Drive on Stalingrad is greatly depen­
dent on the particular strategies adopted by 
the Players (to say nothing of Hitler). Never­
theless, the location of the Victory Points 
and the schedule of Bonuses is immutable. 
The optimum Axis advance - in terms of 
Victory Points - can literally be scheduled, 
and the chances for victory by both sides is 
dependent on how well this schedule is 
maintained. 

Turn J: Breakthrough in North, a stab 
for Voronezh if it is weakly defended. 

Turn 2: Clear as much away from 
around Rostov as possible, while sending the 
bulk of the armor due East. 

Turn 3: Take Rostov and breach the 
Don to the south. 

Turn 4: Sweep away any lingering 
Soviets south of Rostov . If opposition is 
weak, try for Kalach-na-Donu, although this 
will have to be with out-of-suppy armor. 

{continued on page 23/ 
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Your 
Moves 

This time we have a mixture of straight com­
ment and some Footnote-like material. When 
rating these bits and pieces in the Feedback, 
use the rating to express your agreement or 
disagreement with the point of view of the let­
terwriter. - RAS 

One-Way Mirror ... Crackcd 

friedrich Hclfferich: 
Under thc titlelSee YOIl ... Do YQuSeeMe?,a 

"doublc-blind" naval search y tcm for games 
such as Fasf Carriers has been uggested by David 
Clark in MOVES Nr. 36. The idea is intriguing 
but, unfortunately, nawcd. I hope my olllment 
will reach potential enthusiasts before they find 
Ihemsclvcs disappointed by a YSICII1 prone to mal­
function, or, worse, ce Iheir neels sunk by an 
astute opponent who ha cracked the code. 

Brieny. the ystcm tries to solvc the age-old 
problem of ho\ to eareh a hex for enemy unit 
without giving your own pre cnce away. For this 
purpose, both players "encode" the numbers of 
all he.~e in which they are searching. BOIh pillyers 
use the sa me code. Coded li sts are then compared, 
and if a coded number appears on both lists. con­
tact has been made in that hex. Playcrs then reveal 
their forces in such contael hexes. but not those 
Ihat have.: . carched elsewhere in vain. For en­
coding, the he.~ number is mulliplied by a five-digit 
key number between 0 and I, and only the first 
four digits after the decimal point are rctained 
from the re ull ' For example 0810xOA0463 = 
327.7503; code number for hex 0810 is 7503 ifkey 
is 0.40463. Of cour e, the key is changed from turn 
to turn. Success of the system rests on two 
premises, namely, that each hex number produce 
a different code number, and that the hex number 
cannot be back-calculated from the code number. 
Neither as umption is correc!. 

To dcmonslrale the fa ilure of the lim 
premise, let us assume the key number i 0.15625 
(which happens to be 5/32). We find that a ll hexes 
0001, 00)3, 0065, 0097. ctc. produce the code 
number 1562; all hexe. 0002,0034,0066, etc., the 
code number 3125; all hexes 0003. 0035. e le .. i he 
code number 4688. In fact, no more than 32 dif­
ferent code number are generated for a ll hexe on 
the board! A similar duplication of code numbers 
happens with a great many ot her keys, and rather 
elaborate key selection rules would be needed to 
ensure that each hex obta ins a different code 
number. To keep the e rulc.~ manageable at all 
would ca ll for code numbers with at least rive 
digit (one more Ihan hex numbers have). This 
alone shou ld di courage the ll ser. 

But even if we assume a key has been selected 
so that , indeed, all hexes have received different 
code numbers. we arc faced with another and 
morc ba ic problem. othing then is ea ier than to 
calculate systematically the code numbers of hexes 
of interest and look for them on the opponent' s 
list. Their presence on, or absence from. the li st 
gives as much information about the enemy bcin 
or nOI being there r in the vicinity a, if Ihe Ull 0 -

ed hex number had been announced o r all 
earchc . In piny by mail. lIo th in' but an hOIl r 

code 10 be ag reed upon \V uld pre ent n player 
from compiling a complete list of nil he .~e~ wi th 
their code number, or . with a l' mpUl er , he could 
even compile for qu ick look-up an "i llvc r~e" Ih t 

with entries ordered by ascending code numbcr in­
stead of hex number, In face-to·face play, lim ita­
tions of time and mcmory would prevcnt th i. , but 
he cou ld till easily keep all e)'e on "piekct lines" 
of hexes in order to be forewarned of approaching 
danger or to corner a prey. This difficu lty is 
generic, not just a flaw in the sugges lcd way of 
coding: it is intuitively obvious, and can be proved 
with information theory, that any code known to 
both opponent and producing idenlical coding 
can be cracked in such a way, and with an effort 110 

grea ter than coding it elf require. The proposed 
ystem is Ihcrcfore nawed nOI on ly in technical 

detai l. bUI in its basic idea. 
Mr. Helfferich confirm s the vague suspicions 

that I had about the proposed system (nice try 
anyway Dave). I nevertheless intuitively fee l that 
there is a system, similar to the one suggested in 
the artic le, that would work. Why don't some of 
the more mathematically inclined amongst you ad· 
dress yourself to this problem, keeping in mind 
that the search system should be relatively simple 
to exeCU le, may use a calculater (but not a pro­
grammable onel , and should be broadly ap­
plicable. 

re: Opening MOVES, 
Varialion vs. Inno\'a lion 
D.I.A. Mack: 

I . Wargame arc war games, not c says in 
abs tract connie!. They ar~ to be enjoyed. 

2. As ueh Ihey should be manageable in their 
phy jc,l l format in thc il1lcrcst of elling up in 
various typcs of localion, of storage, and of por­
tabilit y: Ihis inclines heavily to the concept of unit 
ymbols/coul1lers on a map. 

3. They mu t have a map which makes it 
quite clear where units are, the cffeet thcir location 
has on other units, what Or! of tcrrain they arc in 
and whether any combat ituation h:lve arisen, all 
wilholltllleasuring, finicking or arguing. 

4. A Ihe implements used by a pan iculnr 
hobby they should belong to a recognisable 
'family' jll t a card-game do. Thi eharacteri tic 
will have the following effec ts; 

a. It will mueh facilitate the owner hi p by 
onc per on of a large numbcr of gamc.~. 

b, It will altow gamer to buy games from 
more than one compa ny. 

C. It will a llow a garner to range over a 
wide bracket of history, sca le and complexity 
in his game-lib rary . 

d. La. t but not lea ·t, it will a ltow 
newcomers to the hobby to progress up the lad· 
der of eomplcxity without having to learn 
totally new gamc- y tem . 

5. Their ystem. hou ld be clear-cut and 
precise. avoiding the vaguenesscs, rules-schools , 
and room for misunder tanding and acrimony 
which are . till unfortunate characteristics of 
'miniature' wargaming. 

6. The sys tem now generally accepted uit 
these requiremcnts admirably and thi the vast 
body of gamcrs know and, being sensible people, 
wi h 10 stay with as Ihey know also that board 
wargaming in it s pre 'enl form has left the crad le 
fllr behind and is spreading well beyond the Unitcd 
Stlltes. II is amongst these gamers Ihal yO\1 will 
find Ihe Irue 'hard core.' the keen war gamers: 
they, and not thc 'conniel simu lation' fanalies arc 
the ones who coun t, in my opinion . 

7. Thai said, this is not a call for tagnation; 
leI innovation flourish. But on the other hand it 
would be be t not 10 Iry growing an extra head or 
udvocatin 'Ihal we all drive on when thc lighlturns 
red, After oil, we arell't planning to fight a real 
war wit h our a rln ic~ and mcthod and our only 
r{)C~ nrc oll r~clvc~. 

Mojor Mock WIIS good enough to write II 

longthy well-I ll son d I \I r n thi topic (tho x-

cerpt above is only his summation). I agree with 
him in many respects. I WOUld , nevertheless, still 
like to see room made for occasional excursions 
in to the exotic realm of seminal wargame design, I 
wouldn't expect the complexion of gaming to be 
radically changed into something completely dif­
ferent than what it is now, but innovative game 
systems (even if they are fai lu resl are valuable 
seasoning for the more usua l s tew of slow evolu­
tionary change in wargame design. 

Rig Games 
orman S. Howe: 

T he editorial in MOVES Ion big games] 
reOects something I was sayillg eiHlier: Playabi lity 
a nd acceptability have lililc to do with whether or 
not a gamc i ' ac tually played. Beyond this, I 
disagree with Redmond's suggestion that the big 
game need not be playable. Plol to AssassinatC' 
Hitler, a much less complex game than War in 
Europe, is Illuch Ie playable, according 10 the 
Playback inlhe ame is ue of MOVES. The rcason 
the Mon ler games a ren't played mllch is because 
player have other games. I f War ill Europe were 
the only game around , people would know it 
backwards. The lltlCll tion pan is nOt grea l enough 
to encompass a huge simulation. when smaller 
gems arc available to catch thc mind. A. for glcan­
ing information from gamcs. I find them 10 be 
catalyt ic. rather than educational. I go to books 
for confirmation of discoveries, and mctill1e 
for clarification of ru les. A good atlas will clear up 
a terrain anomaly ve ry quickly. The big games are 
morc likely to cOlllain spurious infon11ation Ihan 
the mall olle . . simply because there L 0 much to 
find. At the levcl of War ill Europe, cven the 
designer cannot comprehend whal he has dOlle. 

I really wasn't advocating that big games be 
designed to be unplayable - what I meant was 
that big games seem too well accepted by the au­
dience even if they are "unplayable" (which is true 
more often than noll. In the next S& T we'll see 
Stonewall. which is the system of a big game 
(TSSI used to simulate a much more manageable 
and playable situation. 

8ig Plo}'s 
Steven Hokan on: 

... a · t your main point Ihat we ju ·t dOIl't 
play our purchases ... tha l has the most obvious ex­
planation of a ll ! I cat, sleep, wash, work 45-50 
hours a wcek , read voluminously, purchase life' 
rcqui ites. puller around performing Ihe essentials 
of modern day living, cngage my wife in witty con­
versa tion, and carve 101020 hours out of an all­
too-shorl week to play wargames. I f you ca n bear 
to drop Ihe charade that lVar ill Europe and its 
gargantuan cousins arc 9 + hours long (noticed 
someone br illiant moves this up from 6 + hours) 
and accept that each ~ame film of Ihesc mons ters 
is 2 to 4 hours. some Quick calculalion reveal that 
'cvcral mOlllhs pa before I can complete a game. 

We played War ill the East twicc all the way 
through (not counting Ihe prdiminary 20 game 
turn Ihrough for rules clarity). The Salaille de 10 
Moscova also receivccltwo full playing with a few 
. ccnarios c tra (it's nicc to swilch sides - especial­
ly in Wllr ill tire Easl where the Ru ian side 
tcache great humili ty and the value/ beauty of a 
1-4 in fan try unit). ext out was Terrible Swifl 
Sword for which we lined up two other players 
after the first couple run throughs and thell played 
twice as teams. We're currently in Wac/'I am 
Rheill Ihe second time (aborted the fir t game on 
turn 20 when the ma si e rule ehange~ were 
publi . hcd) . I would dear! love to play War ill 
Europe, War Be/ll'C'('1I Ihe tal , and Wellin~. 

10 11 's iCfO'>' , which I own, li nd lIif(h ll'ay to lire 



Reich, which my opponenl owns. Bul hey, Ihere 
jusl isn'l enough lime! 

In .:onelusion I would like to add that the 
tcnlh lime ;around wilh Panzergruppe Guderian is 
le.~s of a learning e.xpcrience than it is a study in ap· 
plying prl,.,iolls knowled ge to a simulation systelll . 
Whcn thc silllilarilies to chess ilH:rease and the 
learning shifts from IInil / terrain chara':leristie.~ 

and inlerfaces to prccision of line balance and 
prcvenling or adlieving 3 to I atlacks, the navor 
has !cfl Ihe game as lIluch as it docs chewing gum 
on a bedpost overnight. 

Co~tlbenefit analysi,: quad ri ga me, S3 cost in 
a group of four, 2 hours per game, played 10 times 
= S.15/ hour: big game, S20 ,'ost, 250 hours per 
game, played 2 times = S.04/ hour . 

Even though Sieve pleas lack of lime, he ap· 
pears to get more gaming in than most. It's in· 
teresting to note that Steve feels that a game loses 
interest value when the player becomes thorough · 
Iy expert at it. For me, that's just when a game 
begins to be most interesting - when the system 
becomes second nature and I can concentrate all 
my energies on winning and the action of the 
game itself. After all, few football players enjoy 
training camp - the thrill comes in the execution 
of well· practiced play in clulch situations. 

Gamcmaker/ Gamcuser 

Edward Edwards: 
Two important questions pose Ihemselves 

about gamcs: Wh y arc Ihey writlcn?, Why arc they 
used? The answers can be different, yel reinforce 
each olher. 

Onc se t of answers might be for the game· 
maker to feel : "everyone must really pia)' th<.' 
game" whil<.' the gameuser feels: "I will only bu)' 
games I have time to really play." These feelings 
would doom Ihe hobby. Under these answers, the 
hobby would not supporl bnl one or Iwo games a 
year, iflhalmuch. Havewenol been Iherebefore? 
Is thai nOI where we were back in 1959? Obvious· 
Iy , Ihe hobby needs a beller philosophy for whal 
we ;He doing. 

Thcre mU.~t be many ways for a garnellscr 10 
usc Ihc games Ihey purchase . There mllsl also be 
many reasons for the gamemnker 10 make game> 
(Iell us whal Ihey arc somcday). But here lei me 
discuss a way I have uSl'd a game Ihal was pur<.'has· 
cd. Maybe I am a map freak, bUI I collcel road 
maps, lopographic maps, and now game maps. 
Every lime an ad or anklc in S& T or MO VES in­
cludes a map, nalurally I go bananas wanling Ihe 
game juSI 10 gel Ihe beauliful graphics. I have Ihe 
World War 3 map onlhe wall over my game lable . 
Very lillie informalion of a hislOrical nalUre is 
gained from Ihis map. It is nOI nt'cessary 10 really 
play Ihe gamc for me 10 gel my moneys' wonh 0111 
of Ihe game. I h"vl' illY moneys' worlh jusl from 
Ihe graphics . Did Ihe gamemakcrs inlend Ihis usc 
of their design? I am sure the gamemakers never 
inlended to design arlwork for thc home. Ccnain­
Iy Ihe gamt'makers would fccl beller 10 know their 
game is really being played . Undoubledly, the 
game is really being played, juslnol in Illy house. 

Lei me Ihen suggesl a philosophy for game· 
makcrs and gamcusers Ihal would be mUlually 
reinforcing and a bOOSllO Ihe hobby's future . The 
gamemaker should feel "someone musl be really 
playing my gallic, for Ihe game is showing a pro· 
fil" whiic Ihe gameuser feels : "I will buy Ihis 
game, perhaps il is beller Ihan my favorile game." 
These answers 10 Ihe queslions "Why arc Ihey 
wrillcn?" and "Why arc they uscd? " will insure 
Ihe fulure of Ihe hobby . This way Ihe gamcusers 
can buy games insuring Ihe gamel1laker ca n keep 
making games Ihal the gameusers can buy. The 
galllemaker can be kepi in bu,iness, se lling gallles. 
The gamemaker can be happy, ifthalmnny games 

were sold, someone mUSI be really usi ng and en· 
joying the game. The gamcuser can be happy, 
some gamemaker is bound 10 make a game much 
belter Ihan any seen before. The gameuser can be 
kepI in business, playing gamcs. 

It's true enollgh that gaOlers can have a vari · 
ety of reasons and intended uses for the games 
Ihey buy which may be olher than those which the 
designer had in mind. I do believe, however, that 
one is straying from the basic, existential reason· 
for·being of games if a substantial fraction of the 
design output consists of mega·games, each of 
whose learning/ playing lime requisiles precludes 
Ihe effective use of any of the others . Naturally, I 
am the last person to desire a return to the 
doldrums of the '50s and '60s - but that doesn' t 
mean I have to encourage the seemingly insaliable 
appetite some gamers have for giant games that 
they're never going to use anyway . From a 
business point of view, it would be in my own in · 
terest to encourage game consumption of any 
type - and big games make big money. My per· 
sonal/ editorial viewpoint, however, partially con· 
flicts with this sheerly economic slance. Some 
readers will find it hard to believe Ihat I could 
simultaneously embrace two dichotomous at· 
titudes (i.e., manufacturer's and discriminating 
consumer's). I can write ad copy for and generally 
support the marketing of big games even though I 
personally dislike them and editorially make pleas 
for moderalion. I'm still a gamer (even though my 
time for it is even more constrained than Mr. Ed · 
wards'l and have a personal point of view distinct 
from my company point of view. Since I have the 
luxury of being an Editor I can regularly inflict this 
personal point of view on my friends the readers of 
MOVES (even though it runs counter to "good 
business sensei . A woman I know would say 
it's because I' m a Gemini . I'm just like you guys 
- a complex organism with more than one 
frame of reference (although, face· to· face, .I'd 
agree with the woman). 

I.arge Game Requirements 
DII\'id C, 8ell 

Consider your average book rclaled to war . II 
tends 10 be lighl and readable wilh lillk hard dala, 
acquaillling you perhap .~ wilh Ihe names of Ihe 
units involved and lillie else besides a vague im· 
pression of Ihe overall situalion . You read il in an 
evening or Iwo and perhaps reread il laler, enjoy· 
ing Ihe nuances you missed Ihe firsl lime. Now 
consider your average wargame. II lends 10 be col · 
orful and playabk wilh lillie hard dala, acquainl · 
ing you perhaps with I he names of Ihe unil s invol v. 
ed and lillie else beyond a vague feci for Ihe overall 
silualion. 

Bul now consider Ihc reference volume. You 
don't just sit down and read il: generally il sil s on 
Ihe shelf ullIil you want 10 know specific informa· 
lion . On rare oc.:asions you browse Ihrough ii, 
revelling in Ihe dClail: perhaps you sllrdy one sec· 
lion earefully. Now consider I hc Large Game ... 

You make Ihree proposilions in your 
edilOrial: Ihal Large Garnes can be infinilely com· 
plex, infinilely large: and unplayablc (i.e., not 
games). I beg 10 disagree. When I am inlercsled in 
Ihe performance of ships in World War II . I do not 
lurn 10 a general hislory of Ihe war. I walll a 
volume (perhaps "lome" is applicable: here) Ihal 
details Ihe conslruclion and performance of ships. 
On Ihe olher hand, I am nol inlercsled in a book 
Ihal comains si mply blueprinls of Iht' ships: I 
couldn'l comprehend Ihem. The reference books I 
buy musl deal, firsl of all, wilh Ihe level of detail I 
am inleresled in and, second of all, muSI presenl 
Ihal delail in a coherenl form. 

I require Ihe same from a Large Game. 

As I pointed ou l previously in Ihis column, tile 
three statemenls I made al Ihe end of my piece on 
large games were moanl as (somewhat hyper · 
bolicl conclusions Ihal I had drawn based upon 
the games already produced and the way in.whlch 
they were used or not used by the consumers. Tho 
three statements w ere not an advocacy posit ion: 
rather they were deliberately absurd generall20 , 
lions meant to discourogo Iho producl ion of such 
indigestible paper pizzo ·pies . At SPI, we respond 
to the demands of Ihe audlonco . I w as attempt ing 
to influence that audience - bUI not dic lOIO to it , 
since flat producing whal Ihe consumor WOlllS i a 
certain route to being OUI of business . Basico lly, 
I'm oh·deed on Godzilla games and yoarn thOI you 
would be of like mind - and reflect such In you r 
feedback responses. 
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(;rammalica 
Ivan Travnicek: 

Dcspile your long lecture abolll grammar in 
MO VES 36, I feci thai YOllr own writing SOIllC' 
limes leaves a 101 to b~ desired. In fact, I fOllnd 
some of Ihe wriling in MO VES 36 >0 personally 
aggravaling thai I am motivaled to gripe 31 you, 
expecling ncilher rcply nor rcmedy . Specifically , il 
is all Ih'lI damned Lalin you usc. How Illany of 
your readers have any Iraining in Lalin, let alone 
remember enough of il 10 I ransl:lIe all o f whal you 
write? 

I suggesl Ihal liberal sprinkling' of apl I.alin 
phrases arc merely a form of grandslanding 
egolism. Newsweek magazine, lInlil I gOI mad 
enollgh 10 SlOp buying ii, used 10 be gllilty (and 
probably slill is) of nOI only spr inkling Lalin all 
over, bUI also French, German and lord knows 
whal else. II gOI so one had 10 be conversanl in 
se \'era/languages 10 undcrsland whal was suppos· 
cd 10 be a news magazine for Ihe masscs. Ankles 
in Newsweek began 10 resemble a manure spreader 
spcaking in 10ngl1e\. if Ihal werc possible. 

The >pccific ankle Ihat cauglll my eye, 
ahhough Ihere have been olhers, was Ihe r.o . one 
liners sianing on page 32. You used: mea culpa , ad 
hominem and sille qua lion. I 1110rc or less under· 
sland Ihe firsl and laSI phrases, bul nOI Ihe middle 
olle. Try Ihem oul on some of your Iroglodyles 
and nOle Ihe number of complelcly aecurale 
Iranslalions Ihey give you. 

I should point out that Richard Berg is the 
author of F.O. - and since he is a lawyer he may 
have a Uorgiveablel tendency to lapse into some 
casual Latin now and then. By the way, Ivan, od 
hominem is used to describe a gratuitous remark 
made about the person rather than the subject 
under discussion : for example, in your last 
sentence "troglodytes" could be considered an od 
hominem remark . 
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ADDENDA AND FOLLOW-UP 

DRIVE ON STALINGRAD 
Corrections and Balancing Modifications 
by Brad Hessel 

Posl-publication play testing has in­
dicated the need for the following addition , 
corrections, and clarifications for Drive on 
Sla/ingrad. 

Map 
"Vornel.h" shou ld be "Voronezh" 

The Victor)' Point Index, mentioned in Section 
19,0 (Procedure). was omilled. 

One cannOI move a unit from SI202 10 S 1304 by 
way of S1303. "Fractional" land hexes (such as 
S3243. S2848, and $2452) are off limits - Players 
should use reasonable judgment, or roll a die if 
they cannot agree. 

Counters 

Gros c Deutschland is CrToncou Iy indicated to be 
an SS unil. 

Two Soviet HQ unit s were omilled: 40/Parsegovl 
2- 12 and 38/Moskaleko/2- 12 

Tables 
[9.5) COMBAT RI<:SULTS TAULE 

(correctioll) 

Ac (or Dc) = All Altacking (or Defending) uni t 
are eliminated. Opposing Player may advance twO 
hexc.'; (sec 9.86). 

115.5) GAME-TUllN R ECORD A 0 
REINf'OR ' EMENTTRA ' K 

Tum 3: the Hungarian I-II should be 3-1 1 
Tum 8: the Russian reccives two Guards divisions 
in the North; zero in the South. 
Tum 11: the Ml. trOOps are It alian , not 
Rumanian. 

116.23) nirerlivc Conlenls Index 
11th Army deployment is in effect under C and 0, 
1I0t under E and F a listed incorrect Iy (16.7 is 
correct). 

119.2) ClTY\, ICTORYPOI NT\,AL ES 
(addition) 

Nevillnomyssk (hex S2728) is worth 5 Victory 
P oints; the Bonus Points Game:rurn Deadline is 8. 

Rilles 
[5.12] (addition) Soviet Con trol Markers arc 31 0 
placed in the following hexe : Bala. hov (N0924). 
SaralOv (NOSI I , N08 12). and Tambov (N0132) . 

IS.2J (clarification) Soviet Guards cavalry divi­
sions are selected as reinforcemcnts from among 
o ther Soviet Guards divisions. 

[5.21 ) (correctioll) "si~ Untried cavalry divisions" 

15.24) (correctioll) ' 'Up to l4 of the selected initial 
forces" 

[S.31d) (correction) "one 3-11 It a lian mech.anizcd 
division" 
15.331 (addition) "(d) 0llc6-9Gcrman Jaegerdivi­
sion" 
[5.3411) (correction) " ninc 9-9 German infantry 
divi~ions" 

[6.381 (change) Units may bc moved by Rail from 
hex 10ClI orS0601 tohcxNI701 orNIOOI (or vice 
\'ersa )at a cost of 40 Rail Movemcnt Point . Uni ts 
may bc moved from hc, NOSII 10 N0911 (or vice 
verso) at n co t of 10 Rail Movement Points. 

16.391 (addition) Unit may be moved from hex 
N2154 in hex N2253 (or vice versa) by expending 
4 Rail Movement Points. Unit m,IY be moved 
from either hex N2154 or N2253 to hex N3754 (or 
vice verso) by expendi ng 25 Rail Movement 
Points. 

[6 .42] (change) "thc Axis Player can clear lip to 
three Rail hexes" 
16.43b) (change) "The Axis Player may clear 
three con ccutive Rail hexes" 

[6.46) (correction) "cast" not "wcst" 

[7 .1 ) (clarificatioll) Trucks and air unit do not 
cOllnt toward the stacking limit. 

17.2 ) German Uivisionul Inlcgralion (challge: 
whole Case) each German Panzer Division has 
one Panzer and two Panzc rgrenad ier regimcnts, 
and each Panzergrenadier divi ion has two 
regiments. When stacked logc ther. units of the 
same Panzer or Panzergrenadier division have 
Divisiollallntegrity. 

17.211 If all of the regimen I comprising a par­
t icular I'anzcr or Panzcrgrenadicr division arc pre­
ent in a s ingle hex. their IOtal ombat Strength is 

doubled on both attack and defense. 

[7.22) If all of the regimcnt comprising a par­
ticular Panzer or Panzergrenadicr division arc prc­
. cnt in a ingle hex. they may be treated as "one 
combat unit" for t he purposes of Case 7.1. That 
is. the Axis Player may stack three entire Panzer 
Divisions (nine regiment) in one hex, if he so 
desires. 

17.23) If any regiment in a division is eliminated, 
that division can no longer attain Divisiona l In­
legrity. German infantry and non-German divi ­
sions never have Divisiona llntcgrity. 

[8.131 (additiQn) Zones of omrol. except for 
those of Mountain divisions. do not extend into 
Mountain hexes. 

19.33) (addition ) Whenever an a\lack is made 
against a unit or tack of units in a Major City hex. 
all step 10 ses called for on Ihe Combat Results 
Table may be doubled for both the All~cker and 
Defender at the optioll of the Attacking Player. 
This option may be exerci cd only if both Players 
choose \0 stand; if cit her Player rctreats his unit s. 
the result s as printed arc applied normally. 

19.65) (change) All Soviet Untried unit . have aile 
step. Whenever such a unit incurs a combat loss, it 
is removed from the ga me and considered 
eliminated. 

19.721 (clarification) A unit that is ret rca ted must 
a lways cnd up in a hcx as far away from the hex in 
which it lVas attacked as possib le; i.e., if a unit in ­
curs a " 0 2" result . that unitmllstbc retreated to a 
hex that is tlVO hcxe away from its initial position 
(or t;lke step losses). 

110.23) (correction: the secolld sentence should be 
replaced lVith the following) " H owever . no unit 
may ever be moved through a Don River he . ide 
into a hex thill is in the Zone of Control of an 
Encmy unit that is adjacent to the 0011 River. 
unless that hex is occupied by a Friendly IJllit." 

113.4) (omit entire Case) 

[14.6) (correetioll ) Case "lOA" should be " 11. 5." 

116.0 I'ROCEIl U R F.] (additioll ) Should the Axis 
Player have fewer than 30 Victory Poims at any 
time during the ga me. the "30 to 39" coillmn of 
the Hitler Directive Table is uti lized. However , 
prayer would probably bc morc appropriate . Also, 
the example should cite a Die Roll 130n\l ' of "7." 
not " 11." 

[18.11) (clarificatioll) "East" means "in an 
ea ter ly dircction;" i.e., thc unitm:lY be moved in-
10 hexes to the cast. northeast . or sou lheast of Ihe 
hex it is in. 

118.12) (c/range) Ally Soviel unit Ihat is moved 
Ihrough nemy ZOIlCS of omrol in accordance 
with Ca e 18. 11 during 3 particular Soviel Move­
mcnt P hase may not bc left in any hex in an Enemy 
Zone of ontrol at the end of that Movemcnt 
Phase. At thc end of each Soviet Movement Phase 
- Initial or Mechanized - any Soviet units that 

. executed a strategic withdrawal that Game-Turn 
that arc in an Enemy Zone o f Control arc 
eliminated . 

118.15) (additioll) Any lInitthat allacks durinst he 
Soviet Player' ombat Phase anllot execute a 
strategic withdrawal during the Mechanized 
Movement Phase of t hat Player-Turn. 

118.16J (addit ion) Any unit that executes a 
strategic wit/rdrawal duri IIg a Soviel Player-Turn 
10 c. it Zone of Control for the remainder of that 
Player-Turn. 

119.131 (correclioll) Reference 10 ase "18.27" 
should be "18.22." 

[ 19. 17) (addilion) The Axis P layer receives one 
Victory Point each Game-Turn Indication Phase 
that a uJlplicd Axis ombal unit is in a hex adja­
ecnt 10 the Volga River. 

(20.21 (correetioll ) 
Tum2: delete "51st Army": add "57111 Army" 
Turn 8: deletc "25th Guard Rifle Divi ion" 
Tum 18: add "5th Tank Army"; "58th Army" 
HQunit . . 
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reason lor such lengthy rules lie£ in the dec i­
sion to include a fairly comprehensive 
historical background to the particular fan­
tasy world interspersed among the rules, plus 
the fact that both designer and developcr 
have approached some of the fantasy cliches 
with tongue planted firmly in cheek. For 
those who may be uneasy about Swords and 
Sorcery becoming an overly complex game, 
fear not - though the game is more complex 
than War oj the Rillg, it is by no means a dif­
rindt game to learn. 

As it stands now, the rules will be divid ­
ed into two sections - one dea ling with Ar­
mies , the other dea ling with Characters. 
Among the odd thin gs runnin g through the 
rules arc Diplolll,II:Y and the fact tha t the 
world in whidl the ga me is set is in a solar 
systcm with three suns. Basically, there will 
be arollnd a dozen Army scena rios and abou t 
20 pos~ible Q uests for indi vidual C haracters 
to go OIL 

Enthusiasm run s high for the ga mc. At 
onc point. we had SS Killer Penguins in the 
game (now just Killer Penguins ). Apparent ­
Iv. seve ral a rti s ts were taken with thc idea . 
and I have been recelvlllg well-done illustra­
tions of slll:h a beast (which. sadly. can never 
see the light of day - in poor tas te or some­
thing like that) . The best of the lot was done 
by Dave Isby' s (SPI librarian and Anglo­
phile) younger brother, but was of a merc 
Volksgrelladierpellguill. I am taking the rest 
of the game slightly more seriously . 

Eric Goldberg 

Commando 

Yes . you too ca n be Sergeant Rock a nd 
His H ow ling Commandos, or Keith Mallory 
from Alista ir MacLean' s The GUliS oj Nava­
rOlle - eit her way. a lo t of Germans a re go­
ing to die. The idea of the ga me ma kes it 
sound a lm ost simple - just put the good 
gu ys on one ~ide. t he bad gu ys on the ot her. 
and wait for right to triumph . 

Ju st try writing rules lik e tha t : "Regard ­
less of the siluation . the Good Player always 
wins , preferably a t the darkest hour. " C lear­
ly. a different approach wou ld be needed in 
order to come up with a game that is worth 
the effort. The very nature of Commando's 
subject - WWII to modern day role-playing 
adventure - makes the game radically di f­
ferent. Each player will control a character 
or a group of characte rs and maneuver them 
in an attempt to gain objectives from the bad 
guys or the opposing player(s) . Since there 
can be no "resurrect ion" of characters. I ex­
pect that the bravery associated with the 
standard fict iona l heroes will not be too 
much in evidence during play testing. How­
ever, I am considerin g a Miraculous Escape 
Matrix for those who wish to playa Holly­
wood type scenario (you know, the 15 mines 
below our hero' s tank a rc all duds - quelle 
chance). but those who wish to play Vietnam 
and other real -life situat ions will find that 
preservation is the name of the ga me . 

Oh yes, there have been suggestions for 
Buck Rogers or Flash Gordon sce narios. I 
will probably give in and add some sort of SF 
fa nt asy stuff. Eric Goldberg 

Meeh War 

have started the inital design for the 
new Mech War. first, the command system 
will be very unique for an armor tactical 
game. Players will give their battalion head ­
quarters orders for the indi vidua l companies 
under the ba ttalions ' control. During the 
movement phase, players will exec ute their 
o rders . The hard part of this will be making 
the orders specific so that players will not 
abu se unintended loopholes . The combat 
systcm will be a fun ction of movement. It 
will L:ost movement point s to aL:quire I<Irgets 
and to fire . The combat sys tem is very re­
fined from October War . Since this game will 
be expandable to division size operat ions. the 
L:ombat sys tem canno t be ove rly mathcmati­
L:al. As it s tand s now, the key factors are thc 
target' s height and armor class a nd the type 
o f optica l sys tem the firin g unit is usi ng. The 
type of optica l sy~ tem will determine whiL:h 
range a ttenuation table the firing unit will 
usc. After de termining range a nd ta rge t 
<.:Iass , a n attack stren gth numbl:r will be de­
rived. Refercnce to the proper Combat Re­
sult s Table (full. 01, or D2) will yield the ef­
fectiveness of the combat. In addition. there 
will be a plethora of optiona l rules. 

Mark Herman 

The Nl'x l War 

The Next War play test ing is going very 
well at thi s time . C urrelllly we a re using the 
co mputer at SPI for rules writin g purposes. 
The advantages of this system enable a de­
ve loper to write a first draft of the rules and . 
once the ru les arc on the computer. correc­
ti o ns and additions become a very ~imple 

procedure which L:ut s time for a draft rewritc 
by a t least one-third . Thus, rules can be care­
fully gone over man)' times, decrcas in g the 
number of errors that creep into the ga me. 

The land ga me mcchanics for Next War 
are now on a firm basis . and we are beginning 
to layer on the c1Home that will make thi s 
game unique . Besides a n intensive a ir a nd 
nava l ga me. there will be airborne and co m· 
mando rules. More news to come. 

Mark Herll/on 

Typhoon 

This new tactiL:al / o pera tional simula­
tion of the German drive on I'vloseow is prov­
ing a tough nut to crack . The title was origin­
ally fedback as a compromise bet ween Pan­
zergruppe Guderian a nd Wacht Alii Rhein . 
However. the design has been presented as a 
somewhat more complex version of the Bat­
tle of the Bulge game. With a larger hex sca le 
(2.5 miles) and similar unit size (ba ttalion s 
for Germans. regiment s for Russians) , Ty­
phoon is truly impressivc when set up for the 
November 19. 1941 scenario. However, 
coun ter density and the plethora of unit types 
makes the game very difficult to pla y. Four 
play testers could only get throu gh two turns 
in two night s o f play testing! At thi s moment. 

we are toying with so me new ideas. It looks 
as if we wi ll go one step higher in unit scale 
(regiment s for Germans, divisions for Ru s­
sians) and keep the sa me hex scale. A few 
play testers suggested beginning the game a 
month earlier than it does now (Typhoon 
starts November 19). when t he Germans 
were still advalll: ing rapidly a nd e nL:ircling 
huge pocket s o f Ru ss ians a round Vyazma 
and Bryansk . In Typhoon. therc is not that 
much chance of this kind o f mobile warfare 
- mostl y because of the weather and the 
stro nge r Russia n prepa ra tion. In genera l, it 
a ppears that Ill )' task will be to simplify the 
game so that it rea ll y does resemble a COIll­

promise between lhose two popul ar SPI 
games. Joseph Balkoski 

Freedom in till' ( ;alaxy 
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We ha ve expanded the ga la xy to 48 solar 
sys tem s with s lightl y over 100 planets . The 
planet s are L: a tegor i/ed in several d assi fica· 
tion s: arid. tropica l. ea rth tempera te. cold 
rocky, and no n-oxygen (it sound s like Bas­
kin- Robbins). Only a slIlall pcrce nt age of the 
pl a ne ts a re known to the rebe l pla yer. 

Various cultures are bei ng created to fi ll 
the planets-huma n a nd o therwise. There is 
a lso a hefty sprinkling of crcat ures to en ­
L:OUllter, from un frie ndl y viruscs to your 
every-d ay be~erkn a ndroid . But the most in · 
tc resting aspect, so far. is creating the 
multitude of raccs a nd cultures necded to in­
habil t he ga laxy. So me of t helll a re: Rhones, 
your off-the-shelf futuri stic humans; Sa uri­
a ns , the loca l int elligent li za rd m0ll ; Segundi­
a n ~. black -s kinned humanoids now running 
things; Twcrgs , your 25t h centur y dwarve. ; 
a nd Omegs. Turtians. Ribia ns . Felogians 
a nd many other~. Eadl ntlture has a 10Y,llt y 
nUlIlber that shows its relationship to the elll­
pire. Right now we are working on thc planet 
interac tion sys tem which will a llow the rebels 
to select variou s missions to ca rry ou t o n thc 
p la net surface. T hese will im:lude: assassina ­
tion of leader' .. sabotage. diplomatic action. 
freeing prisoners . helping ca rry ou t coups , 
beginning smoldering rebellion and open 
rebellion, information gathering. a nd 
meeting new rebel characters. 

The imperial player ca n deploy hi ~ vari ­
ous forces thro ughout the ga laxy. They con ­
sist of non-mobile ga rrisons and lIl obilc 
forces . which arc divided into Line, Vetern n 
a nd Special Troops of different s t rc ngth l . 
There are also strategic fleet s used for plltrol ­
ling the so lar sys tems. The next s tep will be 
working on thc illtegration of an "c.: ti l'e rebel 
fi g hting force - now let's see about p Ullin )! 
it on a moon of Yavin. II. flarQl /"i l 

S tonewall 
(Balik or Kernstow n) 

Stonewall is nearing cornp1ctip l1. with 
the map in the Art Depart ment Illl llt ,· ( o un­
ters nearly so. the recen t ddf t iOIl o f A rmy 
Mora le has provided the fill I nct:Jnl touch 
for the game, strcssins the \al lil' o f move­
ment and strategy in p ll1 ce ,) 1 bl udgeoning 
frontal assaulls. Int er tlll ll " ·. I hc o utcome 
of many of the gamo plll l' tc , tcd here has 
been resolved in henvy 11 t'. hl illg centering 
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a round the t nc\ all n the nion right 
nank (which is her ' it h ppened hi t rical­
Iy) . Ye , Virginia (? there; a t lIe\ a ll on 
the (on \\Ial/map... Walczyk 

Battle ' for Ihe Ardennes 

Probably the most popular warga ming 
ubjeci of all time is the Battle of the Bulge. 

Well, now we take you back into the Ar­
denne again with Baltlejor (he Ardennes, a 
pet project of a freelance designer from 
Florida, Danny Parker (who worked with u. 
on Wachl am Rhein). Danny - (ruly a BailIe 
of the Bulge expert - wa atlracted 10 (he 
idea of doing a Bulge ga me along the ame 
lines a Napoleon's Las( Baffles wit h four 
map , ea h of which could be used to playa 
eparate cenario (of coursc, all four maps 

join to form the entire Ardennes). Out thi s 
game will cover more than just Ihe BailIe of 
Ihe Bulge. Also included will be the German 
atlack I hrough I his ector in May 1940, 
pearheaded by Heinz Guderian's Pan zer 

group racing (0 Sedan. The four cenarios 
(each of which will be available as a eparale 
folio) are SI. Vith, Clervoux, Celles, a nd 
Sedan '40. Surprisingly, it appears as if Ihe 
m t popular ga me among Ihese four is Se­
dan. Of course, Ihere will also be IWO am­
paign ames, one in '40 and (he olher in '44. 

irSI reports indicate Ihal the game is simple 
in concept and clean in system. Scale i two 
miles per hex and units arc usually in 
regiments. Time ca le appears to be one 

ume-Turn per day. 
Joseph Balkoski 

Tannenberg 

Thi hould be a really exciting game, 
wilh more thrills and su pense than a whole 
ea on of Charlie's Angels. Will the Russia n 

Army larve to death before it crosses the 
Prussian b rder? Will eneral Samsonov 
succeed in blowing his bruins out or will he 
bungle Ihat too? Will anyone nOlice Ludden­
dorf doe n' l a lway play with a full deck? 
Will the Russia n calch on Ihat not encoding 
their communications renders Ihem liable 10 

intcrception, and thai there a rc German 
who ca n speak Russian? All Ihi ' , plus miles 
upon mile of Polish plain, Prussia n 
wamp, stagnant lakes, quagmires, and 

deep, dark fore Is Slraighl oul of Nor e 
mythology will definjtely make it a game 
to remember. I f you read the report in the 
la t S&T, you'll sec that the . calc is going to 
be division/ corp, with 8 miles to the hcx. 
Thu , the game is not going 10 owe a 101 10 
previou. Quad sy tems. One thing il is going 
10 owe a lot to is the old 1914 game, which is 
one of my all-lime favorites. Tho c phili­
stines who didn ' t like 1914, howcver, can 
take heart from the fact Ihal there will also be 
a lot of difference uch a units having only 
one " stcp" for 10 ses, which is back printed 
on Ihe counler . The number of counters will 
also be a lot less - probably only 100. It 
. hould bc exciting. Dave Isby 

CilyFighl 

This ga me is al a crucial cros roads now . 
Intended I link with FireFigh(, the original 

pro l type utilized II timc- 'ca lc that wa inap­
propriate f r ci lY figh ling, which can have 
halI . in the action of 30 minutes or more 
when a unil comes under fire, due 10 Ihe in­
herent difficulties of organizing (or re­
organizing) men callc;red in buildings , 
a round corner, and under Volkswagens. 
When we changed the time-scale 10 400 scc­
onds, however, we had omewhat of a prob­
lem linking the game wilh FireFighl, which is 
an alternate unit move/ fire sequence of play 
- in 400 second, a lank could bc moved 30 
hexes or firc at 10 separale Enemy unit ... 
The second maj or problcm was t he fact lhat 
the geometry of the hex-grid is virtually in­
compatible with the Ihrce-dimen iona l geo­
melry of cities. Only by distorting the calc 
and direction of the road nel grotesquely to 
conform 10 Ihe hexrows and fill up the hexes 
entirely could we avoid using any number of 
markers to indicate whether or not a lireteam 
in a given hcx wa in Ihe street, in a building 
on thc Icft side of the street, or in a building 
on the right ide of the . treet - and a we a l­
ready needed markers to how whal story 
unil s in buildings were on, one ca n see that 
thi pre enled serious playa bility problem. I 
seem 10 have solved the econd problem -
my lenth grade geomet ry teacher would be 
a. lounded - by the expedienl of eliminating 
the hex-grid in Ihe ci ly. The scale ha. been ex­
panded from fifty melcr / hex to twenty-five 
meters/hex (to make the buildings "big 
enough" 10 fit a half-inch counter) and we 
arc II ing a fire range-finder a nd t reet s 
marked off in 10-meler interval. We have a 
two-map mock-up which link with the Fire­
Fight maps. But now we have to decide aboul 
the time-sca le, and the olution 10 that prob­
lem eems to me to lead ollloy from a link 
with Ihe FireFight y lem. This is one of the 
major deci ion facing u the e days , and 
we ' ve been deba ting it back and fort h. No 
mailer whal we decide, il look . like we ' ll be 
far enough away from Ihe original prolOlype 
to require a whole lot more tesling. So don't 
look for CityFighl before the laiC Fall 
of 1978. Hessel 

Izyum 

Thi Son of Guderian game is ju t aboul 
to start its in-house tcsting (it was deSigned 
out-of-house, as it were, by Steve Patrick). 
Our initial concentration will be on balance, 
vis a vis achieving a relatively historical out­
come. The prob lem, according to the design­
er, has been in the area of uuack and count­
erauack capabilities. We very much want 
both sides to have both capabilities, so thaI 
the game does not become a pre-ordained 
event. lzyum will appear quite familiar to 
devotees of the Guderiall system, as it 
follows the laller quite closely in its basic 
system. However, we are pUlling in more ad­
vanced supply rules and a somewhat differ­
entleadership system as well a rule peculiar 
to the situation. Our biggest problem, how­
ever, i trying to come up with a title a bil 
catchier Ihanlzyum. Rich Berg 

The Crusades 

Work is still in the formative stages for 
this S&T 70 game. As it stands now, there 

will actually be IwO game. The basic ga me 
will be a two-player military scenario cover­
ing the Third Crusadc (Richard Lionheart 
and his good buddy Phillip of France versus 
Saladin). The other cenario will be a multi­
p layer game covering the First Crusade. Ten­
tative plan include up to seven players: the 
Northern Franks, under Robert of Flander , 
Robert of Normandy, and Stephen of BIoi; 
the Southern Franks, under Raymond of 
Toulouse; the Normans, under Baldwin of 
Taranto and his younger brother, Tancred; 
the Lorrainers, under Godfrey of Bouillion; 
the Northern Turk, under Kerbogha; the 
Syrian Turks, under Duqaq of Dama cus; 
and the Fatamids , under al-Afdal). This is, 
of course, subject to ehange - and using 
fewer players. We're going to try to use 
a system of card, imilar 10 Kingmaker in 
some ways, 10 cover the Ie er knights, 
bishops, emirs, sultan ,etc. Also intended i 
a supply system Ihat depends on the type of 
hex a unit is in: you can SlOp for supply atlhe 
cost of MP's, or keep moving to better area 
and suffer possible auri t ion. Castle building, 
visions (Bartholomew and his Lance will be 
ever pre ent), bribery, changed alignments, 
neet, the Byzantine Emperor (and his 
powerful military presence) - aU this will 
somehow be crammed into the issue game in 
one form or another. The winner will be the 
player who controls the most - and most 
valuable -land. "Deus Ie Volt!" 

Rich Berg 

Tyre 

The game-map of Tyre is divided into 
three distinct areas. Along the bOllom long­
grain edge is the Mainland from which the 
Macedonian Army tries in vain to build a 
causeway acro the water to Tyre. The rcst 
of Ihe map portrays the island city of Tyre 
and the Mediterranean Sea that surrounds 
and protects it.. 

Alexander Ihe Greal, who was besieging 
Tyre with hi Macedonian Army, was ad­
dled wilh a cia sic problem: how to get from 
point A to island B without walking on 
water. AJthough he had no ncet to peak of, 
Alexander had 10 lake the island city be­
cause it lay astride hi line of communicalion 
for Ihe conquest of Egypt. So while his Army 
continued to build the causeway, Alexander 
visited a number of citie and i land which 
werc nominally under hi domain and de­
manded Ihe ervice of their neel . The 
"powers Ihat be" in the various localities 
were reluctant at first 10 cooperate, but one 
by one they changed their minds as A lexan­
der reminded them that if they didn ' t comply 
they were inviting 50,0CKl or so mouth to 
d inner, so LO speak. The neets (made up of 
oar driven triremes) gave Alexander a IWO to 
one naval superiority, but they arrived piece­
meal, leaving them open 10 individual 
destruction by the Tyrian Fleet. The Mace­
donia player must achieve a decisive naval 
superiority 0 that his ships may be laden 
down with ballering ram and catapults 10 

breach the walls of Tyre prior to the am­
phibious assault . The fun comes in when, 
eventually, the walls have to be breached 



wilh Ihe ballering ram- laden ships (which 
become silling duck s) . AI Ihis poin! a num­
ber of wonderful demolilion derbys ensue 
with Ihe Tyrian player fighling for naval 
superiority. BOlh sides have Ihe inilialive, 
and Ihe final assaull of the island is a crown­
ing peak 10 an enjoyable and lense conies!. 

Dal'id Werden 

Acre 

Acre, pronounced (Ah-ker) by Ihe 
Crusaders and (Ock-ra) by Ihe Moslems, is 
being polished al this momen!. Righi now 
various aspects of Ihe game meehanics are 
being cleaned up and lesled to make sure Ihal 
Ihe assumplion s made in Ihe "cleansing" 
process have no hidden naws. 

The game is rich in both historical infor­
malion and playabilily, and il strives 10 fu se 
Ihe detailed research inlo a formal thai lurns 
Ihe importanl aspecls of Ihe siege inlo gam­
ing decisions. Too often, games are designed 
10 one exlreme or Ihe other when delailed 
his lorical realism and playabililY need not be 
mUlually exclusive. We have been Irying to 
fu se Ihe information inlo an enjoyable and 
playable forma!. For instance, we know ex­
aClly the Crusaders ' siegework building 
capabilily, and we have fa .~hioned an exten­
sive sci of rules dealing with the process. 
After lesting Ihese rules, we found a pallern 
had emerged in play testing that no mailer 
how inexperienced or experienced the Cru­
sader was, Ihe building program remained 
constan!. Giant catapult s were built firs t, 
ballislas and small catapult s second, and 
Siege Towers third, with ma~imum tunnel­
ling going on at all times. Allhough we gave 
the player the choice (upon learning the 
rules) of building siege towers firs t, there was 
no intelligent reason to do so . We went back 
to the research and found Ihat the best 
building program was idenlicalto the histori­
cal one . So - the Crusader giant catapult -
named "God's own Sling" - is now buill 
and appears on a historically specified game 
lurn. 

David Werden 

Agineourl 

The work on AgiT/cour/ al Ihis s tage 
centers on refining the game mechanics. The 
design docs nOI abstract Ihe bailie into a 
mush of WWII game mechani<.:s with feudal 
names; rather it gives the player Ihe feeling of 
I rilly being present on that muddy day in 
1415. One of the more interesting aspeL:t s of 
the design is t he usage of double-sized French 
L:ounters to portra y the massive and clumsy 
French formation s. There are rules dealing 
with fugitives which are produced whenever 
a loss is taken by a unit. Units are arranged in 
lines so Ihat when a loss is taken, the line is 
lost, but the next line steps forward at it s full 
s trength for Ihe next allack . The dead are IeI'I 
on the field of play and affect morale with 
oncoming formalion s trying to steer clear of 
the carnage and ArL:hers sallying out to 
ret rieve arrows. 

Testing is going ahead on a clockwork 
solitaire scenario with one player playing the 
English as the French charge ahead blindly. 

In Ihe two·player game, the French do nOI 
have to be so fooli sh, and they have a good 
<.:hance of changing hi story. One thing which 
is arousing ml)(;h interest is Ihe Leader-to­
Leader combat rules. They portray the 
nobles and Iheir entourages hacking away at 
each olher during the bailie. Once IwO (om­
bat units pull adjacenl and resolve their com­
bat, if there arc leader counters presenl in 
both unit s , they may choose 10 have personal 
combat. They undergo 10 phases wherein 
each leader chooses his allack posture. For 
instance, one leader may choose advan(e and 
parry while the other may stand and allack. 
These poslUres arc cross-referelKed 10 an in­
dividual combat result table, and the fighting 
is resolved . The play testers have been having 
so much fun with various individually rated 
nobles and the suicide squad determined to 
kill King Henry that Ihey actually enjoy play­
ing the French side in Ihe automatic Histori­
cal clockwork scenario! David Werden 

Lille 

French Marshal, Sebas lien Ie Prestre de 
Vauban (1633-1707), wa an ack nowledged 
geniu s during his life time . The only engineer 
of his day to achieve t he highest mililary rank 
of his country, Vauban defined and ex­
panded the scope and knowledge of Siege 
Warfa re both defensively and offensively. 
Vauban began his illu strious career perfect­
ing such defensive fortifications as horn ­
work s, demi-Iunes , glacis, and ravelin s, and 
when this was completed he spent his later 
years perfect ing ways 10 reduce these defens­
es in Ihe quickesl and mosteL:onomical man­
ne r (in loss of life) by utilizing para llels, saps 
and mass balleries 

The (ily of Lillc and it s defenseworks 
constituled one of Vauban' s crowning 
achievement s . ConstruL:ted without sparing 
expense, Prince Eugen of Savoy and the 
Duke of Marlborough look Lille wilh a great 
loss of life (16,000 men), and, although il was 
not taken on the strict timc-table thai 
Vauban would have set for himself if he had 
been condu<.:ling the siege, it did al length 
succumb. The Siege of Lille began on 13 
August and the lown was takcn alld the 
populalion evacuated undcr the honors of 
war by 26 OL:lOber. Lille was one of the finest 
Vauban defenseworks in Europe, and il s loss 
in 1708, combined with Vauban's death in 
1707, signalled the end of an Age. 

Vauban's personal time-Iable (in days) 
for I he progression of a siege: 

To invcsi a placc , collcc i m31crial, and 
build lines 
from Ihe opening of Ihe ircnchcs 10 
rcac hing Ihe ~o\"crcd way 
The slorm a nd capillre of Ihe covcrt'd 
way and il s defenses 

Descenl inlo and crossing of Ihe dilch 
of Ihe dcmi · llInc 

Minin g operaliom. siling of balleries , 
neal ion of a fair breach 
C aplure and cxploilalion of Ihe demi· 
lune and il~ defenses 
Cros, ing of Ihe llIain dil ch 10 IWO 
basI ions 

9 da ys 

4 day 

J days 

4 da ys 

3 da ys 

Minin g opera lio m and s ilins or guns 
on Ihe rovered wa y 10 Ill a king a pra ," 
I i,able breadl 

The capillfc of Ihe br,'a,' h and ib 
, uPPoriing po, itio ns 

Surrender of Ihe lown afl<T 
<:apilulalioll 

2 day, 

Allow3nc,· for e rrors , damage: <: ;Ill ~ed 4 da y' 
by sonic'S . a valorous defen se: 

TOlal: 48 da y~ 

The play testing is going very well with 
the game system simulating Ihe trenchwork s, 
relief altempt s , mortar bombardment, and 
assault s through the bread! which are 
desperately pressed forward and thrown 
ba(k. 

David Werden 

Se\'ustopol 

Work on Sel'as/opol is being completed 
with blind tesl s returning and Ihe 191h L:cn­
lury map cngraving of the siege going into 
Ihe Art Department. The engraving, showing 
where the parallels and saps were built 
hislorically, will be grey-toned in the final 
map, enabling players to follow the hislorical 
plan without forcing them 10 do so. 

Both the siege-s of Sellas/opol and Lille 
arc using full lopographical maps with no 
hex grid overlay . Thcre arc 300 counters (400 
really) - 200 for units, guns , and leaders , 
and 100 double- ized counters for trench 
par'allel and eommunication saps. The game 
is very straightforward and is a real gem . 
Both rich in historical information (thc firs t 
rined artillery - Ihe Lancas ter gun - is rep­
resented, for instance) and playability, the 
game has made Ihe Friday nighl play testers 
eager to lest it (which is a good sign). There 
have been wins for both sides. 

The Russian field army may altempt 10 
affect the siege by refighting the ballies of 
Balaklava, Inkerman, and Tchernaya in a 
somewhat abstract manner. We hope to alle­
viate this fuzzy abslraction by including in ­
terconnec ting rules for thc Crimean War 
Quad. Then, if the Russian player decides to 
intervene with the bailie of Inkerman , bOlh 
players can play the quad game and apply Ihe 
results 10 the ongoing siege. 

David Werden 

FEEDHACK RESULTS MOVES 3S 

Ra,,1; Arlicle Ual /" /I 

I . De,igner', NOI" 7. I 7 

2. War 8 (' /1>"('('11 Slales (ana lysis ) 6 .80 

... Opening MOV ES (, 70 

4 . Raid! 6 .(.'1 

5. V('racfll~ 6.fd 

6. ~I'ar 8('/,\"('ell Slal(,5 (ro llow ·up ) II 41, 

7. Wilho ul De:ja Vu 6 ~ \ 

8. Pla yback ~ 'J~ 

9. Ne:ilhcr Rain Nor S no w ... ~ Q\ 

10. Orig ins 77 ~'N 

II. C onquered Again , .,.0 

12. C aplain Video 3 .~ 
1.1. TAOS ~ 11\ 

n,is fJJIII.' O"uoll t> ~. 
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FD. 

THE PLAYWAR PHILOSOPHY #37 

Each wargame company has it own 
per onal philo ophy, a philosophy a indica­
tive a a ignature. Of course, for mo t small 
and/or informal companies the philosophy is 
pure and simple: survival. But for the major 
companie - and especialJy for Avalon Hill 
and SPI - the philosophy of each re pective 
corporate mind is important. Moreover, it is 
even more important that a reviewer be 
aware of and understand that philosophy if 
he i to writ.e with any depth or insight into a 
game's merit . For the primary mi take of 
the great lew of literary deviates who pass 
themselves off a reviewer the e days is that 
they look at the game from the viewpoint of 
what they wanted to ee. Little effort is ex­
pended in examining the game from the all­
important angle of whether the designer 
and/or the company (for in large companie 
the shadow of the corporate image fall 
heavily on the designer) has succeeded in do­
ing the game he (and it) wanted to do. 

Whether a game is what you - or I -
want it to be is purely a matter of self­
interest. For example, I do not like simple 
CRT's - you know, DE, DR, DX and that' 
it. Thi doe not mean that simple CRT's are 
not viable; it just mean that I don't like 
them. But, in using a imple CRT does a 
designer achieve his ends? Docs the CRT 
erve the designer's purpo e? In a game such 

as Wehrmachl, a Brili h import on the Rus-
ian Front,thesimpleCRT erve admirably. 

The designer is not making a definitive state­
ment on Ru sian front tactics or casualties. 
He is simply showing Ru sia as a st rategic 
balliefront, and in Ihat respect the CRT per­
forms well. But in Troy, by Chaosium 
Game , de igner Donald Dupont has chosen 
to foist a remarkably simplistic combat 
system onto a wealth of detail and informa­
tion. The individual character and the 
general level of play cry out for subtlety and 
sophistication; what we get i. , "Dick and 
Jane Go Greek." 

All of this is by way of s tating that 
Avalon Hill's Squad Leader is a remarkably 
uccessful game. That it is the best game of 

its type for this year is almost without que -
tion (especially in a year fraught with stulte­
fying mediocrity). But in praising SL 0 
highly it is important to remember that the 
game is designed in the Avalon Hill mode. 

Avalon Hill publishes games. They rare­
ly design anything themselves, which is 
neither a Good Thing nor a Bad Thing. It i 
imply the way they do business. They actual­

ly have few true designer on their staff: Ran­
dy Reed i the most prOlific AHer around 
and Frank Davis is certainly a top-night 
man. Yet Frank i the first dyed-in-the-wool 
designer hired by AH in year. There is 

Richard Ht mblin, whom Don Greenwood 
swear i a re ident genius. But Richard ha 
yet to produce anything original; i.e., from 
his own mind. And Mick Uhl spent so much 
time and energy on the rocky Gellysburg '77 
that I don't think he'll even have enough 
strength for the Big Softball Game at 
Detroit. Now I only mention these names not 
so that I can unload on the AH staff, which is 
undeserving of such thought, but only to fur­
ther zero in 011 my thesis for the remainder of 
this column. 

Avalon Hill docs not need in-house de­
signers in great numbers because it goes else­
where for its product. That it has an excep­
tional knack for spotting a "good item" is 
borne out by such acquisition as Wooden 
Ships and froll Mell (their in-the-works 
Trireme game is also an acquisition, perhaps 
to be titled Woodell Ships and Tired Men), 
Russiall Campaign, Diplomacy, and King­
maker, among others . It also goes out-of­
hou e for its de igners when it wants to 
publish original work. John Prados did 
Third Reich for them, and Harold Hock 
came up with Tobrok. But in their newest 
Field Agent Avalon Hill has met its most 
sympathetic and empathetic designer: John 
Hill. Ironically, even the names are the same. 

John Hill is the quintessential Avalon 
Hill designer. He designs games. He doe not 
do simulations, he docs game. And that is 
what Avalon Hill i in the business of 
publishing: games. This fact cannot be ig­
nored when reviewing an AH product. For 
no one - not even SPI - puts out beller 
games than Avalon Hill. When AH swings 
toward historical simulation, they run into 
deep trouble. Witne s the totally mediocre 
reception to Tobrok, which is as close to be­
ing a game as the Met are to a pennant. 
Tobruk was alien to the Avalon Hill 
philo ophy, a Stranger in a Strange Land. 

But Squad Leader is right in the tried­
and-true AH mold. True, it look complex, 
intricate and loaded with information. But 
it's a game, and it is as a game that it suc­
ceeds. People looking for inci ive insight into 
WWII platoon-level tactic are going to gel 
some trange information if they go to SL. 
But players looking for a slam-bang evening 
of fun have hit just the right spot. 

And thi is how John Hill designs - and 
what Avalon Hill wants to publish. For there 
is a great difference between Actual Reali 01 

and Perceived Realism. The former i what 
really is; the laller is what t he player thinks is 
really true. The two do not necessarily - and 
often times completely fail - to go together. 
But if you aim for the latter rather than the 
former you will please more people in the 
longrun. 

Squad Leader is an exercise in Perceived 
Realism de ign. It looks like it is accurate. 
There is 0 much going on, there arc so many 
nitty-gritty rules like jeeps, fires in buildings, 
fifteen types of terrain , etc., that it just has to 
be realistic. Hey, the men arc ducking into 
buildings, crawling through ewers, calling in 
artillery with radio contact, and just GI­
Joeing their collective ways into your 
simulated heart. It's grand fun, it 's exciting, 

it' well-written, it's remarkably playable ­
and it's historical junk food. Squad Leader is 
the Big Mac of the wargaming industry. 

Why do I say such a nasty thing? (Of 
course if you're addicted to 1500 calories of 
plastic bread and gray meat you'll think the 
above was a compliment; rest easy - it 
wasn't.) 1 say it because I do not buy the 
basic game system as asimulatioll of platoon­
level WWII combat. I say that because rhave 
played John Hill game for years - and en­
joyed almost every one of them. I haven't 
gotten much historically from any of them, 
but, then again, maybe I didn't want to. 
John Hill design great games - he will 
sacrifice historicity if it makes the game an 
iota Ie s playable than he wants it. He knows 
- he instinctively feels - what the 
player/gamer wants, and he gives it to him. 
And woe betide the hi torical fact that stands 
in its way! 

For one, I cannot believe that a squad of 
men, having lost their beloved, pink-cheeked 
Lieutenant, is going to it and cower in an 
abandoned farm building until another 
eight-week wonder comes and rescues them. 
Yet, the rules plainly state that units without 
leaders may not be rallied. So much for in­
dividual initiative. In term of the play 
system, this work out admirably. But as for 
simulating the effects of fire on men , it's 
pure hoghips. (I might point out here a bit of, 
hopefully, unintended humor. Il seems that 
when a unit takes too many casualtie it loses 
all its money. Well, the counter states that it 
i " Broke!" I assume the leader rallies them 
wit h promi es of extra pay!) 

Another item which fail under the 
microscope of rcali m i the seq uence of 
play. There's just too much happening -
and all of it tOO easily. My God, everybody 
shooting, running, topping, shooting, 
shooting, ad infinitum. Did you ever read 
how many men actually fired their weapons 
during combat in WWII? An abysmally 
small percentage - the actual number 
e capes me, but I'm sure it was lower than 
15%. Yet there' a veritable blizzard of 
bullets in Squad Leader - and the e are Oy­
ing before movement, during movement -
even after movement! Lots of action - little 
insight. 

To be sure, there is much that is ac­
curate, and informative, in Squad Leader. 
Mosl of the artillery rule are nicely done, 
with navor and accuracy. There is some nice 
weapon variation a well as good Line of 
Sight rules, always difficult to write. But 
then you run into stuff like Berserk units. 
Granted, under fire many men imply went 
crazy. But they went crazy as individuals -
not in a concerted effort. We even have 
Berserk Leaders leading Ber erk unit in a 
sort of frenzy of organized insanity. Now 
Ber erk rule are favorites among gaOlers; no 
mailer how dreary an ancient game i • if it 
has elephants in it - and if the elephants can 
run amuck, a they were wont 10 do - the 
gaOlers arc satisfied. Now, there were few 
elephants in Europe during WWII (if one di -
counts Goering), so, for play fun we have 
Berserk infantry unit. II occurred to me as I 



was playing through a scenario that you 
cou ld have a Berserk Heavy Weapons unit. 
Now there is a thoughlto conjurc with! 

It all boils down to what you want. 
Avalon Hill wants to give you a game, a 
does John Hill. If that 's what you want, you 
can't beat Squad Leader. Anything el e is a 
hit-or-miss proposition . Whether or not 
John and Avalon intcnded this to be a 
definitive historical comment i not clear. 
Knowing the two Hills , [ doubt whether they 
did. In that ea e my criticism is 0 much hot 
air. BUl it is valid, even in its innatable state. 

CONVENTIONS 
Up and Coming 

Rich Berg 

The rollowing i a lis t or some or Ihe conven­
tions scheduled to be held in the upcoming 
year, including place, name of convention, ;lnd 
whol11 10 contacl for rurth~r informat ion. 

March 24.26 

TEX ON. Stephcn F. AU~ lin Hotel, Austin. 
Texas . olltact: Dan Kagan , Austin Brigadeor 
the Republic or Texas (ABRPT). P.O. Box 
12385 , Austin, Texas 78711. 

Moreh 25-26 

S AN ON I. Gotcborg. Sweden. COll lact: 
WWI. Box 18. S-59040 Kisa, Sweden . 

March 30-April 2 

AGGIE 0 IX, College Station. Texas . COII ­
tacI: Svcn Knudson, hairman AggieCon IX, 
MS ,Tcxa A&M University, P .0. Bo.~ 5718. 
College Station. Texas 77844. 

April 1-3 

Bruxelles , Belg ium . Ol/ Iact: J. Venden 
Borre, Rue dll Bonhcur 14. 13 -1070. Bruxellcs . 
Belgium. 

April 15-16 

APCON I, Ohio Slate University Union. 
COli tact: T . Downie. 1739 N. High Slreet , 

olullIbus. Ohio 43210. 

MIlY 20-22 

GAME 78. Otlawa, Ontario. anada. COIl ­
loci: CA GAME 78,201-360 Dundas Street, 
Vanier. Ontario. Canada. KIL 7W7. Guesl: 
SPl's Jim Dunnigan. 

July 14-16 

ORIGINS 78, Ann Arbor. Michigan (organiz­
ed by Metro Detroit G;llllers ,lIld featuring the 
A 1-1 - PI Softball conniet). Contacl: AI Slis­
inger , 19941 Joan. Dctroil. Michigan4820S . 

cpll'mbcr 2-4 
3rd Annual GEN . CO . WESTnl '78: GEN. 

ON. WEST™ '78 Minialure . Villa Hotel. 
an Maleo. a li fornia . COli tact: Gen . Con. 

Wesl, P .O. nox 4042. Foslrr ity. alirornia 
94404 . 

Playback MOVES Feedback responses. Readers have 
been a sked 10 rale each aspect or the gamcs on 
a calc of I (Poor) to 9 (Excellent). For Ihe ac-
tual texi of the ques tions, sec Section B of 
Feedback un page 39. Publi her Abbrevia-

READER REVIEWS tions: SI'I = Simulalion Publications , Inc .• 
cw York: GDW = Gallic Designers' Work-

Playback ratings arc reader ('valuation of shop. Normal, Ill inois: MG(; = MelaGaming 
games Ihat arc acquired through S&T and oncepl s. Austin, Texa . . 

~( \ 
' 1>,\~ Typical (.... ft\<I.<I. G~~ 

~~\~\ (\ Rllting <:.l~<I. 1>,<1. l:>~ 0"'''' ~~\" i'-''' ~<I. .\~ ~<I.~ Rllnge 
Publisher SP I SPI PI MG GDW GDW 

I'u bliclltion Do te 3177 4177 4/ 77 5177 4/77 4177 

Price 9.00 12.00 9.00 3.00 18.00 13.00 

Nr. of Plllyers Rcviewinl( 302 94 92 92 48 41 

Dale Reviewed 1178 1178 1178 1178 1178 1178 

A. Mop. l'h)·sic:.1 Quality 6.41 6.77 7.08 3.5S· 6.37 5.68 6.1-6.8 

O. Rules, Physical Quality 6.41 6.97 6 .85 6.29 6.65 5.32 6.4·7.1 

C. ounlers, Physic:.1 6.85 7.09 6.88 4.63· 7.78 6.85 6.5-7.2 

0_ Ea 'f of PIIlY 6.30 6.30 6. 3 8.0 1 6.23 5.51 6.3-7.0 

E. Rules Complctenr. 6.46 6.78 6.94 6 .92 6.24 4.71 6.3-6.9 

F . Play Balllnce 6.41 6.77 6.58 6.48 7.10 5.80 6.1-6.7 

G. Game Length SuiLobilily 6.91 6.39 6.72 7.93 6.34 5.49 6.2-6.8 

H. cl-Up Time Suilobility 6.77 6.76 6.49 7.84 5.73 5.39 6.2-6.8 

J. Complexily . uilabilit) 6.75 7.05 6. 77 6.64 7.15 5.39 6.2-6.9 

K. Realism 6.83 6 .41 6 .85 5.08 7.46 4.93 5.9-6.5 

I.. On'rllil Rilling 6.64 6.92 7.01 7.14 7.33 5.51 (,.1-(1.11 

M. "/0 Who'd still buy 76% 77 11/0 S3 Uto 93 % 880/0 540f0 77 "10 

1'\. OJo Rec'd money's worth 86"70 85 % 86% 91% 98% 66% 112 % 

S&T SURVeY DATA 

OJo Who've played game 6211/0 11 0f0 21 % 12% 9Ctfo ofo 

Acceptability Ratinll 6.6 6.9 6.9 7.2 7.4 6. 

Complexity !lating 6.5 6.8 7.0 4.8 7.0 7. 

Game Lcnglh (hours) 3.0 6.0 5.0 1.0 8.0 8.0 

olitaire PlaYllbilit)' 4.5 3.0 5.0 6.5 3.0 

·Ogre. pan or MG Microgamc Series . contains an 8 '.4" x 14" map and UlllllOl llltcd counters. 

OCTOBER WAR 

Design: Irad B. Hardy 

DevelolJmcnt: Mark Herman 

Art: Redmond A. Simonsen 

Commcnls: Tactical combal in Ihe Middle 
' a sl during the 1973 YOIll Kippur War; scen­

arios and (lmpaign Game; observation, 
range 3tlcnualion. indirect fire. panic based 
on unil ca. ualtic . 

UA' LEFLF:t:T MARS 

Udgll; 13. E. Hessel and 
Redmond A. Simon en 

I)cvc\opmcnt: Greg Coslikyan 
Art; Redmond A . Silllon~en 

'omments; . Irategic ilnd taeliC;11 simulation 
or interplanetary conflict in our ~olar systelll. 
set in 21 st clllury; morale, produclion . tacti­
cal hip-Io-ship combat. political inleractions. 

... U)A GAl' 

Dcsil:n: James f . Dunnigan 

J)cveIOIJlllcnt ; Thomas Wa lczyk 

Arl; Redmond A. Simonscn 

'omments: Regimental and brigade level i­
Illulalion or hypothelic;11 Warsaw Pacl assauh 

into Wesl Germany: dlv ,Ional ilit eg ri ty. Ull­
tried unil s, air powel . ... hI:li III: .. I warrare. 
nnckar wcapon . 

Or.I~E 

Dcsil:n: Steve Jacl. \()11 

Comlllents; deucc I 'Iillu Micro!.l ramc. pi 1-

tin men again I [I "cybcrlank " - a huge 
fi 'htin' Illa hinc; Pdllllhitio combal. tanks . 
miss ile tank, .lIlIlIrl , IIlfantf)' , command 
posts . secna rio ; 1,111 flill rules ror camou­
fla ge. l11inc~, \cll Ik II 111:1 i, n. 

L.ABAT'1.1 II I 

2nd Edition 

10.' KOWA 

'ommfnt : I lit' 21111 EditiOIl or award. 
winnin ' 11111 1111 Ihl' Balt ic or Borodino; reo 
done, rl 11 1111 .'lIl1lc- maps (all rour) :lI l1J 

COUU II: r \, In hllil', new o rganiz 'lIional chall 
ror bllih ill • el',II.l le book ICls ror rules IIId 
CC II II! " 

1) 1" HI 11 IWOt( 

Ur It: lohn PI.lll,,, 

(11111111 111' / Stl.llcgic simulalion of Wmld 
\ I II II Ihl' Pacilic: air. lalld, and III v 1\ 

rul 
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Feedback 

How to uso tho Foodback Rosponse Card : Aher you've 
finished r ding this Issue of MOVES. please read the 
Fcedbec~ Questions below. and glvo us your answers by 
wrlling Ihe an var-numbers on lile card rn Ihe response 
box which correspond 10 each question number. Sco 
cenlOrfold for card 

Plooso bo sura to answer all questions (but do not wri te 
any thing rn tho box for question· numbers labelled "no 
questlon"l . Incompletely filled ·out ca rds cannOt bo 
processed. 

Whot tho numbers mean: When answenng questions, 
"0" always means NO OPINION or NOT APPLICABLE. 
When the Ouestron IS a "yes or no" quosllon, " 1" means 
YES and "2" means NO. When the questi on IS a IOtlng 
question, " I " is the WOR ST rating , "9" IS the BEST 
ra ting, "5" ls an AVER AGE rating, and all numbers in be· 
twcon express various shades of approval or disapproval. 

SECTION A 

1-3. No question, (leave blankl. 

Oues1ions 4 through '8 ask you to rate the anicles in this 
issue on a scale of' ~ pOor, 9 ~ oxcellent; 0 '" no opin­
ion). 

4. Thrco·Player W ar of tho Ring 

5. A ir War: Check Flrght 

6. Air War: Errata 

7. Space Opera 

8. Just Add Water". 

9. Cobra Errata 

10. Travot NolOs 

II. Drivo on Sra/ingrad Errata 

12. Opcrllng MOVES 

13. Desrgner's Not 

14. Your MOVES (overall I 

15. Forward Observer 

16. Playback 

11. ThiS Issue (overalll 

18. W as this Issue better than last one? 

The following questions ask you to ratD tho various tetters 
and responses in Your MOVES on a sca(e of , c total 
agreemont .. . to 9 '" total disagrcoment. 

19. One Way Mirror 

20. Varia tion vs. Innovat ion 

21. Big Games 

22. Big Plays 

23. Gamema~er /Gamcuser 
24. Large Game Requirements 
15. Assume thot you don't subscnbe to MOVES. Would 
the quali ty of thrs Issue alone motivate you to subSCribe? 
26. For how many Issues havo you had a continuous 
subscription to MOVES? 0 = ( don' t subSCribe; 1 = l:his IS 
my fi,st Issue; 2 ~ This ;s my second or th ird issuo; 
3 = This is my fourth or fifth issue; 4 - Tllis rS my sixth 
Issue; 5 = This IS my sovon th through eleventh issuo; 
6 = ThIS Is my twelfth rssue; 7= This is my Ihorleenth 
tI1 r oug ~, eighteen th rssue; 8 = This is my nll1eteen th or 
su bsequent issue; 9 0 I am a MOVES LIfetime Subscribor 
(regardless of numberof issues recerved), 

27. What tevel of comptexi ty do you prefer in games? 
Rat your nreferonco on a 1·9 scale. with higher numbers 
Indlr.a ting increased comptexlty. USB tho follOWing games 
as gU idelines. 1 = S rrikoforco; 4·5 = Chickamauga. 
7 = Parrol/; 9 = Air War. 

28. Your age: 1 ~ 13 years old or younger. 2= 14· 17; 
3 ~ 18·21; 4 = 22·27; 5= 28·35, 6 ", 36 or older . 

29. Your sex : 1 Male: 2 = Female. 

30. Educa tion 1 = 11 years or less. 2 12 years, 3 = 13·15 
years; 4 13 15 yea rs and sti li rn school; 5 16 years; 
6 17 vears or moro 

3 1. How long hnvo you bcon plaYing conllict Simulotlon 
games/ O I ss thanay ar, l I I'ear;2 = 2years 8 ~ 8 
years; 9 9 or mor yo.1rs 

31. Wn, tl t llO v 1 II number oj hours you spond play 
Inll SHnutn1l0n mas OJCIl month? 0 no no; 1 = t hour or 
I 55, 2 2·5 hours. 3 6·9 hours. " ~ 1 0· 1 5 hou rs; 
5 1 20 hours. 6 a 21 ·25. 7 ", 26·30; Ba 31-40; 9 ", 40 or 
more hour 5. 

33. How many simulation games lof all publrshorsl do 
you possess? 1= 1·10: 2 = 11 ·20; 3 .. 21 ·30; 4 ~ 31-40; 

5 = 41 ·50; 6 ~ 51·60; 7 a 6 t.70; Bo 71-80; 9 = 81 Or mare. 

34. Did you send In the feedbac card fOI YOUI last ISSlie 
of MOVES? 1 ~ yes; 2 ~ no. 

35_ Pick the one mCll abou t which you w ould most like to 
sco games and articles done: 1", Ancient (Rome. Grcok. 
Bibtica l , 300 BC - 600ADI ; 2 = Da rk Agos and 
R nalssance f600 AD - I600 AD) ; 3 = 30 Years War and 
pre· Napoteo nlC 11600 AD - 17901 ; 4 - Napotoo nic 
11790 -18301; 5 = CiVil Warf 19th Century 0830 - 19001: 
6 = World War 111900-19301; 7 = W orld War " 11930 -
19451; 8 = poSt-Worfd War 1111945- presentl; 9 = Present 
and future lanythlng goesl . 

Tho following questions concern a proposed new series 
of games to be published undor the title "Great Ballies of 
History." This series of games would cover some 24 to 30 
of history's most important belltOS, and woutd be pub· 
lished over a period of four to five years; they would bo 
sold on a subscription basis. Each game would cover a 
specific battle. ranging through time from Ancient Greece 
to the Modern era, on either a tactical or an oporationat 
levol. depending on how the subject could best be han· 
dted. The banles covored would be ones which have not 
been the subject of games previously published by SPI. 
All games would include a singte map. 400 counters. rules 
booklet. chans, and a 16-page historical aniclo. This ani· 
cle would be done in S&T style. with various modufes 
covering the battle itself, order of baltlo. organilational 
information, pfus modules on that panicutar period of his­
tory, concentrating on the leaders. stato of warfare, taco 
tics and combat doctrine, otc. Tho gamos would be pub· 
lished somewhal randomly rather Ihan in chronotogicat 
order. Games would be reteased approximately 8 to '0 
weeks apan. They would retail individually for $10 or be 
available through subscript ions for $49.95 per set of six 
(or more cheapty if demand is sufficientl . 

36. W outd you be Interested in the "Groa t Battles of 
History"? 1 = W ou ld defini tely subscr ibe to tho fus t sot (6 
garntlsl of the serres; 2 = Would deflnitety subscrrbe to 
more than one set of the series; 3 ~ W ou ld possiblv sub· 
scnbe to the selles; 4 .. Not Interes ted In subSCribing. but 
would d flnlt ety buy selected titlos; 5 - Not Interested in 
subscribing. but vould pOSSibly buy selected titles; 
6 = Not sU le yet (woutd fike to see the flls l gamel: 
7 ~ Defini tely not lnterOSlOd eithOI way In the series. 

The following 29 banlos are being considered.as potontial 
topics for the " Great Banles of History" series. Please 
rate them on a scale of 1 to 9 with "," lndicating a strong 
disinclination to sco the game publishod as a pan of the 
serios (400 counters , one-map formatl. up through "9." 
indicating strong enthusiasm to see the game so 
published. 

37. Mara thon. 491 BC 

38. Arbela (Gaugamelal3J l BC 

39. Zama 202 BC 

40. PhlhpPl42 AD 

41. Adrianople378 

42. Chalons 451 

43. Tours732 

44. Hastings 1066 

45. ManZlken 1071 

46. Lingn ltz 1241 

47. Cracy 1340 

411. Vienna 1527 

49. Panipa t 1526 

50. Lepanto 1571 

51. Soklgahara 1600 

52. Naseby 1645 

53. Blenheim 1704 

54. Pottova 1704 

55. Plassoy 1757 

56. Quebec 1759 

57. Saratoga 1777 

58. TrA falgar 1805 

59. Verdun 1916 

60. Warsaw 1920 

61. Midway 1942 

61. Stahngrad 1942 

63. Normandy 1944 
64. Dien Bren Phu 1954 

65. Suez 1973 

The (ollowlng quostions retoto to tho discussion of flavor 
and color in Opening Moves (see especially tho chan on 
page 31. PleDse don' t answ er th ese questions unless 
you'vo read the whote of Opening Movos including the 
chan. Basically the Editor / An Director is asking you to 
act as a check on his own biases and perceptions cancer· 
ning tho rating of SPI game-maps and counters for color 
Dnd flavor. For each game listed, examine the rating in the 
printed chan on pago thlee and then give your Overall 
Rating of that game's color/flavor. If you've not soon a 
game. write " 0." If you've not rcad Oponing Moves or 
don't w ish to respond, also write " 0" for all the questions 
in this sorios. Keep in mind that the overall Average 
Rating measures only the colorfulnesslftavorfulness of 
tho components - nor how attractive the overall effect 
mayor may not be. Remember also, the "benchmark 
games" Hway to tho ReiCh and TSS are au tomatically 
rated "9" as 0 standard of comparison . Try not to be In· 
lIuencod by your like/dislike for any game system or sub· 
ject. Rate only on the basis of how much color you 
perceive. and how historically flavorful you sense the 
graph ics of the components to boo Rato " I '· to "9." 
INote: due to lack of quostion space. the titles Canadian 
Civil War, Air War and Up Scope have been omitted from 
the 11511 . 

66. Revolt on the Eas t 

67. PanzcrGruppe Guderian 

68. ConqUistador 

69. Plot to Assassinate Hi tler 

70. Road to Richmond 

71. October War 

72. South Alr ica 

73. Veracruz 

74. Raid 

75. Cobra 

76. Af ter the Holocaust 

77. BauleFIcot BlS 

78. Conquerors 

79. Drrv on S talongrad 

110. Fulda Gap 

81. rreF,gh t 

82. Mighty Fonress 

83. Monuteman 

84. Modern Baules II Quad 

85. Napoloon·s Last Baules 

86. Ou treach 

87. Red Sun Risrng 

88. RUSSian C,Vil War 

89. S wrSofd,or 

90. Th" ty Years War Ouad 

91. Wach t am Rhein 

92. War Betwcon the S11l1OS 

93. War In Europe 

94. War of the Roog 

95. Wollrng ton 'S VIc tory 

96. NOOuestlon 

SECTION 8 

The results of the following survey arc used In our 
PLAYBACK system. This system reviews gamos by 
showing tho response of tho peopte who ptay the games. 
Questions 104-188 are part of PLAYBACK. 

After each game title there arO thin een questions !lettered 
" A" through " N" I. Unless otherwise noted. these ques· 
tions aro answ ered with a" '" IpOorl through " 9" lox­
cellent l rating . 

Ouestlon A - What dId you think of U,e phYSical quali ty 
and layout of t)lO mapshcot? 

Ouest Ion B - W lla l did you think of tho phySical quality 
and layo~J! of the rules folder/ 

Ouest ion C - Wha t did you think of the phYSical quality 
and lavout of the Unit counter~? 



Quos liOn D - What did you IIMk 01 tllC garno's "case 01 
lay" lliow w ell Ihe game moved alongll 

Question E- Whal dId you Ihink 01 tho "com plcIOllCSS" 
01 tho gamo's rules Iwas cvoryliliog 1I1010\Jgllly 
ex plarned ll 
Ques lion F - What uid you llim' 01 Iho garno's play 
ba lance Iwas Iho game intclos lm9 lor bOlh siues! I 
Ouest ion G- Wha l did you think abou l th£! ap­
propria teness 01 the length 01 the averago game? 
Oues tion H - What did you th ink 01 tho amm,nt 01 "SOt­
up lImo" needed boloro yau cou ld bogl n pl~ying tile 
gamel 
Ques tion J - Wllot did you think 01 the ap propria teness 
01 tlla compleXi ty 01 thi s gamol 
Oues tlon K - What did you think of thIS gamo's rea li sml 

Ouostion L - Wila t did you tllink 01 tllis amo ove rall ? 
Ques tion M - Would you sldl have bought th is g~mo II 
you knew tben what you know now abou t It II = Yes: 2 
~ No!. 
Ouest,on - Do you thmk yOIl received your money'S 
worth wllh thiS g"melll = Yes: 2 = No! _ 
Wo will ask you to rate six games. If you have not played 
these games. or have not played them enough to be ablo 
to evaluD!o them, then simpiv placo "0" in the boxes. 

VERACRUZ 
104. A (rnaps l1L't1t! 
105. B (r lJlesl 
1(1(,. C Icoun!erS) 
107. D (ease 01 play) 

III . H (set-up torno) 
112. J (cornplQxltyl 
113. K (real,sml 
114. L lovera ll l 

108. E Iru les completeness) 115. M (then nnd now) 
109. F (balance) 116. N (montly's worth) 
Iltl. G lion tl,) 117. No Q"estl on 

AmWAI~ 

Illl. A (mapsll[)oti 125. H (SOt-up ti rnel 
119. B Irulosl 126. J Icomplexltyl 
120_ C Icoun tersl 127. Ireallsml 
12L D (ease ot playl 128. L (ovmall! 
122. E II ules complotenossl 129. M (thon and now I 
123_ F Ibalancel 130. N (money's wort hl 
124. G Ilengtl1) 131.132. No Queslion 

MODERN BATII.ES II 

133. A Irnapshcotl 140. H {sot-up tlmel 
134. B Iruiesl 14 1. J (compleX ity) 
135. C {countersl 142. K (rea lism! 
136. D leaso o( play! 143. L (ov rai l) 
137. E (rules completenessl I-U. M I then and nowl 
138. F Ibalancol 145. N (monay's worthl 
139. G Ilength) 146. No QuestIon 

SQUAD LEADER (AH) 
147. A Imapsl1cct l 
I~. B (ru les l 
149. C !countersl 
150. D Icaso o( play) 
IS I. IllIles completeJ1 OSsi 
152. F Ibalance) 
153. G Ileng th ) 

154. H {sot-up tlrn e) 
ISS. J Icomplex lt y! 
156. K lrea lism) 
157. L loverall) 
158. M (then and r1 0wl 
159. N (money's worthl 
160.161. No question 

DA NTI.ESS (8alllclinc) 

162. A lmapsheet) 
163_ B (rL,lesl 
164. C Icountersl 

169. H (set-up timel 
170. J Icomplex lty! 
171. K (realism) 

1(.5. 0 leaso 01 playl 172. L lovelall) 
166. E (rules completenessl 173. M Ithen and nowl 
167. F Ibalance) 174. N Imonuy's worthl 
1(,11. G II ngth) 175. No QuoStroro 

TRAVEI.U: R (GIlW) 

176. 1\ lmapsheetl 
177. B Irulesl 
118. C Icountersl 
179_ D lease 01 play) 

183. H (set-liP timel 
184. J Icomplexi ty) 
IMS. K (rea lism) 
186. L (overat l) 

180. E (rules completenessl 187. M I then and nowl 
181. F Ibalancel 188. N (money's worth) 
182. G Ilene tI, ) 189-1%. No question 

NEW INSTRUCTIONS TO AUTHORS 
FOR MOVES ARTICLES 

Most of the articles in MOVES arc wrillen by 
its readers_ We'd like to give it a try - if your 
article is well wrillcn and on 3 subjcct of in­
lerest to reader, there' . a good chance il will 
see publica tion. 

Thc Subject of your article is up 10 you_ From 
lime to lime thc Edilor will sugges t potential 
article topics. Don't be afraid to write o!fother 
publishers games-,MOVES is not a "house or­
gan" that ignore the resl of the gaming world. 

Types of Arlides. T he kind of articles we'rc 
looking for fall into Ihe following general 
ca tegories: 

I. Operational Analysis. Deals wit h I he tact ics 
and I rategy of play in a specific game. 

2. Game Profile/Review. Description of a 
game or games with parlicular attention to it s 
simu lational system and pla>'abi lity. Any criti­
cism must be well-supported by logical argu­
ment and fael (not imply personal opinion). 

3. Documented Play. Descriplion of and com­
llIent on the move-by-move progress of an ac­
tual two-playe r or multi-player ga me_ Docu ­
mented play hould be the rcsult of several 
playings, the mo t relevant of which being the 
subject of the article. 

4. Field Report. Provides organized, valid in­
formation on somc aspeci of conniel simula­
lion of general interest. 

5. Scenarioplex. An experimcnta l section of 
scenarios (each no longer than two typewrillen 
pages) in the style of the parent game rule . 

6_ Footnotes_ Shorl essays (no longer Ihan 500 
words) on almost any subjeci relatcd to gam­
ing. No honorarium is paid for Footnotes. 

7. Miscellaneous. Articles Ihat don't fit in the 
specific categories, but which Ihc aUlhor feels 
appropriale for publication in MO VES. 

Manuscripl Requirements. Typewritten, 
double-spaced on while bond. Line length 55 
to 65 characters; no morc than 25 lines per 

A Special Plea 
This concerns changes of address. Now 
keep reading, even though I know it's 
boring and you're not planning on mov­
ing tomorrow. Eventually a/l of you 
change your address - and it causes 
perhaps the worst single set of service 
problems for SPI and you_ Many of you 
(somewhat understandably) neglect to 
notify SPI in advance of your move. This 
means that your orders and subscrip­
tions get fouled up and mis-routed. It 
also unnecessarily increases our order 
handling costs (which ultimately gets 
passed on to you in the form of price in­
creases). 

I ask your cooperation in this matter 
- mainly for your own benefit and that 
of all the customers that do notify us in 
time, but nevertheless bear the burden of 
paying for every other guy's failure to do 
so. 

page. Min-max length: 6 to 30 manuscripl 
pages. Pages should be numbered and lagged 
wilh aUlhor' la I name. Covcr sheet should 
give date writtcn, full-name, address, phone 
number, suggested titlc, and honorarium 
preference. 

Honol'llriums. For all published submissions 
(except letters and Footnotes) MO VES 
Magazine pays an honorarium althc rale of$4 
per running 10' of edited texl, ca lculated 10 the 
nearest half column. Alternatively . Authors 
may clect to lake their honorarium in SP I pro­
ducts at the rate of $8 per 10' rendered against 
the li st price of Ihe items. Honorariums (cash 
or credit slip) will be rendered )0 days after 
publication. 

Copy rights. All submiss ions to MO VES'auto­
matieally becomc the property of SPI. Be il 
undcrstood that any text , concept, or creative 
work submitted may be used by' SP I as it sees 
fit, whcther or not uch submis ions are 
published in MOVES arlicles. No atlribution 
or compcnsat ion will necessarily be rendered 
for such material save that normally granted 
when published as an article in MOVES. In 
submilling matcrial to MOVES, the author af­
firms that his submission is neithcr published 
nor under consi deralion for publication 
elscwhere and thai no part of his submillcd 
material is copyrighted. 

Please inc lude with your submiss ion a 
stamped, self-addressed postcard . On the 
message side of the card write Ihe name of your 
article. T his card will be uscd to inform you of 
lite Sla lUS of your submi ion. Aniclcs and il­
lustrations cannot be rcturned. 

Addres. all ubmis' ions 10: 
Redmond Simonsen, Editor 
MOVESMAGAZINE 
SPI 
44 East 23rd Sireet 
NcwYork,N.Y.10010 

What 10 Do: 
When you decide to move, notify SPI im­
mediately (it's never too early to do this). 
Give us your old address, your new ad­
dress, and the date upon which your 
new address becomes effective. Just 
send it to SPI Customer Service (a simple 
postcard is best) . Prominently title your 
message "COA_" In addition, when you 
file your COA with the Post Office, tell 
them that you wish to have your Third 
Class mail forwarded. They'll do this at 
your expense - but I think YOu'll agree 
that the small cost involved will be more 
than made up for by the timely receipt of 
S&Tand MOVES. 

I realize that in the rush of moving. 
few people cover all the details and 
paperwork involved in such matters. 
But, please try to remember your SP( 
subs and notify us at least six weeks in 
advance_ 
Thanks so much. Redmond 
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imuhllion. Publiclliions. Inc. 
44 EaSI 23rd SI rcci 
Ncw York. N.Y. 10010 

ADDRESS CORRECTION REQUESTED 

CANADIAN 
CIVILWAR 
The players of Canadian Civil Waf conlrol the 
Government Officials, Interest Groups, and Con­
stituencies who adhere to various schools of 
thought In regard to Separalism vs. Federalism. II 
is the interaction among the players during any 
given turn that affects the course of the game. 

The game map is nOI a map of Canada, but an 
abstract representation of the areas where 
political and military events occu r. These all sur· 
round the Crisis Zone - where control of the 
Issues IS often deCided. In addition to counters 
representing the polilical forces - such as 
Plemiers, Civil Servants, Interest Groups, and the 
Prime Minister - there are also military units in ­
cluded in the game which may take part in any 
National Emergency. The game does represent a 
politlcat contest, but violence lurks just beneath 
the surface. waiting to be triggered by a 
desperate player. 

The election procedures in Canadian Civil War are 
virtually identical to those of Ihe Canadian 
Parliamentary system . If, after a National Efec­
tion. the player with the plurality cannot muster a 
majority, he must negotiate to form a coalition. 
Negotiation. coalit ion. political maneuverin 
these are what Canadian Civil War is all about. 

BULK RATE 
U.S. POSTAGE PAID 

PERM IT NO. 15 
FRAMINGHAM, MA. 

• Four-Player Game of Political Confrontation 
• Negotiation, Coalitions, and Cabinet Building 



SPI The Greatest Selection 
of Conflict Simulations ••• 

JANUARY 
TO 

JUNE 
1978 44 East 23rd Street, New York 10010 (212) 673-4103 

Over 150 titles form Simulations Publications' complete line of Simula­
tions Series Games, QuadriGames and Folio Series Games. Every period in 
history is represented from 300 Be to the far future! SSG's and Quads are 
attractively packaged using a specially designed, compartmented plastic 
tray (these games are also available at a reduced price without packaging; 
see Z-Pack Games on the Order Form). 

A selected group of SSG 's and Folios are presented as Designer's Edition 
Games and Collector's Editions Games - each in 9" x 12" hard box with a 
compartmented plastic tray and game maps mounted on fully-wrapped, 
hard boards, SPl's Power Politics Series Games are also packaged in this 
format. Note: Numbers in paren theses reflect games' relative complexity 
on a scale of 1 (simplest) to 9. 

The Physical components of all games are generally similar, consisting of a 
playing map printed on cardstock or heavy paper (usually '22" x 34"), 100 
to 400 die-cut cardboard playing pieces, and complete rules. Our low price 
Folio Series Games are now packaged in a ziplock bag and sold at a greatly 
reduced price. Folio Games have 17" x 22" maps and 100 counters. Note 
[hat most of the Folio Games may also be had as a part of a QuadriGame 
- a set of four rela ted Folios packaged together. 

BUY SPI GAMES IN PERSON! 
If you're in New York City, sto p off at SPI's business office and buy the 
games you want with no waiting . Come to 44 East 23rd Street Uust west of 
Park Avenue South) and take the elevator to the 9th floor. Open for sales 
between the hours of 10 am and 6 pm, Monday to Friday. 

S&T SUBSCRIBERS DISCOUNT: 10% OFF WHEN BUYING THREE OR MORE GAMES! 

NEW TITLES 
Now Available! 

CANADIAN CIVIL WAR 
Separatism n . Federalism in Modern Canlldll 
A multi-player politica l game In which separatists, federalists 
and allied groups struggle for dominance while Canada's f uture 
hangs in the balance . Optional military end-game. Includes 
fea ture-length anielelS. 7} $9 

COBRA 
Patton' s Offensive in France, Summer 1944 
The Allied breakout trom the Normandy peninsula area, tracing 
f rom the St. Lo breakthrough to the encirclement of the Falalse 
Ga p, July·August 1944. IS.51 $9 

DESCENT ON CRETE 
The German Airdrop on Maleme, May 1941 
In·depth simulation covering the CNcial battle for Maleme Air­
field and aU action in the Suda Bay area , Pits German para­
troopers and mountain troops against POlyglot Commonwealth 
garrison. 17 .7} $15 

DRIVE ON STALINGRAD 
The Campaign in Southern Russia: 1942 
The German summer offensive across the Don River to Stal· 
ingrad and into the Caucasus and the Russian autumn counter­
stroke, that decided the outcome of the Second World War. 
ISSI $12 

A MIGHTY FORTRESS 
Reformation/ Counter-Reformation . 1532· 55 
A mUlti-player, political game covering the religious, military, 
and economic aspects of the Lutheran Reformation . ~ 5 . 6) $9 

OBJECTIVE MOSCOW 
The Death of Soviet Communism 
A hypothetical invasion of the USSR by a world coalition . 
Counterpart to the popular Inv8sion: America game. ~6,O) $20 

RAID ! 
Commando Operations in the 20th Century 
Tacticallovel special operations, including scenarios for famous 
recent actions such as Entebbe and the· assault on South 
Vaasgo. Extensjve command control and weapons differentia­
tion rules. lncludeslea ture·length anicle.IS.5) $9 

RED SUN RISING 
The Russo-Japanese War, 1904-05 
Division level game simulating the land and naval contlict for 
control of Manchuria and its key objective Port Arthur, Includes 
feature·length anlcle. 16.5} $12 

MIDDLE EARTH 
A Trilogy of Games from Lord of the Rings 
A two-map campaign game (Warofthe Ring), covering the en­
tire Ta lkien novel, plus two Folio-sized bame games (Gondor 
and SBuronJ, Available as one package Or as separate items. 
IS.6) MiddleE.nh: $21); W8roftheRing: $15; Gondor: $5; 

Sauron: $5 

UPSCOPE! 
20th Century Tactical Submarine Warfare 
Submarine.5 vs. ASW forces in scenarios from (he First World 
War up through to the near futu re, Convoys, sonar search, air 
ru leS. depth charges, torpodos . 17.01 $12 

VERACRUZ 
The US (nvasion of Mexico, 1847 
Operational simulation of Scort's climactic campaign in the 
Mexican War. Guerillas, morale, leadership. and diseases rules. 
16,71 $9 

ADVANCE ANNOUNCEMENTS 
Games to Be Published in 
the First Ouarter of '78 
Specific publi[;Btion dates will be announced in the latest Issues 
of S& T. Do not order until ad appears. List i.ln estimated order 
of publication. 

WAR IN THE PACIFIC 1941-45 
The Campaign Against Imperial Japan 
Map of the Pacific and Indian Oceans in seven 23' x 30' .ec­
tions, Full land/ air / sea simulation; 3200 counters, multiple 
scenarios and campaign game. 17.3) $35 

CRIMEA N WAR QuadriGame 
Four Battles of the Crimean War 
The battle. of Alma. Balaklava. Inkerman, and T cherneya ar. 
covered in four separate gam6s. Each game has its own map. 
counters, and an exclusive ru les folder. Also included with the 
QuadriGame (only' is an historical analysis of the Crimean War 
IS&Tanieleformall.IS.OI auadriGame: $14 

Indiyidual Folio Game (without Brtic/e); $4 

TO THE GREEN FIELDS BEYOND 
The Battle of Cambrai 
For the first time In history. the British Army used massed tank 
forces to break through the German lines in 1917. A mobile 
WWI battle in a fluid situation. IS.S) $9 

THE SIEGE OF CONSTANTINOPLE 
The End of the Middle Ages, 1453 A.D . 
A titanic siege pitting the huge forces of the massive Ottoman 
Empire against the small but vaniant garrison of Byzantines and 
Italians. Includes feature·length anicl •. [S.7} 

Published in S & T 66 and available separately for $9. 

AlRCAV 
Modern Helicopter Tactics 
An extensively researched treatment of the current US Army 
doctrine with rega rd to the deployment and use of helicopters 
V5. regular ormy ISoviet} forces. 17.01 $12 

ATLANTIC WALL 
The Invasion of Europe, June 1944 
A detailed banalion/ company simulation 01 D·D,y. Operations 
include: airdrops, naval gunfire support, air power, and beach­
head assaults, Five map section . (7 .5) $25 

ADVANCE ANNOUNCEMENTS 
Games to Be Published in 
the Second Ouarter of '78 
Specific publication dates will be announced in the latest issues 
of S&T. Do not order until ad appears. List is in estimated order 
of publication. 

AGlNCOURT 
The Triumph of Archery over Armour 
Henry V of England and 5400 fighting men, mostly yeoman ar­
chors, meet and defeat the massed chivalry of France - over 
20,000 armored men . Extensive rules for archery, individual and 
massed melee, morale. and much more, (6,5) $10 

STONEWALL 
The Battle of Kernstown, March 23 , 1862 
A regimental level simulation of Jackson 's spoiling attack 
against General Shields' division in the Shenandoah valley. 
Based on the award-winning Terrible Swift Sword system. (7 , O~ 

Published In S& T67 and 8VlJilablesep8r.te!y for $12 

THE ART OF SIEGE WARFARE 
}' our Sieges from the History of Combat: 
Tyre, Acre, LiUe, Sevastopol 
Four full ·size games which trace the development of Siege 
Warfare throughout the Ages. Pre-gunpowder and Gunpowder 
game systems in one double· box standard package. ISeo in· 
divldual game titles for descriptions. I 17.01 $25 

TYRE: Amphibious Siege and Assault , 332BC 
Alexander the Great 's siege of t he island city of Tyre. Macedo­
nian naval forces fight for naval superiority and launch an am­
phibiousassault. I7.0) $9 

ACRE: The Crusader 's Siege is Besieged,1191 
Richa rd the Lion Hearted and the Crusaders attempt to reduce 
the City 01 Acre before Saladin, the Sultan of Egypt. and the en· 
tire Moslem army can brellk the si0ge.17.0} $9 

LlLLE: The Siege of B Vauban Fortress, 1708 
Marlborough and Prince Eugen lay siege to Llilel the second 
most important city of France. Its defenses were created at the 
height of siege warfare by Vauban. the master of Siegeworks. 
~m • 
SEVASTOPOL 
Siege Parallels Defeat Artillery , 1854·55 
The final objective of the Crimean War took the British and 
French one full year to capture: t he city which harbored the 
Russian Black Sea Fleet. New non· hex grid. full topographical 
map with double-srze siege parallel counterS. a ,OJ $9 

THE NEXT WAR 
Combat in Europe in the 1980's 
New weapons, new tactics and organizations of air, ground and 
naval forces clash as Warsaw Pact and NATO forces maneuver 
from the6altic to Nonhern Italy. 16.5) $22 

SWORDS AND SORCERY 
Quest and ConQ uest in the Age of Mllgic 
A detailed fantasy world provides the bac~ground tor this In­
dividualized, multi-player game that re-creates the fantasy 
genre. Ineludos Character and Magic Item Cards . IS.71 $13 

CITY-FIGHT 
Modern Tactica l Combat in Urban 
En~ironmen ts 
An examination of the unique milltary problems involved In 
fighting In a city - including house-to-house combat, the 
utilization of airmobile troops, and the artillery support dif­
ficulti es of the situation. Companion to FireF;ght. (7.0) $12 

lZYUM: Debllcle Before Kharkov 
An operational· level game depicting the first premeditated 
Soviet counter-offensive, in May of 1942. (6.5} 

Published in S& T 68 and avallab/~ s~parat~1y for $9 

FREEDOM IN THE GALAXY 
The Star Rebellion, 5764 CE 
Played across the expanse of 40 solar systems. a space opera 
using a strategic / tactlcal system with various cultures and in­
dividuals.IS.O} $15 

REGULARL Y AVAILABLE GAMES 
Games Of The Contemporary Era 

AIR WAR : Modern Tactical Air Combat 
Jet fighters and bombers from 1952 to the 1990's. in up-to~the­
minute air-air and air-ground combat. Very detailed, with U,e 
full spectrum of modern air combat represented ~8 . 1) $12 

f1REFlGHT 
Modern U.S. and Soviet Small Unit Tactics 
Individual vehicles, fire1eams and squads in attack, defense, 
delay, contact and meeting engagement scenarios. (6 ,5) $ 72 



FULDA GAP: The First Battle of the Next War 
Battarron-19VGI game featuring chemical and nuclear warfare, 
pining NATO 's ac..:tivEI defense against the Soviet multi ~8chBlon 

attack. 16.41 $9 

MECH-WAR '77 
Tactical Armored Combat in the 1970's 
NATO vs. Warsaw Pact ; Arab 'liS. Israeli; Chinese vs. Soviets in 
platoon-company level scenarios of modern armored combat. 
~.~ . 
MODERN BA'ITLES Quadrigame 
Four Baul~s in the 1970's 
The battles of Golan IArab-lsr.oli, '731; tho "Chinese Farm" 
IArab-lsr •• Ii, '731: Wurzburg IGermany, hypothetical I; and 
Mukden (Sino~ SDviet. hypothetical) BrE! ,all presented in one 
package. Each battle has a separate map, counter sheet, end 
rules folder. Ondividual battlgs are available as separate Folio 
Games. see I::oupon.) ~ S.5) QU8drig8me: $'2 

Individual Folio Game: $3 

MODERN BATTLES II Quadrlgame 
Four Battles 
Banle for Jerusalem (Arab·lsraeli, '671; Bundeswohr INATO­
Soviet, hypothetical); DMZ IKorea, hypotheticall ; and 
Yugoslavia ~US and Yugoslavia vs. Saviets~, are all presented in 
one package. (Individual banles are available separately; see 
coupon. I (6.81 Ouadrigame: $12 

Individual Folio Game: $3 

NATO: Combat In Europe in the 1970's 
The forces of the Warsaw Pact launch themselves against 
NATO defenders in this game of the Soviet invasion of Western 
Europe. 18.0) $9 

OCTOBER WAR 
Tactical Armored Combat in the Yom Kippur 
Conflict, October 1973 
Platoun/company level simulation of Arab-Israeli oombat In the 
Golan Heights and the Sin.i 16.5! $9 

OIL WAR 
American Intervention in the Persian Gulf 
Operational level Falla game showing possible Ame, ican 
mil itary reaction against the Oil ea rtel. {B.O) $3 

REVOLT IN THE EAST 
Warsaw Pact Rebellion in the 1970's 
A Folio Game concerning is! hypothetical conflict betw8EIn the 
Sovi.at Union and Eastern European nations in revolt . is.OJ $3 

SINAI: The Arab-Israeli Wars 
Multi-scenario, operational level re-creation of the Middle 
Ea.tern powder keg. Includos 1973 war las well as '56, '67, and 
lato'70'sl . 15.71 $9 

SlXTHFLEET 
US/ Soviet Naval Warfare in the Mediterranean 
An unusual combat before movement system is incorporated In 
this game of superpower fleet confrontation in the 70',. 16.31 $9 

SOUTH AFRICA: The Death of Colonialism 
Simmering resentment breaks out in to full-scale warfare be­
tween the Black Nationalists and Whit8~,uIBd South Africa. 

"I • 

WORLD WAR THREE 
Global Warfare in the 1970's 
Hypothetical (hopefully) strategic "conventional" warfare be­
tween the superpowers. Mu lti-sc enario, nuclear options. 
~~ . 
Games Of World War Two 

THE ARDENNES OFFENSIVE 
The Battle of the Bulge, December, 1944 
Perhaps tne most dramatic battle of WWII, this simulation of 
the desperate German offensive is a tension-filled contest. 
~I • 

BARBAROSSA 
The Russo-German War, 1941-45 
From Hitler's invasion to the Battle of 8erlin, this multi-scenario 
strategIc level game recreates the e ntire sweep 01 tha E.ast 
Front. 15.21 $9 

BATTLE FOR GERMANY 
The Destruction of the Reich, 11144-45 
Each Playsr controls an invading Allred army and the German 
forces facing his opponent, in this Folio game simulating the 
final offensives in the East and West. 14 .01 $3 

DESERT WAR 
Tactical Warfare in N ortb Africa 

Platoon level game recreating typical desert actions InVOlving 
the British, Italians and Germans. Simultaneous movement. 
~n a 
DREADNOUGHT 
Surface Combat in the Battleship Era ~ 1906-45 
All the greaT battleships from both world wars Selll again in this 
comprehensive, mUlti-scenario, tactical simulation. f5 .41 $9 

THE FAST CARRIERS 
Air-Sea Operations 1941-77 
A multi~ll3ver 9ame presenting a·ttack carriers from WWII 
through the future engagIng In air-sea combat in historical and 
hypothetical scenarios. 17.21 $10 

GLOBAL WAR 
The War Against .Japan and Germany, 1939-45 
The "two-ocean" wa, to defeat the Axis. Full land game, plus 
extensive air and naval rules, including variable s cenariOS, 
"mini-games," and unit production. 17. 11 $72 

HlGHWAY TO THE REICH (2nd Edition) 
Operation Market-Garden, September 1944 
A company lovel simulation 01 the operation, Irom the para­
drops to the evacuation across th e Rh ine a t Arn ~ 

hem, with a map of the airborne "conidor" in fo ur inte rjoining 
22" X 34" ,ections. 17.51 $20 

ISLAND WAR QuadriGame 
Four World War II Battles 
The bettles of OkiMW. fApril '45I, Leyte IOctober '441. S.ipan 
IJune '441 , and Bloody Ridge IGuadalcan.I, September '421, 
are all presen ted in one package. Each banle has a separate 
map, counter sheet, and rules folder. (I ndividual battles ale 
Bvailabls as separate Folio Games; see coupon. ~ (5.D~ 

OuadriGame: $12 
Indivjdual FoliD Game.- $3 

KURSK: Operation Zitadelle, 4 July 1943 
Division / Corps level game simulating the last major German of­
fensive in the Soviet Union. Includes air units and fortifications. 
15.51 $9 

MOSCOW CAMPAIGN 
Strike and Counters trike: Russia , 194] 
Operat ional simulation 01 the Nazi drive on Moscow in the Fair 
o·f !41. Scenarios for 24 alte rnate games are provided. (5.5) $9 

Four Battles In NORTH AFRICA 
A QuadriGame consisting of Crusader ITobruk, November '411, 
Cauldron IGazala, May '421, Supercharge IAlamein, August 
'421. and Kass9rine I February '431. Each battle has a separate 
map , countBr sheBt and rules folder. (Individual battles are 
available as separate Folio Games; see coupon. ~ (4.8) 

OUBdriGame: $12 

PANZER '44 Indiyidual FoliD Game: $3 

Tactical Armored Combat, Europe, 1944-45 
German. American and British mobile engagements In France, 
Belgium and Germany during WWII. 16.31 $9 

PANZERARMEE AFRIKA 
Rommel in the Desert 
Operational level game of bold desen action. Includes critical 
aspects of logist iCS which resulted in the Axis defeat. 15.31 $9 

PANZERGRUPPE GUDERIAN 
Battle of Smoiensk , July 1941 
An operational lsvel simulation of the battle in which the Ger­
man blitzkrieg advance on Moscow was halted . (6.0) $9 

PATROL! 
Man-to-Man Combat in the 20th Century 
Individual soldiers clash in small unit actions. Multiple scenarios 
from WVVI through the presen t. A companion to Snlperl 
~ 1 1 • 

SEELOWE 
The German Invasion of Britain, 1940 
A fascinating "what if" game of Operat ion Sealion, the never­
executed amphibious assault on Britain. [5.3J $9 

SNIPER! House-to-House Fighting in wwn 
Unique man-to-man combat s imulation employing simulta­
neous movement rules to re-Create urban wartare In Europe and 
the U.S.S.R . 17.11 $9 

SPITFIRE 
Tactical Aerial Combat in Europe, 1939-42 
Plane-to-plane act:ion between the Luhwaffe and t he Allied air­
forces . Aircraft given include the Me-109, FW-190, Spitfire and 
Hurricane land many others). 14.71 $9 

TANK! 
Armored Combat from the 1930' s to the '70 's 
Individual tanks duel in 'tYpical mechanized actions trom the 
beginning of the Blitzkrieg to the prasent. (7.0} $9 

TURNING POINT: The Battle of Stalin grad 
The Soviet anack tha t crushed the stalled German Sixth Army, 
and which proved to be the turning paint of the war. 16 alter­
nate scenarios. 10.41 $9 

USN : The War in the Pacific, 1941-43 
All the essentia l elements of air, Ia.nd and sea combat are repre~ 

~Bnted in this all-encompassing, strategic level game on the de­
cisive early years of the war with Japan . ~8.1) $9 

WACHT AM RHEIN 
The Battle of the Bulge , December 1944 
A banalion-Ievel s imulation of the Battle of tha BUlge; includes 
fat[gue, march order formations, air power, 44" x 68" map. 
~m w 

WAR IN EUROPE 
The Stru2gle Against Germany and Italy, 1939-45 
This compfete pac kage contains both War in rhB West and W8r 
;n the E8st, Second Edition , pius the additional rules and 
material necessary to link the tw"o games. {7.3) $40 

WAR IN THE EAST 
The Russo-German Conflict (2nd Edition) 
Using newly designed three-color maps and counter6 compa­
t ible with the War in £uropesystem, the rules have bB'Bn " clean­
ed up," but t he familiar game is essentially unchanged. (7.2) $20 

WAR IN THE WEST 
Germany vs , Europe, 1939-45 
Map of Europa from Casablanca to Murmansk, in nine inte r­
jOining 22" x 34" sections I Over a thousand counte rs. Scen~ 
arlos include Poland 119391, France 11 940 !t 441, Italy 11 943-451, 
and Campaign Game. 17.2! $30 

WEST WALL QuadriGame 
Four World War II Battles 
The battles of Arnham (September '441. Hungen Forest i Nov-­
ember '44 ), Bastogne l Decembel 'M}, and Remagen !March 
'451 ara all presented in one pac kage. Each battle has a se parate 
map , counter sheet, and rul es folder . (Individual battles are 
available as separate Folio Games; see coupon.} f5.0J 

WORLD WARn 

OuadriG8me: $12 
Individual Folio Game: $3 

The European Theater of Operations 
The entIre Eu ropean wa r on a gra nd strategic level ; seasona I 
turns, air, land, and sea operations . Many new concepts. 
16.11 $9 

Games Of World War One 
War in Europe Module I : 
THE FIRST WORLD WAR, 1914-1918 
An "expansion kit" consisting of rules, charts and unit counters 
to be used in conjunction with the War in Europe Syste.m Game 
Maps. Simulate, war on corp, level. Without maps. 16.91 $12 

THE FmST WORLD WAR, 1914-1918 
S arne as above, with maps. $25 

WORLD WAR I , 1914-1918 
A strategiC level folio game. covering the entire wa r on every 
European front. Novel combat and manpower rules; six· month 
Game-Turns. (3.91 $3 

Games Of The 19th Century 
THE AMERICAN CIVIL WAR, 1861-65 
Grand strategic simulation of the bloodiest war our country ewr 
experienced . Includes lanCl, sea and rail ru les. {6.21 $9 

BLUE & GRAY QuadriGame 
Four Civil War Battles 
The battles of Chickamauga, Shiloh, Antietam, and Cemeta ry 
Hill I.t Gettysburgl all in one package. Each battle has a 
separate map, counter sheet , and rules folde r. (i n.divldua l battle 
games are available as separately packaged Folio Games; see 
coupon.113.BI QUBdriGBme: $12 

Individual Folio Gam~: $3 

BLUE & GRAY 11 QuadriGame 
Four Civil War Ballies 
The battles of Chattanooga, Wilderness, Fredericksburg , and 
Hooker ..... 5. Lee (at Chancellorsvllle1 all in one package. Each 
bante has a separate map, counter sheet and rules folder. [In­
dividual battle games are available as separately packaged Folio 
Games; se. coupon.IIS.91 OuadriGame: $12 

Individual Folio Game: $3 

BORODINO: N apoieon in Russia, 1812 
Operational level simulation of the only major battle between 
the Russian and French armies before Moscow. ~4.5) $9 

NAPOLEON AT WAR QuadriGame 
F'our Battles of the Napoleonic Wars 
The "Battle of Nation, " ILeipzig. 1813). the ban les 01 Wag ram 
11 8091. Marengo 118001. and Jena-i>,uerstadtI 1B06I. all in on. 
package. Each battle has a separa fe map, counter sheat, and 
rules fo lde r. UndividuBI battle games Bre available as-separately 
packaged Folio Game.; ,ee coupon.! 14.2! Qu.driGame: $12 

Individual Folio Game: $3 

NA POLEON 'S LAST BATTLES QuadriGame 
The Waterloo Campaign, .J une 1815 
The battles of Quaue Bras, Llgny, Wavre and LB Belle Alliance 
[Waterloof are all presented in o ne package. Each banle has.& 
separate counter sheet and map, and may be played separa te~y 

or combIned to all,:,w the simulation of the en tire campaign . fln­
dividual battles [Ire available as separate Folio Games: see 
coupon . I 16.01 Qu.driGame: $12 

Indivicft.Jal Folio GBmB." $3 

ROAD TO RICHMOND : Seven Days ' Battles 
A simulation of the critical three days of the ba ttle between Mc~ 
Clellan's Army of the Potomac and l ee's Army of Northern Vir­
gln;a. A Folio Gam • . 16.01 $3 

TERRIBLE SWIFT SWORD 
The Three Da}'s of Getl)'sburg 
A regimental/eve! simulation, using a map of the battlefield In 
three 22" >:; 35" sections (120 yards per hex), and 2000 counter51 
The ul t imate Gettysburg game. 17.51 $20 

WAR BETWEEN THE STATES 186]-1865 
A brigade and division level game with a 00"' )( 34'" map of thE! 
Confederacy and border f"e9ions, and weekly turns. (7.6 t $20 

WELLINGTON 'S VICTORY 
The Battle of Waterloo 
A battalion level simula tion, wit h a 68 " x 44 " map of the seven­
mile battle Iront I WO yards per hex l, and 1600 counters_ If>­
eludes battle format ion tactics, skirmIshes and a rtille rists. 
~I ~ 



Games Of The Pre· 19th Century 
BREITENFELD 
Austrians vs. S",'edes, November 1642 
A Folio Game and companion to the four games of the Thiny 
Years WarQuadriGame. {3.91 $3 

THE CONQUERORS 
The Macedonians and The Romans 
Two strategic simulations (with Tactical Battie Di6play~ cover­
ing the major campaigns of Alexander in Persia, and the Roman 
M edttBrranean eXiJansion . ~6, 7 ) $15 

CONQUISTADOR! 
Exploration of the New World, '1495·1600 
Players organize E'I:N:paditions oi naval exploration, followed by 
colonization and inland expeditions. Includes naval combat, 
piracy. historical explorers and missfonaries. (6.8) $9 

FREDERICK THE GREAT 
The Wars or the Soldier King, 1756·59 
Multi-scenario simulation of the major campaigns of Frederick 
in the Seven Yearn War. 15.81 $9 

FRIGA1"E 
Tactical Naval Warfare, 1600's ttl early 1800's 
Ship-to-ship combat in the age of cannon and sail. Multiple 
scenarios include actions involving British, Spanish, French 
and Dutoh fleets. (6.1 J $9 

LEGION; Tactical Warfare In the Roman Age 
Famous battles of the Roman IBgions, tracing their develop· 
ment and ultimate degeneration as a m ilitary system. (6.0) $9 

PRESTAGS MASTERPACK 
Charlot, Spartan, Legion., Viking, Yeoman 
Five complete games of the Pre-Se",enteenth Century Tactical 
Game System in one double-box standard package . {See in­
dividual game title. for desoriptions. 116.01 $25 

T HE PUNIC WARS; Rome vs Carthage 
A strategic, area·movement Folio Game on the three wars 
whioh decided the fates of the two great rival, of the Mediter· 
ranean. 16.5) $3 

SPARTAN 
Tactical Warfare in the Hellenistic Age 
A multi·scenario game enables players to rBrf ight t he major bat· 
l ies of the ancient world. Special rules embody the "feel" of an· 
clent taotics. 16.01 $9 

STRATEGY I; Strategic Warfare, 350BC to 1984 
Perhaps the most comjlrehensive simu la t ion ever produced. It 
covers BII the aspects of warfare in seventeen scenarios from 
Alex.nderthe Great to the potential nuclear holocaust. (3.91$15 

THIRTY YEARS WAR QuadriGame 
Four Seventeenth Century Battles 
The batties of Freiburg IAugust 1644), Lutzen INovember 
1632). Nordling_n ISeptember 1634). and Rocroi IMay 1643 
are all presented in one package. Each battle has a separate 
map, counter sheet , and rules folder . (Individual battles are 
aVBilable as separate Folio Games; see coupOn.) ~4 , 5) 

QU8driG8me: $12 
Jnd;vidua/ Folio Game: $3 

VIKING: Tactical Warfare in the Dark Ages 
Covers all the major milltary systems that fough t in the period, 
including vikrngs. Crusaders, Moslem cavalry and Byzantine 
legions. Many scenarios, covering signific.snt ban les f rom 
Tours to Liegnitz. 16.01 $9 

Fantasy & Science Fiction Games 

BATTLEFLEET MARS 
Space Combat in the 21st Century 
Tactic<l 1 and Strategic level combat in t he solar system; includes 
polit ical and econom1c aspects. (6.8) $12 

DIXIE 
North vs. South in the Twentieth Century 
A Folio Game postulating a ConfederatB victory in the Civil 
W.r, with a rematch being fought in the 1930's. 14.9) $3 

INV ASION; AMERICA 
Death· throes of the Superpower 
A hypothetical amphibious invaSion of the United States OC~ 
curing withi n [he next 25 years, led by t he Sino·Soviet forces 
, nd their aliies. Double-size map shOl'loS all of NOfth AmeriC<3. 16.51 

$12 

OUTREACH 
Galactic Expansion in the 30th Century 
A game of exploration, colonization and warlare as the frontier 
of humanity is pushed out into the MilkyWay Galaxy. 16.0) $9 

SORCERER 
Magical Conflict Between Conjured Armie~ 
An operBtionallevel game .£i~[ on a mythical continent in which 
magic actually works. Demons, Dragons, Trolls and Human 
B rmies, SorcererS and Va nexes. (5.0 J $9 

STARFORCE 
Inters tellar Conflict in the 25th CentuO' 
Starships flash acrosS the light·years to do combatrwith human 
and non·human adversari e:5i . StrBtegic / tacticallever. [B.O) $9 

STARFORCE TRILOGY 
Three sf games In one package - St8rForce, ScarSoldier. and 
OurrBSch.16.31 $17 

STARSOLDIER 
Tactical Combat in the 25th Century 
An individual- level game based on the Gcience·f iction future 
scenario developed for Star Force. 0 .1) $B 

Power Politics Series Games 

RUSSIAN CIVIL WAR 
Reds vs . Whites , 1918·19 
A multi· Player game depicting the struggle for power between 
the fragmen led political forces in the wake of the collapse of tne 
Russian Empire and the f all of the Czar. is.5l $12 

AITER THE HOLOCAUST 
The Nuclear DevastatIon of America; Reco\'el'}' 
and Reunification 
A multi· Player, Power Politic. Series game on the f ragment.· 
tion of the United States into regional sub-nBtions, set twenty 
years after a shatterIng nuclear war. Heavily economIc In orien· 
tatlon.17.51 $12 

The Plot To ASSASSIN ATE HITLER 
A two·Player conspiracy game conoerning the Generals' PIOI, 
which culminated in several unsuccessful attempts before and 
during the war. IS.2) $12 

Other Publishers' Games 

DIPLOMACY 
Multi·Pl ayer Europe.n. wwt·.ra power pol~ic,. 14.31 

QUEBEC1759 
French·British battle on PI.ins of Abr.h.m. 13.01 $12 

Backlisted Games 
Because of their slow rate oi SBle, these games' prices have 
been raised to cover the cost of mainta ining them in print. 

AUSTERLITZ 
Battle of Three Emperors, 2 Dec 1805 
One of Napoleon's great est vict ories simulated on the opera· 
t ional level using an elegantly simple game system. A tensely 
balanced game. (4.01 $10 

BREAKOUT & PURSUIT 
The Battle for France, 1944 
Allied armies chase the Germans to the Rhine in a reverse Blitz­
krieg, Operation at game with strong logistical feat.ures. {5.41 

$10 

BLITZKRIEG MODUI,E SYSTEM 
An expansion kit for Avalon HiWs Blitzkri~g game ~which i.9 
necessary for use) . No mEips are i nc1uded, (6.3} $10 

BULL RUN: Manassas 1861 and '62 
An operat ional level American Civil War game utilizing 
simultaneous movement and hidden units. five scenarios.l5.21 

$10 

" CAlf 
Tactical Naval Warfare in the Pacific, 1942 
Ship-to·ship combat set in t he waters around Guadah:::anal . Ten 
.scenarios employing ba ttleships, cruisers and deslroyers.l4.6l 

$10 

CHARIOT 
Tactical Warfa re in the " Biblical" Age 
Tactical combat in the "biblical" era. Multi·scenBrio re··creation 
representing battles from the dawn of civilization. (6.0) $10 

FOXBAT & PHANTOM 
Tactical Aerial Combat in the 1970's 
Plane vs. plane at ·supersonic speeds. Fourteen types of jet 
fighter aircraft are ava ilable t o simulate the eir act ion taking 
place today over the world's trouble spots. 15.41 $10 

GRENADLER; Tactical Warfare, 1680·1850 
A com pany/battery/ squadron 'scale game depicting sixteen 
famous battles in the period dominated by must(et and cannon. 
15.8) $10 

KOREA; The Mobile War, 1950·51 
A four-s<:enario game depicting t he ebb and flow of Communist 
forces sweeping overthe Korean Peninsula . ~6.0J $10 

LA GRANDE ARMEE 
The Campaigns of Napoleon in Central 
Europe, 1805, 1806, 1809 
Ac:tua lry thtee distinct games in one, sharing the same bat· 
tlefield map and counterS. Napoleonic grand strategy.l5.31 $10 

LEE MOVES NORTH 
The Confederate Summer Offensives, 1862·63 
Actually rwo distinct games in one, this simuiEJtion ofthe battles 
of Antietam and Gettysburg uses hidden movement. reeon· 
naisance, and leadership rules. [5.2J $10 

MUSKET & PIKE: Tactical Combat, 1550·1680 
A multi-scenario gam~ covering the period In w hich the intra· 
duc:tion and development of firearms transformed warfare from 
a hand·to·hand sluggIng match to a grislier contest of speed, 
precise tactics , and massed power. {5.S) $10 

NAPOLEON AT WATERLOO 
The classIc presentation of hlstory's mo.st well-known battle, 
complete with expansion kit. 13.5) $10 

RED STAR/ WHITE STAR 
Tactical Combat in Europe in the 1970' s 
Ten hvpothe'tical battles., betw~n US/West German forces 
and elements of the invading Soviet Army, played on a map of 
aClual West Garm.n teml in. 16.41 $10 

SOLDiERS: Tactical Combat, 1\114·15 
Simulates the small·unit tactics of the early slage of WWI, 
before the trench lines were constructed and anillery dUBls 
began . 15.5) 510 

WINTERWAR 
The Russo·Finnish Conflict, 1939·40 
Tinv Finland strains to stBm the invading Red Army. Game in­
dudes spedal polItical events w hich could have radically altered 
the outcome. 14.51 $10 

YEOMAN 
Tactical Warfare in the Renaissance Age 
Re-fight the battles of Bannol:kburn, Cracy, Biococca, Agina 
court, and many others in t his multi·scenarlo/ small·unit simu· 
lation. (6.0) $10 

Lower Rated Backlisted Games 
The following are backlisted games. w ith an acceptability rating 
below "6" (on . scale 011 to 91. 

AMERICAN REVOLUTION 
The Struggle for Independenoe, 1775-176314.0) $10 

BASTOGNE; The Battle of the Bulge 
andANZIO BEACHHEAD 16.0) $12 

COMBINED ARMS 
OperationallTactio.1 Combat, 1940-1970's 15.81 $10 

DESTRUCTION OF A.G. CENTER 
The Soviet Summer Offensive, 1944[6.01 $ /0 

THE EAST IS RED 
Sino·Soviet Conflict in the I.te 1970·s. 15.21 $10 

EL ALAMEIN : B.ttle, In North Afrfc9 . 1942 16.11 $10 

FLIGHT OF THE GOEDEN 
WWI naval cha •• in tho Mediterr.nean 15.81 $10 

KAMPFP ANZER 
Tactioal Armored Combat, 1939·40 15.9) $10 

MINUTEMAN 
The Second American Revolution 15.91 $10 

NORMANDY 
Amphibious Assault on Europe, June 1944 {5.6) $10 

OPERATION OLYMPIC 
The Invasion of Japan, 194515.6) , $10 

SEARCH & DESTROY 
Tactical Combat In Vietnam, 1965-66 [5.9) $10 

SOLOMONS CAMPAIGN 
Air, l and and Sea Operations, 1942-43 16.7) $10 

THE WILDERNESS CAMPAIGN 
lee vs. Grant. 1864 (5.41 $10 

WOLFPACK 
Sol itaire gam e of sub operations, 1942-4415.51 $10 

MINIATURES 
CONVERSION KITS 
for Wagram and Bailie of Nations 
These are complete orders of battle fn 15mm, cast 
metal mInIatures which may be used to replBce the die­
cut counters in the two games. Each set comes In its 
own box with labeled crear ptastic t rays plus a spare set 
of cardboard CQunters to use as stands If desired, A ll 
figures are unpaInted and have a Hght amount of flash 
to be f iled smooth, (Not a that these kits ate nor subject 
to discounts. f 

8attles of Nations Conversion Kit ~99 pieC:Bs): $15 
Wagram Conversion Kit ~98 piecBs) : $18 



the militarv history magazine with a game in it! 
Strategy & Tactics Magazine is a paper 
time machine: you return to the point of 
decision and alter the course of history to 
explore alternative outcomes. Through 
the technique of conflict simulation, the 
famous ballles and campaigns of military 
history become yours to re-create, substi­
tuting your judgment for thaI of the ac­
tual com~ander·s . Other magazines and 
books can only speculate about the many 
paths that history could have taken: 
Srralegy & Tactics enables you to find out 
for yourself - by redirecting the forces of 
change at the historical turning points. 

Conflict simulations are serious, adult­
level games. They are powerful analytic 
tools - paper computers that focu s your 
mind on the critical elements of an histori­
cal problem. The games are played on 
maps portraying the battlegrounds, with 
playing pieces that simulate the character­
istics of the participating military units. 
Although most games are designed for 

two players, they may be played by one 
(or three or more) . 
Srrategy & Tactics also provides a full­
length article dealing with the same sub­
ject as the game in the issue - plus other 
articles dealing with historical and con­
temporary military and conflict simula­
tion subjects . Subscribers are eligible for 
many special offers and discounts on 
Simulations Publications large selection 
of historical games. 

Here are some of the great games that 
have been published in S&T Magazine: 

World War I • PanzerArmee Afrika 
Tank! • The Punic Wars. Sixth Fleet 
The American Civil War • Conquistador 
Operation Olympic. Road to Richmond 
Panzergruppe Guderian • Breitenfeld 
Frederick the Great • October War 
Veracruz • South Africa • Raid 

Note: all of these games are now available 
separately as either $9 boxed games or as 
$3 Folio games (see Order Form). 

A FREE INTRODUCTORY GAME will be sent to all new S& T subscribers: Strike 
Force One, a simulation of a hypothetical Soviet-American confrontation presented in 
a game design specially created to introduce you to conflict simulations. 

BIG DISCOUNTS FOR S&T SUBSCRIBERS ON ALL SPI GAMES 
See "How to Order" on back of order form . 

Subscribe to 

MOVES 1agazine appears on alternate 
months as a companion to S&T, and is 
especially creat.ed for the serious gamer. It 
provides the commentary, criticism, 
advice and news necessary for him to get 
the most out of his games. A wide variety 
of articles generated by the readership 
and the SPI stan d.eal with the "nuts and 
bolts" of game-playing and designing. 
The articles concentrate on the gaming 
aspects of the newest and best military 
simulations and are intended to be useful 
and informative whelher or not the reader 
is familiar with the game under discus­
sion; to help him form an educated 
opinion on the game or reach a clearer 
understanding of its subtleties. 

STRATEGY &TACTICS 
ST AFF STUDY BOOKS 
These are attractive, hardbound books in a 
large 9 '14 x 7 '14 format, printed in two colors on 
quality paper . Approximately 700 words per 
page of text / 186 + 6 pages per book . 

S&T Stat/Study Nr. 1 
THE WAR IN THE EAST 
The Russo-German Confl.ict, 1941-45 
A comprehensive survey of the main theater of 
action in World War Two. Thirteen strategic 
battle maps, dozens of organizational 
diagrams, complete order of battle, extensive 
manpower and weapons data, plus 
bibliography and index . $9.95. 
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S&TStajjSludyNr. 2 
WARGAME DESIGN 
The History Production and Use 
of Conflict Simulation Games 
The "i nside" story of how games are designed 
and produced plus guidelines for creating your 
own games. Extensive section on the history 
and marketing of games. $9.95 



ORDER FORM: Send to Simulations Publications, Inc., 44 E. 23rd St., New York, N.Y. 10010 

New Games Now Available Advance Announcaments Folio Series Games Special Edition Games 
To order Boxed versions of games, check the box 00 not order these games until their publication is an- These games are now packaged in a These games are packaged in 9" x 12" il· 
under the lett hand column next to the appropriate nounced . To order Boxed verSions of games, check the plastic bag and consist of 17" x 22" card· luslrated cardboard boxes, with maps 
game. For Z-PBcks, check the box to the right of the ap- box under the left hand column next to the appropriate stock map, 100 die-cut playing pieces, and mounted on hard board, and with interior 
propriate tjtle. game. For Z-Packs, check the box to the right of the ap- eight-page rules folder. plastic storage trays ~Bxcepl those marked 

propriare title, 
Blue & Gray Folios; ntl . Other components in Designerls and 

Boxed Title l-Pack Games to be published In the first quarter of 1978, listed Collector's Editions are identical to the 
O CW $9 Canadian Civil War C lCW $8 In estlmaled orda r of public.ation, o YCH $3 Chickamauga same SSG and Folio titles , Power Politics 
o CO $9 Cobra I ZCO $8 o YSH $G Shiloh games are available in hard box only, 
o DC $15 Descent on C ~ete C ZDC $14 Boxed Title l ·Pack o YAN $3 Antietam 
O RR $12 Drive on Stallng rad o ZRR $11 [J WC $35 W ar in the Pacific o ZWC $32 o YCM $3 Cemetery Hill Designer's Edition G8m6s 

o MG $9 A Mig hty Fortress o ZM G $8 o OCW $14 Crimean War Quad o ZQC $13 Blue & Gray /I Folios: o HBF $18 Battl_FI.et Mats Inti 

o QRT $20 Middle Earth o ZQR $19 Balaclava ~ YBA $4 o YCT 
D HFX $12 Foxbat & Phantom 

O OM $20 Objective: Moscow ~ ZOM $18 Tchernava Ai"ver =:J YTC $4 $3 Chattanooga o HIA $18 Invasion: America Inti 
O RA $9 Raidl C ZAA $8 Inkerman o YIN $4 o YBW $3 8anle of Wilderness o HMW$12 Mech War '77 
o AE $12 Red Sun Rising l ZRE $11 Banis of the Alma o YAM $4 o YHL $3 Hooker & Lee o HNL $18 Nap's Last Banles ~nt' 
o UP $12 Up Scopel C ZUP $11 o GF $9 Green Fields Beyond o ZGF $8 o YFR $3 Fredericksburg o HPG $12 Panzergruppe Guderial1 
o VC $9 Veracruz [j rYe $8 o CS $9 Siege of Constantinople G ZCS $8 Island War Folios: o HSA $12 Sinai 
o LA $15 War of the Ring o ZLR $14 C AV $12 Air Cay C ZAV $11 o YLY $3 Leyte o HSN $12 Sniped 

O AT $26 ArlanticWali o ZAT $24 o YOK $3 Okinawa o HSO $12 Sorcerer 

Games to be published in the second quarter of 1978. o YSI $3 Saipan D HSF $12 StarForce 

listed in estimated order of publication, o YBR $3 Bloody Ri"ge o HLA $18 War of the Ring Int) 

RegulBr Games Boxed Title Z·Pack Modem Battles Folios: o HWO$12 World War Three 

o AO $10 Agincourt o ZAO $9 o YGO $3 Golan 
Collecrer's Edition Games 

rhe Boxed Versions of these games are attractively o SB $12 Stonewall o ZSB $11 o YCF $3 Chinese Farm o JAH $9 Arnhem 
packaged using a specially designed, compartmented o AS 125 Art of Siege o ZAS $23 O YWZ $3 Wurzburg o J8G $9 Battle for Germany plastic game box, and consist of cardstock playing map o AC $9 Acre o ZAC $8 o YMU B Mukden o JHN $9 Battle of Nations lusually 22." x 34") , 100 to 400 {o r morel die-cut, cBrd~ O ll $9 Lill. O ZLI $8 o JCM $9 Chickamauga 
board playing pieces, an" rule •. T~e com ponents of o SV $9 Sevastopol o ZSV $8 Modem Battl8s IJ Folios: o JGO $9 Golan Z-packs are identical ex.cept that they are packaged in C TY $9 Tyre o ZTY ~8 o YJR $3 Jerusalem o JOW 59 OilWar zip· lock plastic bags instead of boxes. To order Boxed ' 

D NA $22 The Next War o ZNA $20 o YBD $3 Bundeswehr o JOK $9 Okinawa versions of games, check the box under the leh hand :J SW $13 Swords Er Sorcery o ZSW $1 2 o YYG $3 Yugoslavia Power Politks Games column next to the appropriate game, For Z-Packs, :J CI $12 CityFight o ZCI $11 j] YDZ $3 DMZ 
check the box to the right of the appropriate ti fl9_ o IZ $9 Izyum o liZ $8 Nap's Last Bartles Folios , o KAH $12 After the Holocaust 

o FR $15 Freedom In the Galaxy o 2FR $14 o KAS $12 Assassinate Hitler 
Boxed Title Z-Pack O YWV $3 Wavre o KAC $12 Russian Civil War 
D A I $12 Air War ':I ZAI $11 o YLB $3 La Belle Alliance 

USE THIS BLANK SPACE TO ORDER O AW $9 American Civil War O ZAW $8 Backlisted Games o YQB $3 Quatre 8res 
CJ AN $9 Ardennes Offensive o ZAN $8 To order Boxed versions of games, check the box o YLG $3 Ligny UNLISTED PRODUCTS: 

D BA $9 Barbarossa o ZBA $8 under the left hand column next to the appropriate Napo/~on at War Folios: 
U BF $12 BattleFleet Mats o ZBF $11 g.me. For Z-Packs, check the bOK to the right of the ap- D YWG $3 Wagram o QBG $12 Slue & Gray Quad o ZQG $11 propriate title. (For explanation of Backlisted Games, o QST $12 Blue & Gray II Quad o ZQT $11 ,eepage3.1 

o YBN $3 8attle of Nations 

j] BD $9 Borodino o ZSD $8 o YJN $3 Jena-Auerstadt 
BOKed Tit le Z·Pack o YMR $3 Marengo O CR $1 5 The Conquerors o ZCR $14 O AR $10 American Revolution !J ZAR $9 

!J CQ $9 ConQuistador! o ZCQ $8 o AZ $10 Austerlitz o ZAZ $9 North Africa Folios: S8 T Subscriptions o DW $9 Desen War o ZDW $8 o SS $12 Sastogne! Anzio o ZBS $11 o YCL $3 Cauldron o NewSub 0 Renewal· D OR $9 Dreadnought o lOR $8 o BZ $10 Blitz Module System o ZBZ $9 o YCA $3 Crusader 
o FS $10 Fast Carriers o ZFS $9 o BP $10 Breakout & Pursuit o ZSP $9 o YKA $3 KBsserine +if renewing, give current exp, #: 
O FF $12 Fire Fight o ZFF $11 D BA $10 Sull Aun o ZBA $9 o YSC $3 Supercharge 1 SOl yr.lsix issues I $14 
o GA $12 First W . War IModule I) o ZGA $11 o CA $10 CA o ZCA $9 Thirty Years War Folios: 2S 0 2 yr. 112 issues I $26 
O WM $25 First W . War Iwit h mapsl 0 lYVM $23 o CH S10 Chariot o ZCH $9 3S 0 3yr.118issuesl $36 
o FK $9 Frederick the Great o ZFK $8 o CB $10 Combined Arm.s o ZCB $9 o YFB $3 Frelburg 
o FG $9 Frigate o ZFG $8 O DE $10 Destruction of AG Center 0 ZDE $9 O YLZ $3 Lutzen MOVES Subscriptions 
o FU $9 Fulda Gap o ZFU $8 o EA $10 T he East is Red o ZEA $9 o YNL $3 Nordlingen o NewSub o Renewal-
O GW $12 Global W ar o ZGW $11 a AL $10 EI Alamein o ZAL $9 o YAR B Rocrol -if renewing, give currentexp_#: 
o HR $20 Hway to Reich 12nd Ed.1 o ZHR $18 o FL $10 Flight of the Goeben o ZFL $9 West W81J Folios: 1M 0 1 yr. lsi. Issues I $8 o IA $12 Invasion: America o ZIA $11 o FX $10 Foxbat & Phantom o ZFX $9 o YHF $3 Hurtgen Forest 2M 0 2yr.112issuesl$15 o QIW $12 Island War Quad C ZQW $1 1 o GR $10 Grenadier o ZGA $9 o YBS $3 Bastogne o Current issue, $2,50 
O KS $9 Kursk D ZKS $8 D KP $10 Kampfpanzer o ZKP $9 o YRM $3 Aemagen S&T BACK ISSUES Iwlt houtgamesl : o LO $9 Legion C ZLO $8 o KO $10 Korea o ZKO $9 o YAH $3 Arnhsm o Bl Book I(HiI $5 O MW $9 Mech Wa r '77 C ZMW $8 o LG $1 0 La Grande Armes o 2LG $9 o QMB $12 Modern Battles Quad D ZOB $11 o IN $10 Lee Maves North o ZLN $9 

Stfl1tegy & Tactics Folios: o B2 Bock 1117-121 $6 

o QMT $1 2 Modem Battles II Quad [j ZQM $11 o MM $10 Minuteman o ZMM $9 o YBG $3 Battle for Germany o B3 Book 111113·1 51 $6 
o B4 BockIVI16-181$6 o MC $9 Moscow Cam pa ig n o ZMC $8 o MP $10 Musket Et Pike o ZMP $9 o YWW $3 WorldWarl o 4B Book Set I· IV $20 o QNP $12 Napoleon at War Quad C zap $11 o NX $10 Napoleon at Wat.~oo o ZNX $9 o YOW $3 Oil War 

o QNL $12 N apol eon 's Last B attlas [' ZOL $11 o NO $1 0 Normandy o ZNO $9 C YPW $3 Punic Wars S&T nrs, 19 through 66 are available at 
[j NT $9 NATO C ZNT $8 o OL $10 Operation Olympic o ZOL $9 o YDX $3 Dixie $3_50 each ~without gl1mes). If ordered In 
D ONA $12 North Africa Quad o ZQA $11 o RW $10 Red Star/Whit. Star o ZAW $9 C YBT $3 Breitenfel d quantities of six or more: $3. Later issues 
D OC $9 October War o ZOC $8 o SR $10 Search & Destroy o ZSR $9 e YRE $3 Revolt in the East as they became BVa ilabe, Indicate n rs , 
D OT $9 Outreach o ZOT $8 o SD $1 0 Soldiers o ZSD $9 o YRT $3 Road to Richmond desired: 
o PF $9 Panzer '44 o ZPF $8 o SC $10 Solomons Campaign o ZSC $9 Middle £8nh Folios: MOVES BACK ISSUES: o PA $9 PanzerArmee Afrika o ZPA $8 o WD $10 Wilderness Campaign o lYVD $9 (in illustrated cover) MOVES nm. 1 through 36 ar. availeble at o PG $9 f'anzergruppe Guderian o ZPG $8 o WW $10 Winter War o ZWW $9 C' XMT $5 Gondor $2.50 each, If ordered in quantities of six o PL $9 Patrol! o ZPl $8 o WP $10 Wollpack O ZWP $9 C XRN $5 Sauron or more: $2, Later issues as they become o PRS $25 Prestags Master Pack o ZPS $23 o YO $10 Yeoman o ZYO $9 available. Indicate nrs_ desired: _ __ o SE $9 Seelowe o ZSE $8 
o SA $9 Sinal o ZSA $8 1\ S&TBINDERS; 
o SX $9 Sixth Fleet o ZSX $8 SEE JlHOW TO ORDER" o BND Five or fewer: $6,50 each o SN $9 Sniperl o ZSN $8 

ON REVERSE SIDE o BND Six or more: $5.00 each o SO $9 Sorcerer o ZSO $8 
D UN $9 South Alri"" o ZUN $8 GBms Design Equipment 
o ST $9 Spartan o ZST $8 Blank. Caumer Sh8Sts: 
o SP $9 Spitfire o ZSP $8 o CMA 1> doz. Mod, color, A, $5.94 
o SF $9 StafForc. o lSF $S PLEASE PRINTYOUA COMPLETE NAME AND ADDRESS Dare .. o CMS y, doz, Mod. color, B, $5.94 
o SFT $17 StarForce Trilogy o ZSS $16 o CNA 1> doz. Nap. color, A, $5.94 
o SI $9 StarS 0 Idier o ZSI $8 o CNB Y, doz, Nap. color, B. $5.94 
o SY $15 Strategy I o ZSY $14 Blank Hex Shaets (16mm hexes! o TK $9 Tankl o ZTK $8 prices per ~ dozen sheets: o TS $20 Terrible Swih Sword o ZTS $18 Name: o SS short grn, unnumbered, $5.10 
o TP $9 Turning Point : Sta llngrad 0 ZTP $8 o SL long grn, unnumbered, $5,10 o OTY $12 30 Years War Quad o ZQY $11 o STB short grn. numbered. $6 o US $9 USN o ZUS $8 SUBet: Apr K _ _ _ O· LGB long grn, numbered,$6 o VK $9 Viking o ZVK $8 

Plastic Game Boxes: D WA $20 Wacht am Rhein o ZWA $18 
O WN $20 Waf Setw.en the States D lYVN $18 o BOX Three Plastic Boxes, $9 

O WE $20 War in the East 12nd Ed.1 0 ZWE $18 Ciry: SIBto: Zip: o BOX Six Plastic Boxes, $14 

O WR $40 War in Eu rope o lYVR $37 o BOX Twelve Plastic Boxes, $25 

D WS $30 War in the West o ZWS $28 
US Military give SSAN; Cust. code ____ ToraI6mt, enc/, ___ _ GAME ACCESSORIES; 

O WV $20 Wellington'. Victory o ZWV $18 0 MAP War in Europe map set o QWS $12 West Wall Quad o zas $11 lall nine mapsl $12 
O WT $9 World Wer II o ZWT $8 

FOR OFFICE Cu.t. Code Toral Credit posrBge Tex 0 MBN 8anle of Nations 
O WO $9 World War Three D ZWC! $8 

USEONLYI MIniatures set $15 

: 0 MWG Wagram Minlatur •• set $18 

Othf/r PublishBrs ' GBmeS S8T Staff Study Books 
o BWE War in the Eas'; $9.95 o DP $11 Diplomacy o BWD Wergaming Design: $9 ,95 o QU $12 Quebec 1759 



S&T Binders 
These binders are ru ggedly constructed In attractive brown 
leather finish vinyll and measu re 9" x 12'" x 1 ~ N, Each binder 
holds six copies o f S8-Tor MOVES. SpringAs.teal reta ining wires 
hold the Issues firmly in place, yet your magazines are not 
damaged in any way, .a nd ca n e.asily be removed hom the 
binder if you wish . $5.50. each 

Game Design Equipment 
Blank Counter Sheets: 
Each die- cut counter sheet co ntains 400 counters, w ith four dif­
felent colors to the sheet, a.nd co lo' on both front and back . 
choose either Modern Colors (consfsting of Field Gray-Green, 
On",e Drab, Golden Khaki Brown, and Desert Tanf or 
Napoleonic ColorS (consisting of French Blue, British Red, 
Bright Prussian Green, and Austrian White). 

Both c:o lor groupings are available in either TYPfJ "A" (pre­
printed with a mix of military unit symbols, plus 50me complete­
ly blank counters] or Type '·B" (blank counte's w ith some pre­
prin ted blank symbol rectang lesL Counter sheet5 may only be 
ordered by thB half-do;mn, .and each half-dozen sheets must be 
iden tical. $5.94 per J1. dozen 

Blank Hex Sheets: 
Numbered Hex Sheets have a sma ll, four-digit coordinate nl,lm­
ber printed in every hex: these sheets are 23" x 35" , and a'e 
avai lable printed in black ink. Unnumbered Hex Sheets are 
23" x 29". You may order lon g gra in (in which t he hex rows run 
para llBI to the long side of the sheet) or short gra in : Hex Sheets 
may only be ordered by t he half-d02Iim, and ~ar;:h half-dozetJ 
rrllJst/)t!idtmrical_ Numbered .. $6.00per !6 dozen 

Unnumbered: $5. TOper M- dozen 

Plastic Game Boxes: 
These boxes are the ones into w hich all Simulation Series 
Games are packed_ Eac h measures 12'" x 15"':x % "', and has 24 
closable compartments for sorting and stori ng unit counters. 
Game Boxes are sold in sets of three_ 

Set of Ihree: $9; six: $14; twe/ye: $25 

SPI Game Parts: 
Each game Is composed of three main g'oups of parts.. You may 
not purchase the individual items that make up suc h groups, 
rather you mus1 buy the whole group. 

Game Map Group." $3 for each mapsheet in the group (most 
games have only one mapsheet, so in most c.ases you would be 
paying only $3 per game-map) . For games which have mOre 
than one mapsheet per group isuch as Terrible Swifr Sward} 
multiply the numbsr of sheets tir1les .$3 to obtain the cost of the 
gmup. You must buy the w hole group. For mounted map· 
sheets, (ne prics is $3_50 tor eac:h one~section map and $5 for 
eac:h Mo-sectron map. Note that these are only available for 
OEG, CEG and PPS Games. 

Coumer Sheer Group: $1 .50 per counter sheet in the group . 
Multiply the nu mb~r of -counter shee(s by $1_50 to obtain the 
c:ost (tor exa mple, the Terrible Swift Sword counter sheet 
group would C:05t $7.50_ You m ust buy the whole group . 

Rules and Playing Aids Group: $3 per group . No matter how 
many items are indicated in a given group, the price remains $3. 

Speciel Na'e: The Rules/P laying Aids fo r War in Europe is $9 
Icomplete; Includes War in the West / War ill the Eastl. 

Cover Sh88ts and Folio Folders: Availabla by title, $1 per cove r; 
minimum ordar of th ree. 
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HOWTO ORDER BY MAIL 
Please read cure/lilly this en/ire sec/ion . 

Please enclose paymcm with yo ur order; make check 
Or money order payable to Simulation.i Publications, 
Inc . If possible, do not send payment in cash . All pay­
men ts should be in U.S. funds. 

Be Sure to print your fuJI name and address (induding 
zip code) on your orde r . Please do not enclose o ther 
correspondence wi Ih your order since t his causes de­
lays in the processing and fulfi llm en t of your o rder . 
New York State Residenls: Please add 4"7, sales tax on 
all o rders (except for magazines). New York City 
Residen ts: Please add 8"7. sa les laX on a ll o rders (ex­
cep t for magazines). 

All prices apply to orders from the USA, APO/ FPO. 
P rices subj ect to change withou t prior notice. Allow 
three 10 fo ur wceks for delivery on orders with in the 
continental US. SP[ products are shi pped via UPS or 
Parcel Pos t. All unused (intact) merchandise is re­
turnable fo r credit or cash rcfund within 15 days of re­
cei pt. [f you wish [0 receive your refund in cash. you 
must specify I'cas h refund. II Qt hen'r'ise j a credit 
voucher will be rend ered. Subscription refunds will be 
rendered on a pro·ra led bas is. 

[f you wish to re turn SPI products which you pur­
chas.ed at a retail store, return it to the store, !lo t to 
SPI. 

CANADIAN & FOREIGN ORDERS 

All payments On all orders to be sent outside the 
USA! APO/ FPO must be sent in U .S . fUDds. (W ber­
wl.\e orders ca nno t be fulfilled. ) Non·U .S. customers 
mUSI pay the following surcharges: 

S& T Subscriplion: plus S3.00 per year. MO VES Sub­
scription: plus $1.80 pcr year. Game Orders: pl us 
$2.00 on any order for fmm one to six games; plus an 
additional $1.00 for each additional half do, en or 
fraction of a half dozen over the first six games or­
dered. Game Desigll Equipment: plus S 1.00 for each 
hal f dozen boxes, hex sheels, or counter sheets. S& T 
or MOVES Back Issues or Folio Game5: plus $1.00 
for each six or fract ion of six magazines or Foli os. 
Books: plus $.50 for each book. 

Customers are wholly responsible fo r uny import 
duties their nation imposes. Please be aware that these 
charges are for the average additional handling and 
pos tage costs we incur when fulfilling a rtOrl-U.S. 
order. Foreign orders are shipped via surface mail (al­
low six weight weeks for del ivery). 

BRITISH ANO EUROPEAN CliSTOI\U:RS 

\"/e advise you to comact Simu lations Publica[ion.s.~ 
Uniled Kingdom requesting a currenl price lisi/ order 
form, and to use our UK branch as your SOtl ree of SPI 
prod ucts. This wi ll result in faster service than dealing 
with SPI/US. Write to: SPUK, Crown passages, 
Hale , A lt rincha m, Cheshire, WAI59SP, UK. 

AUSTRALIAN / NEW ZEALANUI::R 
CUSTOMERS 
Vie advise you to place your orders wi th Mi litary 
Simulations Pty Ud., 18 Fonceca St., Mordialloc, 
Victoria3 145, Aumalia. 

SCANDINA VIAi'i CUSTOMERS 
Wargamers Ce nter, O ster langgatan 10 S- I II 31 
Stock holm, Sweden 

SUBSCRIBER DISCOU NTS 
When orderi ng direct ly from S PI , all current S&T 
subscribe" are el igi ble'for Ihe following discoun lS: 

Three or more SPI games ordered: 
Subtract 100/0 

from tbe price of eacb game. 
(Boxed, Z-Pack, or Folio) 

Payment must accompany )'our order. No discount is 
giwn o n orders for Ie" Ih an three games of each type 
or for any number of "other publisher's " games. This 
discount is in lie u of any specia l offers dealin g with 
any SP I game. T hi s discount offer is made only to 
current SPI subscribers Or 1.0 individuals who su b­
scribe 10 S&T in the same order Ihal Ihey purchase 
games. Include your customer code (the six-Ieuer ab­
breviation of your name found o n your S&T subscrip­
tion label). 

BULK ORI)ER IlISC OUNTS: 

20"1, Discount on orders of from $200 to $299. 

30"1. Discount on orders of $300 and over. 

All single orders for games, game design equipment, 
and l or back issues which total $200 (or more) in list 
price , are eligible for a 2007, discount on the li st price 
of IJ,at merchandise. All such orders totalling S300(or 
more) list price are eligible for a 30% discount On the 
list price of Ihm merchandise. Such discounts wi ll be 
rendered if the merchandise is paid for in advance and 
lime is allowed for the funds to clear. Such discounts 
exclude the use of multi·game d iscount described pre· 
viously. They ma~· no t be appli ed to subscriptions or 
speeial offers or sen' Ice Features. Sales tax and foreign 
surcharges still apply to all discount orders. 

Ol E: SPI reserves Ihe rrgnt co change Or withdraw 
all discount offers wi thout prior notice. 

THE RULES ON COO ORDERS: 
Only orders for SPI gam es and back issues of S&Tor 
MOVES wi ll be accepted. COD orders will require 
from 10 to 20 days to be fulfilled. We can only serve 
Ihe continental U.S. We cannot serve RFD and Postal 
Box addresses . If an item ordered by phone is out of 
stock, the portion of your order which is in stock will 
be filled. Durin g the hours be tween 1800and lOOOand 
on all weekends and holidays, call: (212) 673-4106. 
During normal business hours, call: (212) 673-4103. 
A ll COD orders will have a $1.50 surcharge applied to 
the m. There is a minim um order requirement of $10 
and a maximum allowable of $5 0. No discounts on 
9 n ~ COO orders. 
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