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‘“‘A HELL OF A GOOD MAGAZINE!"
Dave Singer, Salem OR

~Of all the magazines | get, yours is the best. |
do not know how you keep up the consistent high
quality.””

Hal Wright, Toronto. Canada

'l read all the articles and find The Military Journal
truly outstanding ™
A. D. Stevens, White Rock, Canada

" The Military Journal is without equal in its field
of interest. It gives both comprehensive coverage
and exposure to historical information that is very
specialized. even fascinating in some cases.

Peter A. W. Rausch, Willingboro NJ

“After reading only three issues of The Military
Journal, 1 am now a hopelessly devoted fan.**
Peter Pry, Dept. of History, SUNY Binghamton NY

““Your magazine is great and unlike anything on
the market. ™"

J. Brown, Pico Rivera CA

**Not a wargaming zine, but rather. contains lots of
straight military history items...worth the cost!"" :
John Michalski in Brutus Bulletin

"1 really enjoy the articles since they cover topics
generally not found elsewhere. ™"
Karl L. Green, Troy NY

*"...detailed discussion of relatively obscure topics.
on a rather high level.™
George Phillies in History of Wargaming Quarterly

“'The levels that The Military Journal has reached
are beyond words! What a winner! | just can't say
enough about the expertise that has been shown by
the editor and authors.™"

Thomas G. Lynch, Nova Scotia, Canada

A fantastic 56 pages of articles, mostly related to
the lesser-known facets of WW2...madern war has
a few words...well-illustrated and reproduced, it
has a nice feel to it. It covers the widest base of
material.. lots...| just can't list it all. Not all are
well-detailed. but they are well-done. This zine pays
for its articles. thus demanding the good stuff.
Shoud! get. especially if this is your period.™

- John Mansfield in Signal

Why are these readers—and many more—so en-
thusiastic about The Military Journal? Send me
your name and address foday and 'l personally
send you a special package describing and illus-
trating what The Military Journal is all about.

Ray Merriam, Publisher [ Editor
THE MILITARY JOURNAL
218-P3 Beech Street
Bennington VT 05201

Abraham Lincoln (Dakota Territory) destined
to become central figures in the biggest
national tragedy since April 12th, 1865. The
tragedy, of course, was the annihilation of
Custer and five companies of the 7th at the
Battle of the Little Big Horn on June 25th.
Custer’s “*Last Stand™ gained him everlast-
ing notoriety. Custer’s ending was one of
the great news stories of the 19th Century
and it cast a black shadow over the Cen-
tennial.

Tents were not always taken along on
expeditions. Most of the time the troops
had to be content to crawl into crude sleeping
bags made from buffalo hides. The buffalo
was impottant to white man' and Indian
alike. The Indian used buffalo hides to make
tepees, blankets, winter clothes, even boats.
A buffalo tail made a good fly swatter. The
ribs became runners for dog sleds. Buffalo
meat was a principal staple of the Indian
diet...sometimes  sun-dried, sometimes
cooked over buffalo chips.

A lot of the troops were in the field for
a good part of 1876. The Big Horn expedition
Brigadier General George Crook and nearly
900 men left Fort Fetterman (near what is
now Douglas, Wyoming) on the 1st of March.
The men were on half-rations. had no change
of clothing and were exposed to tempera-
tures that often reached 30 degrees. At
mealtime, knives and spoons had to be dipped
in hot water or ashes before use; otherwise
they would pull the skin off the tongue.
These privations were part of daily life in
the many expeditions against the Indians.

Their heroism of the Army of 1876 can
be summed up in an incident of June 17th,
1876. An expedition led by General Crook
was attacked at the Rosebud River by the
Sioux and Cheyennes under Crazy Horse.
During the fighting, Captain Guy V. Henry,
of the 3d Cavalry, was shot in the face. Al-
though suffering fierce pain as he stayed
on his horse, his response is indicative of
the spirit of the Army of 1876: “‘It is nothing.
For this, we are soldiers."

This article has attempted to give you
some idea of the life of the cavalryman 100
years ago. They lived life fully...working
hard and playing hard. Rank was hard to
come by and a soldier with a clean disciplinary
record was even harder 1o come by. The
long days spent moving in column through
the desert were hard on both the horses
and men and when they reached garrison
once again...they took what little money
they had and spent a wild night on the town.
The next morning they were sore, penniless,
and up for punishment. BUT...they were
soldiers of the first rate and their duty and
courage could not be questioned. This article
is dedicated to those men and the soldiers
of today’s modern Army. Especially to the
men of the 2d Squadron of the 3d Armored
Cavalry. Of those men, there is one especially
hard-working and hard-living bunch that I
dedicate this to...the men of “E™ Troop.
When they move into the field... they know
how to “'soldier". They move day and night
with very little rest for either the men or
vehicles and they carry on the role of the
Cavalry...1o move fast. hit hard. and carry
the fight to the enemy. To those men I can
give no greater accolade than to say thag
they are first rate Cavalrymen. =

game review

BY: LARRY L. BOST

AVALancHE 1o put it mildly.is a
‘‘massive’”” game. It’s not quite the same
thing as SPI's TERRIBLE SWIFT SWORD
in size...but it is **massive’” when compared
to other amphibious warfare games. GDW
has spared no expense in making AVA-
LANCHE a truly impressive game.

This game is one of GDW's ‘“‘third gen-
eration’’ presentations and definitely shows
their growth and increasing expertise. All
of the components demonstrate the fact
that a great deal of effort has gone into the
design of this game and the map (in parti-
cular) shows a lot of imagination and innova-
tion.

I have been waiting for the best part of
17 years for a good amphibious . landing
game to come along. D-DAY was much
too simple as a game and showed only the
strategic aspects of the operation (and very
little of that). SPI's NORMANDY wasn’t
done well at all and still left a great deal
to be desired in realism. ANZIO was another
case of being in much too large a scale for
my taste...so AVALANCHE seemed to fit
the bill just perfectly.

AVALANCHE is a very vivid recreation
of the Anglo-American Salerno landings
in German-occupied ltaly in September of
1943. The counters are basically company/
platoon level (though battalion and brigade
sizes are used) and the hexes are approx-
imately 1,300 yards across. The two-player
turns are only 8 hours in ‘“‘real”’ time with
one day being 3 turns long. The 27-turn
game (or less) is truly a tactical level simula-
tion.

The map is really the most impressive
physical feature of the whole game. When
you remove it from the zip-lock container
it will immediately draw your attention.
Once you have examined the map carefully,
you will not rest until you have played the
game. The map is done in blue, black, white,
light green, dark green, light brown, medium
brown, and dark brown. All in all, the colors
are very well combined to represent the
very rugged terrain of the beachhead and
the surrounding hills. The Bay of Salerno
resembles the right half of a cupid's heart
and the suitable landing areas are shaped
like a triangle hanging off its right side.
Surrounding the triangle arc the heavily
wooded, steep sided hills common to the
Italian Peninsula. The various shades of
white, browns, and greens are used to indicate
the variations in height. For example; 0-49
meters, 50-199, 200-599, 600-999, 1,000-
1,399, and 1,400 meters and up. The various
features shown on the map include buildings,
villages, airfields, cliffs, highways, improved
roads, roads (usually dirt), bridges, rivers,
harbors, and the ocean. One of the most
striking things about the map is that it comes
in two 14 X 22”7 sections (44 X 28" over-
all). This, personally speaking, is one of
the best maps I have seen in a long time.
This map is more than large enough for
any and all maneuvering that you might
wish to undertake. The only two items that
might have been placed elsewhere are the
terrain explanation chart and the naval at-
trition/tactical air chart. But these are not
serious drawbacks to maneuver and they
do not detract unduly from the looks.
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Four 8% X 11" charts are also included
with the game components. One shows
the Allied Initial Order of Battle/Order of
Appearance on one side and the Combat
Results Table, Artillery Table, Terrain Ef-
fects Chart, Terrain Column Modifiers,
Vehicle Column Modifiers, and the Defense
Value of Terrain on the reverse side. Another
card shows the German Initial Order of Bat-
tle/Order of Appearance with duplicate
charts on the reverse. Two further- cards
give the Additional Indirect Fire Charts,
Unit Identification Chart, Unit Sizes, color
codes, abbreviations, special function codes,
counter code information, platoon breakdown
charts, ship types, and the airborne scatter
table. All in all, a huge amount of information
on just four sheets.

The counters are most impressive. There
are four sheets of 960 counters (380 of them
printed on the reverse side) printed in 11
colors. The reverse-printed counters are
part of the platoon breakdown system used
in AVALANCHE. The size of the map and
the sheer numbers of counters makes AVA-
LANCHE a massive game, but one that is
more than worth the price of the package.
The counters are professionally done and
very, very, attractive. The unit types repre-
sented include: infantry, glider, parachute,
motorized, lorried infantry, commando,
engineer, reconnaissance weapons, cannon,
antitank, field artillery, antiaircraft, glider
antitank, parachute weapons, glider weapons,
Shermans, M-10 tank destroyers, half tracks,
M-8 motor howitzers, armored cars, Tigers,
railvay artillery, Panthers, Panzers, MK
IVF2's, MK IVE's, MK IIlJ’'s, MK IIIM’s,
assault guns, Hornisses, and Marders. The
counter mix also includes pieces for bridges,
demolition, ‘‘pinned’’, individual ship count-
ers for naval gunfire support, and the turn
record chart.

AVALANCHE

The Salerno Landings

The rule book is 8%2 X 5%” in size and
only 20 pages in length with a lot less than
a page of errata enclosed. This indicates
that the game will be better tested and have
fewer ‘‘loopholes’ than most of the products
on the market today. The average game today
appears in June and by August the company
is offering an “‘up-dated and new and im-
proved”” version of the rule book for “‘just
50¢ or one dollar’’. GDW never has those
kinds of offers because their games are
tested before they are sold to the gamer.
BUT, those are just the physical attributes
of the game. Impressive though they may
be...AVALANCHE has a combination of old
and new game systems that make it easy
to play, realistic, very interesting, and quite
educational...in its own way.

The rules use some new systems that
really present a situation closer to a real-
istic amphibious landing than any game that
has yet come along. The game turns. are
broken down into movement, artillery fire,
and combat. AVALANCHE has a SIMOV
combat system that further divides the combat
segments into a defender’s first-fire and
the simultaneous fire segments. The reverse
printed counters are used for step reduction
once the going gets tough.

The movement system is another unique
feature of AVALANCHE. All land units
are given 10 movement factors, but they
expend them in varying rates according
to what type of unit classification they have;
leg, wheel, or track. Changing from one
terrain elevation to another also costs move-
ment points and the rivers are passable

only across bridges (something every good
wargame should use).

The combat rules and systems produce
a quite realistic system of intrinsic hex defen-
sive values, combat ratios, and terrain-
produced advantages. It is one of the more
playable, realism oriented, systems that
1 have seen in a long time.

The Allied player finds the going sur-
prisingly easy in the first few days, as a
rule of thumb...while the Germans must
retreat slowly, but wisely. Their key to success
will be to hold onto as much of the road net
as possible as they attempt to contain the
Allied beachheads in preparation for counter-
attack. The terrain will give you fits...but
the challenge of AVALANCHE will make
it that much more interesting.

AVALANCHE, RUSSO-JAPANESE WAR,
and MANASSAS, have gone far to show
the ever-improving abilities of GDW as a
game design team and AVALANCHE... es-
pecially...has proven their art and playable
realism capabilities. We look forward to
many more superb games from the GDW
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ARE YOU MOVING???

If you are...please make sure we hear ahout
it. too. Send us the old address and the new
address. It makes it much easier to trace
you and to ensure that your copies of P&D
reach you. Give us a break and let us know.
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