Game Review
By Jack Greene Jr.

Title: cHACO
Price: $6.80
Source: Game Designers' UWorkshop, P.O.
Box 582, Bloomington, I1linois, 61701.
Subject: The war between Bolivia and Par-
aguay, 1932-35,
Designer: Marc William Miller

One receives a 24" by 28" unmounted two
color hexagon map of the Bolivian/Paraguayan
theater of operations. Most of this region
is "E1 Gran Chaco." The entire board stret-
ches from Santa Cruz to Asuncion, has cit-
jes, mountains, oil fields, roads, swamps,
railroads, and a special Mennonite colony
which, if violated by the Bolivians, costs
the Paraguayans two victory points. One

also receives a set of instructions, sev-
eral playing aid sheets, a combat results
table, a terrain effects sheet, and several
hundred die-cut mounted counters. There is
an extensive and humorous set of designer
notes as well as an excellent bibliography.
This latter is of great value. One can go
on from it to learn more about the campaign.
Admittedly this is an obscure campaign so

I am unqualified to pass judgement upon the
designer's research, but this item gives one
a feeling that adequate work was done. Fur-
ther, if a bibliography were to be inc]uded
with all games then one could more easily
discover the weaknesses (if any) of the
designer's approach.

This simulation is one of "classic infantry
warfare" between Paraguay and Bolivia. The
basic unit is the infantry regiment and
though _you are given many units, no more

than 1/3rd are &ver employed at one time,
and usually it is a quite smaller number.
A1l units can be combined to form higher
Tevel organizations up to the Corps level.
Though either army is basically infantry
oriented, there are air units, cavalry
{which is infantry with easy-to-kill horses),
artillery, two Paraguayan gunboats, engine-
eers, and some Bolivian tank units. Both
players may use truck and horse units and
the Paraquayans may constitute a motor-
jzed division. To round out the simulation
there is a third player "Tell it to the
Marines" intervention scenario. This calls
for ‘FDR to throw the Marines (recently
back from chasing Sandino) into Bolivia
and/or Paraguay (transported by the air-
ships Macon and Akron no less) to end the
fighting! The average Paraguayan regiment
is worth 4 combat factors while the Bol-
ivian regiments are worth 3. A Marine bat-
talion is worth 8 combat factors!

The physical look of the game is quite nice;
it almost appears as if Simonsen with his
somber colors had prepared the pieces and
board. Chaco is definitely a professional
presentation. The rules are not clear on

a few points but otherwise are quite adeg-
uate. Game length is seven turns and goes
quite adequate. Game length is seven turns
and goes quite quickly, approximately two-
three hours game play.

During the game both sides get to attack.
The Bolivians dominate the first two turns,
but the tide slowly begins to turn as the
Paraguayans receive more and faster-arriving
reinforcements, thereby slowly gaining the
initiative. The basic Paraguayan strategy is
to gain as much territory as he can with as
few losses as possible. The Bolivian strategy
is to sieze and hold, regardless of losses.
Victory points depend on territory and
losses. However, losses are geared to pop-
ulation size, which means 1 dead Paraguayan
hurts more than 1 dead Bolivian. Victory is
simply more points than the other side; it
is not graduated between tactical or strat-
egic victory.

Chaco will be a near classic game, It is
short and exciting with both sides getting
options to attack and having the ability to
shift troops quickly from one front to
another during the six-month-long turns. If
one side gets a breakthrough then one can
push troops way behind the enemy lines.
This game appears to be well researched,
and is semi-rigidly historical in present-
ation. That is to say, Chaco and the Game
Designers’ Workshop appear more akin to the
philosophy of SPI than say a classic Avalon
Hi11 or Conflict Game Company game. Which
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is why it will not be a classic, only near-
1y so. To give just two examples of his-
torical vs. playability approach: automatic
victory is such that one can make a few
special dispositions and slow the enemy's
advances, which gives one the correct
historical feel of a semi-World War I men-
tality; since there is no graduated vic-
tory, if one side or the other gets into

a desperate position then he might as well
surrender. What this means is that while
historically accurate, a certain degree of
playability is lost that makes a truly
playable and "fun" game that a classic
must be, To sum up, I think that at pre-
sent, an excellent historical game (which
Chaco is) can not be put in the plavability.
format of say Afrika Korp or Waterloo.

Let me end this with one final thought,
Considering the large number of "average"
(a synonym for crap) games on the market
these days, and the fact that the war-
gaming hobby is lucky if it gets one
“"classic" a year, being a near<classic is
a good buy,
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PO. BOX C,
BELFAST, MAINE 049Is

#61 $1.50

Excellent history article on German
High Seas Fleet of UWI; complete
rules for 9mm Napoleonic miniatures;
two good PANZERBLITZ articles: review
of CONQUEST; USH modifications; ex-
cellent strateqy articles on YWINTER
WAR and ORIGINS OF “WII; much, much
more,

#60 $1.50

An analysis of how unit combat factors
were assianed in GETTYSBURG and CHAN-
CELLORSVILLE; the nuts and bolts of
game design; how to represent cavalry
in a board game, with application to
CHANCELLORSVILLE; WATERLOO rules clari-
fication; Scruby on the problems of
producing miniature fiqures; reviews
of KASSERINE PASS and NORAD; Tactical
Analysis of 'BULSE; history of the
Tonkin Yar; fantasy warqaming a' la
Tolkien; LUFTUAFFE variant; much more.

#39 $1.50

Comparative reviews of 3 Italian Front
games and 3 W4T Air-Yar games. The
Future of Yargaming by five publishers;
excellent miniatures articles by Jack
Scruby and Leon Tucker; much much more.,

#58 $1.50

Features Part II of Lundstrom's Rus-
sian Front series. Alse articles on
the games VERDUN, HATERLOO, and three
Ardennes qames, and a special DIPLOMACY
feature describing a complete game.

#57  $1.00

Special Civil Mar issue with history
and desianer's notes on ATLANTA, on
the Games SETTYSBURG and CHANCELLORS-
VILLE, Part YI of the Suide to the
ACH, and more,

#56 $1.00

Last of the old 7"x 9 3/4" size, Fea-
turing Tom Oleson's analysis of the -
rise and fall of AH's ANZIO, Nowak's
study of "the Oblique Line", review
of HANNIBAL, Part V of the Guide to
the ACH, and others,

#55 $1.00

Features Part I of the Russian Front
series, Gygax on WATERLOO, double
comparative reviews of ALEXANDER &
PHALANX, Part IV of the Guide to the
Civil Yar, much more.
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