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DITORIAL

JOHN SPENCE

Ovar the years | have watched friends and scquain-
tances design board wargames and, somewhers
glong the line, many have decided to produce their
own game. Hindsight shows that most make that
decision with a total lack of knowledge as to how
to go about it and what problems they are likely to
meat — or even what it might cost them. | thought
| would spend a little time in this editorial skating
tand | amphasise the skate) over some of the infor-
mation | have gathered and to comment on
amateur game production as | see it. An in depth
cover of the subject would taske s 5000 word
article so don't look for the detail you want in this
short notel

Let us assume that your design has gone through
the production mill and now has the look of a
real winner to you — smooth, interesting, balanced
gtc. ate, — is it publishable? Have you considered
map size, colours required, complexity, will it be
printable, are the counter sheets planned, rule
length edjusted to standard length to fit into &
reasonable rule book, ete.? O.K, = you have — well
why are you wanting to print it. | suspect that
most designers, though not sll, belisve that thay
will gat a reasonable economic return for their hard
work and, by producing it themselves, are maxi-
mising their return by cutting out the middle man
ar professional publisher. | suspect that this s the
first big mistoke the aspiring designer makes since
1 believe 290% of amateur producers can do no
more than just cover their production costs — | am
willing to wager that few get an economic return
for their wark (though am waiting to be corrected
by those with more experience then I1). This must
be a great dizsappointment.

What do | base my suspicians an? Well, experience
and conversation shows that producing a game has
many more costs to it than most people will
belisve — let us look at a few of themn Bs examples,
To get 85 wide a buying public as possible one must
have a professionslly produced product so will
postulate the production of a single map, 200 —
A00 counter game that comes boxed and has the

gquality of a 5P| game [one can always reduce
quality later!]) with a reasonable production run.
First, when ane splits the cost. of the components,
the map takes 31% of total costs, rules 12%,
counters 24% and the box wrapping and plastic
tray etc. up to 33%. These costs don't come as a
single charge but rather a whole wriggling mess of
sraller changes,

Using the counters to demaonstrate the split in COETS
one can say that each step in the following series
requines payment:

1) Original artwork — take your countérs and
convert them to a printable format.

21  Produce plates from finished artwork,

3)  Proof the plates — check that they are O.K, |

4]  Correct and reproof until absolutely correct.

Bl Set up printing machines, justily colours and
print counters.

Bl Discut counters

71 Store until required,

Different companies will be used for each of these
steps so transpaort costs for gach step must be con-
sidared. Turning to maps for a moment 10 quote
some actual figures at yvou | can report that &
recent quotation for ariginating artwork for a three
colour map weas E900 whilst reproofing a similar
map — just checking corrections — could put you
back £80. Back to eounters — diecutting is just a
single stap in the above 15t but to complete 1t you
must purchase your own cutter (£200 at least)
since no cutting company has them ‘off the peg’
for vou, you must get the unmounted counterstothe
die cutter and then you must hope that you have
approached a good company — the cutting bas
only a tollerance of 1/32" outside which you will
begin to lose information off vour counter (even
5P| have problams with this one!). Mistakes at any
paint can mean extra costs for you — occasianally
mistakes along the ling may not come to light until
vour game is being sold and then try to claim the
eost of the zlip-up from the purpetratorl|

| think you begin to ses the snags ... and | begin to
sae why so many gemes produced by individuals
have one colour maps, thin counters to be separated
yourself and no box| However | hasten to suggest
that in the long run, cutting production costs may
alzo be limiting your sales alternatives — fower out-
lets will take a markedly amateur game and You

may well find the purchasers limited to the hard
core gamer who is more interestad in the concept
behind the game than the pretty colours on the
map and box. The less ardent gamer has grown
used in the last decade 1o a colourful well finished
gama { | am not commeanting on its design here)
that has instant appeal and tends to steer clear of
these less colourful offerings ... | have spent many
an afternoon watching gamers in the local games
shop sniffing around the AH products, 5PI's games
gnd GDW but flitting quickly by your ziplocked
game that may play as well, if not better, than
those just mentioned.,

The other problermn about cutting costs and pro-
ducing a small run of your game Iz thet the pro-
duction run for each printing operation will be
short, As | think |.have mentioned in the past,
mast of the printing costs come from setting up
the plates, justifying the eolours etc. and very little
comes from the actual printing of each copy.
Similarly, transport costs tend to plateau out when
vou move stuff in bulk. All these sort of costs must
be distributed between relatively few copies of
your game so you have a high unit cost of pro-
duction. This will make the game relatively
expensive for what is in it and probably limit sales
further. At this stage you begin to tear your hair
and wonder why you ewver considered game
productiont!!]

The converse of this sad tale is that it is the larger
company, or individual with printing experience
gnd 8 helpful bank manager funding hiz new
profession, who is most likely to succesd — they
have emough financial leeway to gt over the
hurdles without crashing and end up with a wide
s2lling design — | won't discuss advertising and
retail outlets that must increase your sales .. at &
cost] | admit that though | think our hobby neads
good new designers they must be on a poar wicket
at the moment if they try to go it slone and |
wouldn‘t recommend it — freelancing for a large
company seems a safer bet though you may belisve
vou are being ripped off for the hundreds of hours
vou have spent on your babyl

Enough of such musings, on to some housekesping
chores, After my rude comments last year about
the tardiness of the Origins Awards Momination
ballot forms they have appeared well in tima this
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Patton's 3rd Army and Oparation Grenade are two
recently issued S&T subscription games, both cover-

ing regimental/battelion operations between
American and German forces, as World War ||
neared its conclusion. Patton's 3rd Army concerns
itse|f with the jnvestment of Metz and the liberation
of Lorreing during November 1944 whilst Operation
Grenade occurs much further Morth, in an area
West of the Rhine near Dulsbura end Dussaldorf,
some bwo and & half months laier. In betwesen these
two campaigns the Battle of the Bulge took place.
This is reflected somewhat subtly in the quality of
Gérman traocps available in "Grenade' .

Both games are designed and developed by Joe
Balkoski, & gentleman well known in the hobby
&nd highly experienced in producing quality games.
Each game, in this case, must surely have caused
the designer a number of problems in order to
come¢ up with an end result acceptable to both
sides. Im both "3rd Army" and "Grenade™, the
German defends grimly throughout most game
turns with little expectancy of even a modicum of
light relief — a situation not to everyone's taste in
entertainment and enjoyment, given that one's
opponant is aware of what's what.

A wsual the standard of map and counters is what
we expect and take for granted with SPl — & pro-
fessional job produced by professionals. The rules
contain very little in the way of faults —an emissian,
which can wvery esasily be remedied, and Victory
conditions, particularly in “Grenade”, that cauwse
unrealistic conditions but more of that later.

The standard rules are, in #ffect, a continuation of
basic CQuad games, 8 touch of the ‘Guderian’s’ for
good measure and a topping off with a serious
attempt to solve a long standing problem commen
to numbers of board wer sames — the owver-
abundance of information. Restrictions are also
placed on both size and number of units allowed to
take part in combat in any given hex., Whilst any
systermn can usually be eriticised and there are faults
in the “Limited Intelligence'’ system — for example,
to obtain accuracy a certain amount of backkeeping
is desirable — nevertheless, the results obtained are
much superiar to the ald "1"ve got this, what hawe
vou got?”.The CRT employs two dice. You work
aut the ratio {fractions to defender) with column
shifts assisting in both attack and defense; factors
such as Divisional Integrity, Aifrcraft, Artillery,
Combined Arms, Surprise, Mud and Hill Top give
Shift Bonusges,

The whaole essence of Victory in the West is to b
found in a.combination of the rules relating to
“Limited Intelligence™ with thoze of combat.
Whenever a unit of Regimental/Brigade strength
has combat for the first time one first determines
the number of column shifts for attacker snd
defender to give a net result. A strangth chit is
drawn at random from the morale poel that equals
the unit's morale rating. The number shown after
the combat class letter of the wnit in guestion is
that unit's initial strength. The combat result will
require either attacker (A) or defender (D) to
retreat @ number of hexes and may also require a
mandatory number of step losees, Step losses must
be made before any retreats, but plavers have the
option to teke a step loss in place of a retreat.
Retreating units are allowed 1o retreat through
enemy Z0Cs but in doing so must ke a step loss
for each hex In an enemy Z0C, When & unit with
a strength chit is required to take 8 step loss, the
strangth chit is reversed. Should a secand step loss
be incurred, the chit is removed and the unit
reversed onto Itz Cadre size. Some strength chits
may show a reverse strength of Mil — in this case
remave the chit and put the unit on its Cadre side.
Cbvicusly that unit has only two step [osses before
it 15 eliminated, When combat occurs inwvolving
units of Regimental/Brigade size, only one unit
may take part in the combat in any single hex,
although up to three units of this size may be
stacked together, Those units not invalved in the
fighting nevertheless are affected by the combsat
results. This is a wital rule inVictory in the West, part-
icularly in the early turns where the US player s
congerned,

When you loock into the “Limited Intelligence™
system a little further one or two questions start to

Bppear,

1} Limited Intelligence, as far as the enemy is con-
cerned, is perfectly accepiable but at this stage of
WWII it is somewhat peculiar that the friendly
Caommander has only a Limited Intelfigence of
his own troops. For example, US froops with
Morale level 2 class A can, depending on selection
ol strength chit, vary from 5 ta 13, The Germans
can be even moare unlucky ss Morale 1 class € runs
fromn 1 — &, Naturally, 8ll these sirengths can be
everaged but surely thet isn"t the point, One would
naturally pick one's better troops for the more
difficult tasks.

2} As only one Regimental/Brigade size unit may
attack/defend in & hex, obtaining the maximum
column shifts is important. Te receive a shift for
Divisional Integrity may require 3 3 stack of the
units in the particular division. If the division |z
having combat for the first time, it doesn’t matter
which unit receives the strength chit = but should
it be the second or third combat then decisions
have to be made, it is just like playing Pontoon —
do | stick or twist?

3) If, through the result of combat, & playver is
required to take step losses which involve more
than one Regimental/Erigede wunit in a stack, but
anly one unit jin tha stack hes a strength chit, are
further strength chits drawn and put an their
reverse side; or is the unit automatically put onto
its Cadre side. The rules do not explain this entirely
satisfactorily — but it is probably intended that &
strength chit be drawn should this be necessary.

If the standard rules provide the baszic ingredisnts
for these two cakes, then the exclusive rules
coat the mixture with a lush layver of icing, partic-
ularly in Operation Grenada. Before the game starts
the German player has to blow up the Roer Dame.
This is done to cause either a Grodual or Flash
{tidal wavel flood in the Roer Valley, There are
pros and cons whichever flood is chosen but the
apportunity arises for both plavers to practice
psychology should Gradual flood be chosen,
Because of the possibility of a torrent descending
along the Valley, the US playver may put off the
start of the game, trading modifiers 1o the die rall
to determine the strength of the fleod, A cautious

JAmerican plaver could surrender half the game

turns for an easy crossing. Alternatively, the US
player, by guessing the German intentions, can
completely wreck the ploy by starting on day 1
and gambling on a low die roll. This type of rule
occurs very infrequently but the pleasure affarded

s well worth the wait,



Patton’s 3rd Armvlh' s

At best this eould be oescribed as & challenge, but
it is more likely 1o gualify for colourful exclam-
ations of wrath as the US player struggles to make
headway in the early turns. Like it or not, initially
the game will probably reflect what happened
histarically. That said, the game can easily delude
playzrs, giving the impressian that failure was more
due 1o bad luck than anything else, Keep playing as
the Americans and eventually the penny will drop.
The German 1st Army, what there is of it, is well
dug in, elther in entrenchments or improved pos-
itions and, in most cases, behind the Rivers Moselle
end Seille, The defensive front covers 37 hexes of
which anly 21 are occupled — but, on turn 1, there
are only 7 hexes where, forgetting other problems
such 8s supply, movement, etc., the US can attack
from two adjacent hexes in safety.

The rules relating to weather arg, to 58y the least,
irritating but if you wish 1o go to war around Matz
in Novamber it is unlikely you will suffer casualties
from sunstroke, The lousy climate causes mud
which laste for at least 4 turns and this not only
slows everybody to & snail’s pace but gives the
defender 2 calumn shift in his favour.

Because of Patton's breakneck edvances in the pre-
ceding weeks, supply had become quite difficult —
all units of 20th Corps are out of supply (00S) on
turn 1 and the units of 83rd Infantry Division, 20
Corps, are 005 throughout the antire game, This
small matter is a pinprick when considered against
the majer supply restrictions. On turn 1 the US
player is given 75 suppert points to be shared at
the player's whim batween 20 and 12 Corps, Each
time an American attack is resolved, 1 Supply Point
(SP] it deducted from the SP tally of the Corps

concerned — except if an atteck obtains a break-
through result, when no deduction is required.
Should the US player allow the SP's total to reach
zero, terrible penalties are imposéd — as well a3
being reduced to half strength for future attacks,
the column shifts for Divisional Integrity and
artillery suppart are lost. Finally, 1o rub the US
player's nose in the Meatz mud for being so careless
as to go into debt, the 5Ps become a minus figure
requiring repayment to get out of the mud — sorry,
the red,

There i3 a system far reéplenighing SPs — any Div-
igion which hes seen at |east one action may be
pulled out of the fighting zone (10 hexes from
nearest German unit] and, after standing inactive
for a full turn, the die roll result gives the number
at 5Ps to be added to the Division's parent Corps.
The difficulty here iz that exactly when you need
replenishment 5Ps, the spare divisions to get them
are usually at a premium,

Obviously, from the restrictions placed on the
American units, any proposed offensive must be
highly selective. Consequently some thought must
be applied initially to the division of 5P: betwsaen
the two Corps. That 20th Corps is 008 on turn
one and unlikely to be successful if used, should
naturally be taoken into considaration. Perhaps
the safest way is to give 12th Corps 48 5Ps, as the
brunt of the attacks will come from them, and
20th Corps, 27. But a gamble on the German
reaction, as the German player can sgg the split,
might be to reduce 20th Corps 5Ps to as little as
2-10 5Ps to tempt him to reduce his forces opposite
20th Corps. The set up for the Germans is ohblig-
atory but for the US it differs slightly. The regi-
mental size units are given designated hexes but the
tank and anti-tank battalions and artillery brigades
may be stacked with or adjacent to regimental
units of the parent corps — but must not be in 8
German ZOC, Obviously, the set up of the support
units will vary to a slight extent depending upon
the individual’'s choice of initial targets.

PATTON'S 3RD ARMY' . ..
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Because of the variety of morale counters which
will certainhy affect the final attack ratios, it is
simpler to use an average strength on the thres
types of morale counters, as shown in Table 1.

Given that both 20th and 12th Corps receive a
aifficiency of Support Points to enable them both
to contribute — the offensive, such as it is, may
COMMENGE .

Though there are several tempting targets in 20th
Corps sectar, the ‘Out of Supply’ rule existing on
turn 1 makes it highly speculative to risk any
attacks and, consequently, the only activity is 10
advance some units into an attacking positian for
turn 2. The German 82nd Carps which defends
Metz and Morth [see mapl may not move unlass
any unit in the Corps iz attacked. The entranchead
hex 1010 {¥utz] hes only the 485 anti-tank bat:
talion to defend It with a strength of 2 (tripled
behind river =8). On turn 2 this hex may be attack-
ad fraom two hexes in strength. A premature attack
at half strength on turn 1 would almost certainly
allow the Germans to get other units to assist in
defence, In 12th Corps sector things look much
brighter and a minimum of three attacks should be
effected,

Hex 1022 (A) Iz 8 prime target. The River Seille
bends eastwards here and consequently the Ameri-
can 12th Corps can attack from gither one, two or
even three hexes. A three hex attack, however, will
require a soak-off attack on hex 1021 (B) and will
invalve units of 20th Corps. If units of both Corps
enmbing, a support point payment from both Corps
will be requirad. Hex 1022 has an improved position
and is defended by the 128 Regiment 48th Division
g C1 class unit, average strength 2 and the 1431
Battalion also strength 2. Double wp for being
attecked solely across the river and +2 for the
impraved position.

If the attack is from two hexes then the three regi-
ments af US BOth Division will be used, two regi-
ments and a tank battalien in ane hex, the other
regiment and another tank battalion in the second
hex. This divizsion is an AZ class with an average of
9, and the tank battalions have a strength of 1,
giving a total strength of 20, The column shift
bonuses are for US Divisional Integrity (1), Com-
bined Arms {maximum 1 whsn attecking solely
across rivers) and (2} Artillery Support, Germans
have the weather (mud) bonus, This gives a final
attack at 5-1 in clear terrain and should give the US
player a good start. Ther2 are only Two.chances
(18%) of the attack failing. Rolling a 2 or 3 lon
two dicel brings trouble but a roll of 6,7.8 or 9 will
give a result of either a D1 or D1(1). In either case,
the German player will not vacate the hex, prefer-
ring to take one or two step losses. Any other
rasult will allow the Amaricans to capture the hex
and abtain the first toshold on the enemy side of
the river. Should the remaining attacks also prove
suceessful, then the German will have immediate
problems on how best to deploy his available units.

The second and third attacks depend on players'
selection but should occur from six to ten hoexes
south east of hex 1021, Three hexes 1426 (Cl,
1628 (D) and 1629 (E) are the targets and the US
player thould select either 1426/1528 or 1528/
1629 depanding upon whare priority is put highest.
1528/1629 appears slightly easier [a fallacy) to
attack but the rewards of capturing 1426 [C) and
1527 {one narth of D) on turn 1 are greatest since
ane gains cantrol of the only rosd bridge in the
immeadiate area, so allowing the armour to be used
at the earliest opportunity.



If the first choice is 1528/1629 (D/E) — then 1528
should be attacked first, If 1629 is attacked first,
despite what looks like both a numerical superiority
as well as higher morale units, the meandering of
the Sielle River constricts the US attacks as much
as the restrictions imposad by the rules, Using US
28th Infantry Division in both attacks, if a bad die
roll is thrown calling for a retreat, this would then
lose a Divisional Integrity bonus which is essential
in the attack on 1528, The attack with maximum
shifts on 1528 will probably be at 2-1 in woods
and on 1629 at 3-1 in clear. Meither attack is guar-
anteed to do more than weaken German unit
stréngth but this will certainly increase the chance
of success with'a repeat attack on turn 2,

Should selection be 1426M11528 (C/D) a wider
choice of attacking units is possible, The choice of
unit is best calculated by remembering that a bad
result may require step losses, S0 wherever possible
include a tenk battalion. It will frequently carry a
Combined Arms bonus — but if a step lose is called
for, then using a tank battalion will be the most
eosnomical. With maximum artillery support bath
attacks can be made at 3-1, one in woods and the
other in clear, The attack on 1426 hes six changes
of capturing the hex.
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The sttacks described are by no meaans the anly
ones which may be made. They are probably the
attacks which atford the best opportunity, given a
successful combat result, of exploiting the situation.
German reaction on turn 1 is totally dependent
upon the results obiained, or not, as the cass may
be, by the US player. But that said, there are thrae
rules which the German should observe at all times
when defending in entrenched/improved positions,
They are:

1) Take step losses rather than retreat — provided
at least a Cadre remaing,

2] On the German player turn either reinforcs
weakaned hexes with, wherever possible, units of
the same division, or retregt out the wesk units
and replace with fresh units iT available;

3) Do not attack, except for an essential reason.

If an improved/entrenched position has to be ceded,
then try toc get wnits into all adjacent improved
positions forcing the WS to attack into B3 mamy
strong points as possible.

On turm 1, wnless attacked, units of B2nd Corps
may not mowve and the 11th Panzer of 13th Corps
is also restricted. The two artillery units on hex
1521 (F) should use strategic movement [x3 on
roads).

IT, because of adverse die rolls, wunits have been
compelled to retreat out of their original hexes,
then every attempt should be made to get them
firstly into other strong points and, if possible,
next to a unit of the same division. Attacks should
be avoided because at this staoe T will be virtually
impossible 1o win and a retreat will just throw awey
valuahle defenzive positions,

Before turn 2 commences, the US player rolls for
weather, Because of the heavy owercast conditions
with rain on turn 1, one is added to the dig result.
Rain brings mud and mud lasts for 4 turns irres-
pective of other weather results. Clear weather
gllows the US 10 use maximum Air points and light
overcast reduces Air point availability by half.

The supply restrictions affecting 20th Corps are
lifted, 83rd Infantry Division excepted, However,
the movement restrictions to the German BZnd
Carps and 11th Panzer Division are similarly
negated. In view of this and because the 20th Corps
i5 cowvering @ greater area than 12th Corps, care

‘reduce 4 full strength regiment

must once again be used in selecting where to attack.

If the hex 10710 is not attacked an turn 2 it will
certainly be reinforced in the German movement
phase. The attack must be considered in conjunction
with an attack on hax 1011 (one south of Yutz).
Thiz hex = alzo entrenched with the Fort being called
liange, Unfortunately, lllange is cocupied by & B2
class regiment plus an artillery brigade to give
defensive support within three haxes.

The attack on Fort Yuiz should use 3rd Cavalry
Regiment {A3) and & tank battalion in 1002 [one
north of ¥utz) and an infantry regiment of 95th
Divisian (A1) plus a tank battalion in 0810 (MW of
Yutz). The infantry must be involved in order to
advance across the river after combat. 2 Artillery
Support Paints and a Combined &rms Bonus minus
the Gaerman mud bonuws bring the final attack ratic
to 5-1 in clear — any roll but 2 ar 3 and the Fort is
captured. Fort lllange iz far more difficult. The
attack it conducted by 90th Division = mowved
from O70E {G) to 0B09 {H) on turn 1 — in hexes
0211 (Thionville) and D912, two of the regiments
and a tank battalion on one hex and the other
regiment and another tank battalion on the other
hex, Support bonusas are 2 Artillery, Divisional
Integrity, 1 Combined Arms and pessibly, 1 Air-
craft for the US (5 or 4) and mud plus 1 Artillary for
the Germans, The everage morale strength will make
the attack & 1:1 so the final figure will be either 3
ar 4-1 in the clear. Four chances aof capturing the
hex at 3-1 and five at 4-1 but also three and two
chances respectively of an attacker retreat.

Dependent upon the result in turn 1 on hex 1022
iA) — 20th Corps may consider a support attack
an the 5§ Machanised Regiment in 1021 [Morth of
Al 1P 1022 was capturad in turn 1 then the ocoupy-
ing unit{s) would be reguired to attack defenders
in both 1021 and 1123 (SE of A).

12th Corps is again committed to attacking the
hexes which it tried first and it is likely turn 2 will
eee some of these now being attacked Bt greater
ratios, It will now be possible to use the 4th and 6th
Armoured Divisions. These twa divisions should
nat be used just 1o make up sirength as they can-
not advenee across rivers after combat and, whilst
mud prevails, their movement off roads is very slow,

As in turn 1, German movement s a defensive
reaction to the success or otherwise of US attacks.
If by any chance it has become necessary to retreat
out of the improved positians in any of the areas
where the US have attacked and, as a consaquance,
the defence sppears to be opan — do not be tempred
into & full seale retreat. Surrendering hexes unnec-
ezearily can make 6l the difference between a hard
fought game and & relatively easy US victory,

From turn 3, gssuming some degree of success in
the initial storming of the German positions —
the UE player should now keep four objectives in
mind. (1) Some attempt can be mede to capture
Victory hexes {towns). In 12th Corps' eastward
advance the towns of Dieuze [2125], Morhange
(2022) and Falguemant (1819) are sited in arcas
not perticularly abundent in defensive ferrain.
(2) Advencing east north east will probably cause
the German plaver to re-evalusts his defensive
lime., Any retrest north east subtly shifts the Metz
defences away from the centre and regular reinforce-
ments (if desirable) will become progressively more
difficult to get into Msatz, (3} Seriously consider
the merits of resting some divisions in order 1o
stock up Supply points. (4) Consider whether an
attack on Metz is desirable or, indeed, practical.

To as5ist the UE player in making up his mind
regarcding Metz, during any clear or light ovarcast

rpame turn before turm 3, the US is alloweed two

heavy bombing attacks, These attacks must both
be made on the same turn 2gainst either Matz hexes
(3} or entrenchment hexes — not improved hexes,
The raids are made before US mowvemant and thus,
to exploit any success, the targets selected should
be within movement rangse of American units avail-
able to follow up. Metz and its ring of Forts was a
tough nut 1o crack and this is certainly reflected in
the game. In clear weather the bombing has a two
thirds chance of success, in light overcast, a half
chance. Should the die roll comeé up trumps, the
German plaver must either eliminate one unit ar
to Cadre lewel.
Because of the obvious way in which the effects
of successful bombing can be negated, the threat

of bombing is surely greater than the action unlsss
Metz is cut off.

Victory in Patton’s 3rd Army is obtained by cap-
turing certain towns and for putting units in Metz
out of supply or taking the city. Cutting the supply
route 1o Metz only applies in the US Marginsl
Victory but, in passing, it does create a peculiar
situation, The three city hexes are surrounded by
nine hexes all of which are entrenched positions
(Ferts). Rule 1153 in the Standard Rulss states
clearly that German units in 2ntrenched positions
arg always in supply. If 8 city, town, Bte. 18 cut off
for supply purposas, it is reasonable to assume that
the defences are also out of supply.

The short game lasts 12 turns whilst the extended
game is exactly double that number of turns. Given
average dice rolling, the short game in “3rd Arry™
is a difficult proposition for any US player. But a
hard game thowgh it may be, it seldom fails to
create interesting situations, Conversely, the game
tends to be somewhat boring for the German plaver.,
When the opportunity of a limited counter attack
does occur, the fesling of “Why bother — the US
will probably beat themselves™ i difficult 1o throw
off.

Operation Grenade

A maximum sixteen turn game, each turn repre-
santing one day, "Grenade” may start on 17th
February 1245, By this time, the uncompromising
struggle to take Metz is but a memory and the
Battle of the Bulge, so beloved by game designers,
has ended sight weaks earliar. "Grenade” js situated
in Germany and the rempants of the Army of the
Thousand Year Reich, selected to defend the Roer
Valley, ere & pretty poar lot,

What a build up 1o describe ong of the best sub-
scription games to appeéar in many a long year.
Oparation Grenade is a delight to play and, apart
from a couple af somewhat wnrealistic situwations
likely to appear which, unfortunately, can affect
the result, the game is near perfect. As in*3rd Army’;
"Grenade" is won or lost by capturing towns,
However, in addition to WP for towns, there are
ten bridges which cross the Rhine, Should the Ger-
man fail to blow up any of these bridges and US
unit(s) which may have crossed over remein on
the eastern side of the river, then extra YWPs will b=
pained,

After setting up, the German player must first

announce how he has flooded the Roer Valley,
gither by a Flash flood, which is a once and far all
saturation, or by 8 Gradual flood which may cause
a nasty torrent unappreciated by Gls or anyone
alze in the near vicinity,

If Flash flood is selected the game must start on
17th February and the river is concsidered normal
in all respects. The remainder of the valley becomes
a swamp, passable only to non-mechanised umnits,
except on roads. Hexes in the valley which were
swamp before the flood use the Hill Tep CAT in
defence. Should Gradual fleod be picked, the US
player states when D-Day (Game Start) will ocour
and ralls & die to resolve the force of the river
current. |f D-Day is either 17th, 18th or 19th Feb-
ruary = add 1 to the die result; 20th February =
ng madification to dig roll, 215t February = -1,
22nd February = -2, 23rd Februsry = -3 and 24th
February = <4 from the roll, If the modified die
result is either & or 6, then the Roer becomss &
torrent and gives & unit attacked exclusively scross
the water the highly attractive defence bonus of
having it combat strength multiplied 4 or & times,
dependent upon which hex is being attacked. A
modified rell of 2,34 and the river is now anly
Rapid. Rapids give & lesser bonus of increasing
combat defence gither 3 or 4 times, A result of 1
and the river is mormal — this merely givas a 2 ar 3
multiplication of combat defence strength,

To offset this defensive bonus, which is essential
to the Garman the US can take & Surprise Combat
Bonus (1 shift) provided the game starts no |ater
than 23rd February.



Tha options available to the Germans to act and
the Americans to react make for wonderful games-
manship. There are arguments both for and against
gither type of flood but when flood and D-Day
have both been settled it would be a very cautious
player who would zacrifice half the game turns to
avoid having a cold bath, The player's notes claim
that in playtesting, D-Day was usually declared on
gither 22nd or 23rd February — but it is certainly
worth starting a few days earlier and having faith
in the die result.

The Support Point system of rationing supply
wsed in “3rd Areay' iz discarded in "Grepadoe™.
Thera are, howeover, supply reéstrictions in the early
game turns (not days), US 12th Carps is 005 for
the first six game turns and US 16th Carps, for the
first two turns, In addition, far the first three game
turnsg, UIS mechanized wnits sre unsble 1o move,
This rule must be carefully considersd at the set-up
— UE self-prapelled artillery may fire though not
mave, 50 they must be deployed within thres hexes
of a Garman target.

At this late period of the war ong may have assumesd
that soldisrs, knowing tha war was lost, might totally
disregard the steam of idiotic edicts from Berlin.
This is not the case and German units of 2nd Corps
may not move, unless they have either been attack-
ed or a strategic withdrawal has been obtained.
From turn 3, the German rolls once before mowve-
ment and, it one is thrown, then strategic with-
drawal may take place, If he has not obtained
strategic withdrawal by turn 8, or the US have not
attacked any 2nd Corps units, the dis results ars
reduced by one. Rolling ones @5 rather important
for the German player. The magic number iz also
required to procure reinforcements. Until the re-
inforecements have all entered the map the Garman
is required to roll three times each turn, for South,
East and Morth map edge reinforcements, A& one
releases South ancd East and a ane ar two for the
Morth.

Some German ifowns have 3 number in brackets,
This number is the Local secret weapon, Whenever
& US unit mowves into an adjacent hex, either &5 @
result of normal movement or advance after
combat, then the US units movement is tempor-
arily suspended. The German playar rolls a die and
again, on this occasion as in earlier dig rolls, the
magic number is one. If the number rolled is lass
than the town number, then the difterence equals
the number of units of local "Dad’s Army™ avail-
able to the German. The Volksturm are picked at
random, some units are twice as weak as others,
and are placed in any hex of the town, subject to
stacking., As the units are of battalion strength,
they do not have a Z20C which allows the US 1o
disregard them if they so wish and carry on move-
ment, Obviously, Yolksturm units will have little
cffect on the course of the game and a5 such may
be described as gloss. However, situations can arise,
given a moment's lack of concentratian by the US,
whereby a Volketurm unitls) cen be 8 damn
nuisance!

Az in Patton's 3rd Army, the initial Geérman
defence ling i behind a river with units well dug in.
In “Grengds’, the oparational front is epproximately
three quarters the length of “3rd Army” and
covers anly 28 hexes, of which 20 are occupied.

Despite the turbulent ‘Water Margin® and the fact
that there are conziderably more entrenched hexes
behind the River Roer than behind the Maosalle
and Sielle Rivers in “3rd Army", it s considerably
gasier to breach the main German defences even
though it is always possible that bad CRT results
will hold up progress. Once a toehold has been
attained, the ability of the Germans o reainforce
daefonce points held by Cadres, using switch tactics,
will be quickly exhausted,

Whichever day turn 1 starts (Gradual flood), the
wieather role for that furn has one deducted — the
only bad result being @ 1 minus 1 = 0 which gives
clear weather (8 air points] and a thaw, resulting
in mud,

If the weather has not brought mud, the US
player can start turn 1 by considering six attacks,
Hex numbers 0110(A), 0310(B), 0709{Juelich},
0808(C), 0908{D) and 1008(opposite Linnich) are
prime targets, particularly the last two hax numbers.

By capturing these two hexes, the German line
will be fragmented in a vital spot.

German units deployed in hexes D808(C) and South
af it will b2 compelled to teke a longer retreat
route to reach the secondary defences which run
eastfwest on hex row 1100 (Geilenkirchen to
Salingen), That neither hex contains & road and
bridoe is of little consequence as US armour may
nat move until turn 4.

Unfortunately, mud has a chance of appearing and
if it does then the attack an 1008 cannot take place
dug 1o movermnent restrictions. &lso, the unit deploy-
ment ta attack hexes 011004) or O310(B) will

require @ slight change, By wusing the maximum
combat shifts and, irrespective of which type of
flood, the attacks can be carried out at no less than
4-1 and &t best 6-1. Though not one of the attacks
carries @ guarantes, of success, it is reasonable 1o
anticipate a one third sucoess to capture two hexes.

Faced with so many American units, initial German
objectives, whilst unchanged in principle, must be
achieved in & different mannar. The important
areas of the map ebound in improved positions but,
such is the strength that the US can throw in to
gject the Germans, that any attempt at rigid
defence will merely create g sitwation of Cadre units
attermpting to hold up divisions in later moves,
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Rather than stand and reduce, stand until attacked
then reétreat if casualtiés are called for to the next
improved position. Very easy to suggest but what
do you do if the US keeps rolling 2 D1{1} or worse
result, You heave g sigh, teke a deep breath and
remember this iz February 1945, then run like mad,
hoping that the American won't be breathing down
vour neck immediately,

The area of the map south of hex row 1000 is
completely devoid of man made defences, other
than the improved position on the east bank of the
Foer, Consequently, it would appear thet German
units organised to defend in thizs area will ba n for
a real hammering. Fortunately, rule 19.32 goes a
long way to solving the problem. The rule states
that units of US 7th Corps may not move north of
hex row 0800, As Tth Corps’ initial deployment is
in the Tirst four hex rows on the southern edge of
the mep and this area contains no road system
allowing exploitation of any break through — the
absence of a linked defence may not be too disast-
rous, Certainly the US will try 1o teke the city of
Eoelnand the 1owns of Grevenbroich and Frechen,
Foaln cerries 3 VP: and both towns might just
produce a Volksturm unit.

Rule 19.32, with its movement restrictions on 7th
Corps, may also give indirect assistance to the
Germans if the Americans take insufflcient care in
the deployment of 13th, 19th and 7th Corps once
the river defences have been pierced. It is not
difficult, when rrying to find enough strength to
clear out an enemy strong paint, to mix up divi-
sions from the three separate Corps, Once mixed
up, and ané ar tewo game turns have passed by, the
US may find that the only available units 1o attack
g particular improved hex are barred from moving
inte the area. Whether this oceurs or not, it must
be accepted that the zrea bounded from 0803 —
0919 — 0119 to D110 — D30B (southern area
between Roer and Rhine rivers) cannot be hald
for very long and one can only try to ensure that
the US are not given the area too quickly and/or
too cheaply,

The area immediately north of this contains plenty
of improved hexes, a stream which becomes & river
during the mud turns, swamps, woods and a3 suffic-
igricy of entrenchments on the east bank of the
Maas River. The area also contains eight single hex
towns which will logse the German plaver 16 VPs if
lost. This s an ares of prime importance to be
defended. The task [ooks awesome but it can be
achieved in @ manner that is certainly inmteresting
and may even be exclting. Even il the limited
reinforcements are obtained early, and the rein-
forcements are generally stronger than the initial
forces, the tetal German forces are too weak to
have a stand up fight. Every scrap of defanszive
cover must be used and, in particular, impraoved
positions shauld be utilised in order 10 get adjacent
o US forces, but not to attack, and also as escape
routes for the inevitable retreat,

If the US player shows little ar no sggression in the
sector defended by the Germen 2nd Corps, hold
out az long as possible even if the strateoic retrest
has been obtained — as well as denying occupation
of towns with VWPs, it ensures that the US may anly
advance in a Morth and Morth West direction. This
may well create an uwnrealistic situation, having
units in supply inentrenchments by the Rivers Mags
and Roer, whilst the US are trying 1o oet across the
Fthine well to the rear.

The Rhine River restrictions will likely croate
another unrealistic situation. German units may
move and sttack across the Rhine as though it
were just any old streteh of water, paying 2 extra
MPs 1o cross, US units may not mowve scross the
Fivier excopt at wunblown bridges, Stenderd Rule
B.25 allows a non-mechanised unit to move at least
one hex even if it does not have the MPs to pay,
providing the move i nat from ane enemy 20C to
another enemy £0C. As artillery, other than self
propelled, are nor-mechanised with 8 movement of
two, Rule 525 allows the German to bring artillery
units across the Rhine — someawhat unusual,

Operation Grenade ghes the esrly impresion of
2 highly unbslanced game — if you like to attack
and your opponent = playing |:r:|1- LS rode, vou may
feel disappointed. But the Victory objectives for
the Germans have to be ETLEI‘-... in '.t{!if'-'ere".'. WEY
and, as tha gamé is played, this is guickly realised.

The limited intelligence system is mors then s step
in the right direction and is to be encouraged and |
would hope it will be used and developed further
by SPl and others. Any method which stops &n
cpponent, or vourself, from picking up & stack of
enemy units and then saving "Right, I'm attacking
that at ...."" must have virtues. Whether or nog SPI
gre tempted to use the system again remsins to be
seen but there must, surely, be any number of
accasions aveilable 1o allow development of 2
quad game an these lines,
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NDIT ON YOUR

TAIL RED LEADER...

“The ME109 is 450 metres from the Spitfire’s tail,
he opens fire, The Spit" goes into a steep dive,
whilst banking to the right; the ME109 iz close
behind, still on his tail, his guns chattering the
rattle of death, The bullets rip into the Spit’,
smoke appears and flames begin 1o lick the fuselage.
Another burst into the dving Spit” and it explodes
in a firey flash, The ME103 climbs away and heads
for hame,™

If the Luftwaffe pilot could replay his role in Air-
force (AH/Battlelinel he would be interested to
learn how hard it is to make a 'kill" after man-
ceuvring inta the prime tactical position. How
many timas have you dived after your snemy,
wihilst he climbs sway? How many tirmes have soll
turned left after vour enemy, whilst he turns right?
How many times have you done both?17?

Airforce is undoubtedly the best game of its type,
but it does suffer from a total lack of incentive for
players to gain the best tactical position in a dog-
fight, viz: on the tail of your enemy!

I usa a simple method of “tailing’, which doss not
alver the Airforce system but does sllow players
who work their aircraft into a “ailing” position,
some benafits.

Conditions of Tailing

The following three conditions must be met for an
aircraft to be classed as tailing,

1. The distance between the gircraft must not
exceed 6 hexes. (Including the hex of the tailed
gircraft.) The height difference must be 4007t or
lmss,

2. The tailed aircraft must have the tailing air-
craft completely within his & o'clock sector.

3. The tailing aircralt must have the tailed air-
craft completely within his 12 o'clock sector,

Effects of Tailing

The benefits of tailing is dependent upon the class
of the pilots involved, In cases 1 & 2 which follow,
the tailed player writes out his movement plot
first, gives the tailing plaver the required infor-
mation and the tailing plaver writes out his
movement plot in the light of the information
recaived,

1. The tailed and tailing pilots can be of any
combination, execept as noted in cases 2 & 3.
Benefits: A. The tailed playver must state if he is
climbing or diving on that turn. B, The tailed
player must state the "expenditure’ of the first 33%
{Rounding up) of his speed/movement. e.g. the
tailed aircraft has & current speed of 9 and his plot
reads: M2LILTPP. He would revaal M2L to the
tailing player.

2. The tailed pilot is "Green’ and the tailing pilot
is an “Ace’. Banefits: The tailed plaver must state
if he isclimbing or diving on that turn. In addition,
he must state in which half of the aircraft's cap-
abilities he is elimbing/diving. ¢.g. JuBTB at.¥ 080t
is being tailed, his maximum dive capability is
800ft, which divides into 1-500ft & 5-900ft. If he
is diving 300ft, he would revesl the former half, If
he is diving 50071, he can reveal sither half. [M.B.
if the aircraft's maximum capability had been an
even figure,, it would have been divided normally,
e¢.4q. 300ft becomes 14000 & 5-300#t,) B, The
tailed player must state the ‘expenditure’ of the
first 50% (Rounding up) of his spesd/movement.
a.g. the tailed aircraft has a current speed of 7 and
his movement plot reads: MZL3ILPP., He would
reveal MZL3 to the tailing player,

3. The tailed pilot is an “Ace' and the tailing
pilot iz ‘Green’, Benefits: Maong!

Special Case

[f the tailing aircraft’s speed is 51%+ faster than
the talled alreraft, the benefits are reduced or lost.
Viz: benefits of cose 2 are reduced to those of casa
1 and the benefits of case 1 are lost. e.g. o tailed
aircrafft has a speed of G; if the tailing aireraft has a
speed of 10, the benefits will be reduced or lost,

You may wish fo ugse these suggestions as a basis
for your own ideas, parhaps to the sxtent of having
tailing differences for all types of pilots, but |
found that these wera the pasiest to implement and
had the best overall effect, Anmyway, each to his
own | What do vou think Red Leader?

“...Red Lesader, Red Leader, come in Red Leader,
ovars ......""
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One of Game Designers’ Workshop's 1981 releases
is Suer 73, a treatment af the Battle of Chinezs
Farm, which took place in the pericd 15th-19th
Qciober 1873 during the Yorm Kippur War. The
basic system, as the box lid is careful to announce,
is that of White Death, 8 matter to which it will be
necessary to return. The package is fairly standard
GDW — their uwsual cardboard box, containing &
22" x28" map, about 500 counters plus rules and
scenario booklet: and the charts necessary to 8t
up the game. The map is a typical Paul Banner
product with a naturalistic colour scheme, which |
rather like, apart from the somewhat gaudy rad
markings for the 5AM sites. If vou have liked GDW
mags in the gast, then the chances are that vou will
like this one, The counters follow the White Death
format, with identity, strength and movement class
on the front and strengths for various kinds of
combaet on the back, =0 there will be 8 certain
amount of turning counters back and forth wntil
vou become familiar with the different values,
One interesting feature is the presence of “Brigade'"
counters, which can be used 1o substitute for a
stack of units; this i described as purcly a book-
keeping device 1o aveid having large stacks on the
board. In fact with %" counters and 19mm hexss
this iz not all thet much of 8 problem. Helpfully
the Brigade counters are printed in white rather
than the black used for their constituent units.

The rules arg also presented in the usual GDW style,
| have glways found this rather caswal, partly
through long familiarity with the SPI style and
partly because my lawyer's instinet leads me to
prefer rules set out more formally. | believe that, in
the hands of a competent writer, this really is
the best way to ensure comprehensive rules, At the
same time it must be admitted that the Suez 73
rules are pretty good. | do have a few complaints,
however. As in White Death, there is no explicit
statamant whether conventional fire may be direct-
ed sgainst all the units in a8 hex. | deduee from
cartain passsges that It cannot, but other people
have come [0 the opposite conclusion, and an
express statemesnt that each wnit must always be
gttacked separately would have been welcome.

Two other elerments which did not appear in White
Death are Opportunity Fire and Withdrawal, and
the rules for both would benefit from a little
tightening. For Opportunity Fire | reproduce the
vital sections:

“A. Which Units May Fire, Any unit of the non-
phasing player may fire OF wunfess the unit js in an
anemy £0C at the time.™

8. Which Unfts Map Be Fired Al Any enemy woii
or stack of unfts that enters a hex two hexes away
from g non-phasing unit and which s visible ta it,
may be fired at by that non-phasfng vt

Mow this, if taken literally, means that it is newver
possible ta fire OF 2t an adjacent unit, first since
the firer would be in the Z0C of its target, second
because it would not be twao hexes away. In other
woards, it is not permitted to hold fire until a moving
enemy comes adjacent; another interesting con-
sequence of this interpretation would be 10 make
OF wirtually impossible at night, and | find all this
hard to take. | would suggest that what is meant in
part A is that a8 non-phasing unit may net fire at
unit X while in the Z0C of unit ¥, and that in
part B, what is meant is “a hex not more than two
hexes away.'

In the case of withdrawal the confusion arises from
the failure o rule on the order imwhich withdrawals
take place, and the point s important because it is
not permitted to withdraw into an enemy-contrelled
hex. This time | really cannot begin to guess at the
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design intent, but | trust that the point will be
cleared up in future games wsing the same system.

The set-up charts are competently done, end the
historical notes are up fto GDW's wsusl good
standards, but | am less happy sboui the umit
display charts. White Death players will remember
the beautifully detailed (and beautiful) charts of
that game, with a place Tor every unit, identified
by narme, In Suez 73 all vou get is a box for rach
brigade with no indication as 1o what it contains,
Additionally, there are a number of divisional units
which are assigned no place at all an this chart, an
incanvenience 1o me as | fike to save set-up time
bw keeping all the units in place on the chart {with
Bluetak] when the game is not in use. The anly
other complaint about the components is that the
movement chart fails to specify the effect of sand
on movement. Otherwise the packege is very well
assembled and presented, and GDW are o bs
congratulated,

The ground scale is roughly the same as in White
Daath — 1500 metres to the hex as against 1 mile
in WD but the time scale is radically difterent,
bkeing twelve hours per turn a5 compared with five
days. Despite this, difference betwaen the systems
are surprisingly few. Each turn, each player is given
g cartain pumber of movement points, 10 in a day
turn, 5 at night. Tha game-turn is divided into
impulses, which slternate between the plavers, and
a1 the start of each of his impulses the plaver must
decide how many movemnent points to expend,
This cantinues until neither player has any move-
ment paints left, when the turn ends, Thus in Suez
73 a day twrn could consist of anything from two
impulses [ie. one sach) to twenty, depending on
the averall strategic situation, In each impulse the
sequenecs of movement and combat, considered in
detail below, is carried out, 0 it can be seen that
the amount of action in ong game-turn can svary
considerably, Let me digress a little, at this point,
on the overall merits and demerits of this system.

It seems to me that there are two principal advan-
tages. In terms of playing convenience it consider-
ably speeds up any period of the-game wherg not
much i happening, and from the point of view of
realism it 05 an intéresting contribution to the
problem of making the essentially arbitary process
aof dividing timge more naturalistic. In other words,
it recreates well the choice between driving one's
forces all-out in the hope of an early breakthrough,
with the result that they bacome exhausted and
the epnomy can react freely, and surrendering the
imitiative by hushanding one’s strength excessively.
In practice | have noticed certain interesting trends
in the use of this system, |ln White Death the
Russians could never have more than four action
impulses in a turn, and generally took three, The
Germans wert inclined to follow this fairly clossly,
nat wishing to get too far behind, In Suez 73 thero
iz mare freedom as to the number of movement
paints 1o be expended in an Impulse, but the sides
are locked at close guarters so that to expend
more than three will almost certainly be wasteful,
whilst a cast of ane MP to assault aften means that
two, at least, must be spent iF anything is 1o be
achieved, Two important consequences  Tollow
from this. The first is that the amount of variety
acourring in practice is less than might be expected.
The second, mare important in Swez 73 than in
White Death, is thet & game-turn can take a very
long time, Every unit can fire in every impulse, and
may a5 well do so; without the same kind of supply
restrictions as applied in White Death thare is no
reasan to limit the noember of impulses or the
number of units firing. |n My experience, a3 game-
turn of Suez 73, at the height of the battle, can
pasily last six hours, From all of this | am driven o
conclude that the practical edvantages of the
system are really not all that great.,

That said, let me wirn to laok at the details of what
goes an within each impulse. First, the Seguence
af Play:

Decision Phase -— Barrage Commitment Phase —
Movement Phase = Barrage Resolution Phase —
Defensive Fire Phase — Assault Decision Phass
— Simultansous Fire Phase — Wirhdrawal Phase,

The Decision Phase is where the phasing player
decides how many movament paints he will expend
this impulse, from one to the number |eft to him
for that turn, The way in which this, in fact, works
in Suez 73 has already been considered.

The Barrage Commitment Phase mesns what it
says, i.8, that the phasing player decides which of
hiz artillery units will barrage which targets; in
thiz there are limitations as (o how many units may
barrage a particdlar hex, and for the Egyptians
there is also a rule that the unit spotting for the
artitlery fire and the artillery unit itself must
belong 1o the same formation. | confess that | am
unable 1o work out what point 1s served by making
this phase come before movernent, but there may
well be some reasan too subtle for me.

The rules for moving units are fairly standard.
GDW are kern on dividing movement costs into
%, ¥ and even 1/8 movement points for certain
tyvpes of terrain, rather then increasing movement
dllowances so as 1o keep &ll costs as integers, and |
krmow thet this distresses some of the less mathe-
matically able among ws. Movement is subject to
Cpportunity Fire, the rules for which have already
been dizcussed. Movement Z0C: are exerted by
gll umits and stop movement for the rest of the
impulse,. Mon-lsracli units also pay one MP to leave
a mavament Z20C. It is worth mentioning that my
interpretation of the Opportunity Fire rulss does
hava the desirable effect of encoursging playvers to
uze their reconnaissance units in that role and as
sereening wnits, by sending them into a hex to
draw the OF then sending in the main forces
behind them; because fire must be split in OF
when there is no more than one target, it is best 1o
send in a stack of recce unity, but these cannot
alwevys be spared, The rules reguire 8 minimum
number of factors 1o be allocated to each target
iuniwsually, a unit is allowed to split its fire between
targets] and, in OF at a stack, players tend to put
only this minimum number on the less important
target. The result iz almost always that no damage
is done. Analysis of the CRT shows that the total
number of casualties caused will be greater when
the fire is split evenly, but of course circumstances
may dictate the imporative necessity to get one
particular target.

In the Barrage Resalution Phase the artillery fire at
their previouwsly designeted tergets, All firing is
rasolved on the same Combat Results Table, with
die-roll sdjustments for defence strength, terrain
and combat proficiency, This last did not feature
in White Death, and is, a5 its name implies, &
rmeasure of how good sach unit 5. In effect the
lsraelis generally have a slioht edge here, although
the Eoyptian artillery 1= equal to thet of the leraslis,
All of this would, | imagine, fit in fairly weall with
the recsived view of the relative capabilities of the
two sides, The end result of these adjustments to
thie diz-roll is a number of steps which the defending
unit must lose from its strength. This is handled by
means of numbered markers under the wnits and,
as usual in wargames, there are decidedly too few
of these. A5 will appesar, some losses can be recay-
ered in the Withdrawal Phase, so it is nescessery 10
have a separate marker for each unit for “MNew
Losses™, i.e. those suffered since the last opport-
unity 1o withdraw, and "OId Losses”, This can
lead to stacks of four units each with two markers,
but in fairness | should add that this is pretty rare.
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The most rErna:rkaI:IE fact about the barrage rules
ciems, however, from the rule that each battalion-
sized unit in the target hex must be attacked with
at least 5 factors of artillery {the minimum with
which an attack is possiblel. The rules do not
explain what happens when this is impossible, but
apart from that the rule has the curious conseq-
uence that the best way to protect any given unit
from artillery fire is 10 stack it with other units —
in other words to concentrate rather than to
disperse. | do see the difficulties of allowing all
the fire to be directed at one unit when in fact the
chances are that thare is really 8 good deal of inter-
mingling among umnits in the same hex. Perhaps a
better solution would have been to allow artillery
fire 1o be directed agasinst sach unit in the hex in
turn with, maybe, a reduction in artillery strength
it this would otherwisz make it too devastating.

e

After Barrage the phasing player decides which
units he wishes o assault and, in the Defensive
Fire Phase, these have the chance to fira at their
prospective agsailants, after which the phasing
player may call off the assault. If he wishes to go on,
then the zssaulling wnits attack with their conwven-
tional fire amd assault strengths. | can see no
possible reason for calling off an assault once it has
been declared, but the plaver's notes are certainly
right to suggest that it is unwise to declare asssult
against a8 unit that is not already badly mauled.
The victim getz the chance to fire Tirst and if it is
largely intect, considerable caszualties moust be
expected,

The next phase is Simultanecus Fire in which all
units which neither asssulted nor wers assaulted
nar barraged may fire even if they are non-phasing
units which have fired Opportunity Fire, In Suez 73
this tends 1o be a very long phase, Mast units zre
committed to the front line, or at least near enough
to it to be within range, and there is no good reasan
for any of them to withhold fire. At this stage |
should perhaps explain further some of the intric-
acies af firing, Each unit has strengths for Anti-tank
Fire, a 1-hgx and 2-hex range, for Conventional Fire,
at ranges warying from unit to unit and for assault.
Each unit also begins with & certain number of
stepe, which may be lost in combat. To find & unit's
value far a particular purpose multiply the approp-
riate stréength by the number of steps remaining.
This is cross-referenced with the CRT amd with a
die-roll, adjusted as mentioned earlier to give a
number of steps which the target unit must lose,
Artillery units may be usad to support attacks in
this phasa instead of barraging, and this brings us
to the requirement of spotting and the ling-af-sight
rules, These heve a fairly unhappy history in war-
gaming generally, and the Suez 73 rules are by no
means perfect, Thare are five different elevations,
from each of which maximum visibility in hexas is
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len, S-IJL'IJ'EI,'.'I to the intarvention of blocking
terrain, such as woods, villages and dunes. Block-
ing terrain i3 negated if the sighting unit is an a
higher elevation, which iz where realism has been
sacrificed to simplicity, since there is in reality a
dead area behind each piece of blocking terrain,
the exact extent of this area varying with the relat-
ive heights of observer and blocking terrain, and
the distance between them.

The CRT is fairly bloody, and if thers were no way
of recovering losses the game would be likely to
agrind to a halt fairly rapldly with both sides
running out of units. The brake on this s with-
drawal. In the Withdrawal Phase any unit may
gttempt to withdraw one hex and recover half the
Iosses it hos soffered in the present impulss. It is
net obvious to me why an actual withdrawsl
should be necessary in the case of & unit which is
nat at the time in the Z0C of the enemy wnit, To
withdraw successfully requires a dieroll not
gxceeding the Combat Proficiency, with twa dice,
Israeli umits are mostly CF 7, with a few B's and
even the odd 9. Egyptianartillery is 7, other Egypt-
ign wnits are §. Thus, in general, the lsraelis are
odds on to succeed, the Egyptians odds on to fgil,
A withdrawing unit is disrupted even if withdrawal
is successful, doubly disrupted if it iz unsucerssful
teach disruption reduces CP by ong and costs one
PP to remowve.}

This basically simple system has a few extra bits
teckad an 1o mest the requirements of the part-
icular situation, Thus there are special surprise
rules for the first turn, rules for night tures and
& saction dealing with the sffects of the Susz
Canal, but none of this requires 1o be axamined in
chetail.

In general the game system  works well. if rather
slowly. The battle is by its nature a sluofest, and
this 15 well captured. Some of the elements of the
systom o together rather oddiy, as we have sasn,
but the dewelopment has been fairly thorough and
there is na reason even for a novice to fear getting
lost,

Mext | turn 1o the scenarios. There are five of
these, two being only one turn long. One lasts two
turns, another thres, and the campaign game is
eight turns. One-turn scenarios are often of dubious
value for anything except learning the game-system,
but with the prospect of several impulses you do
ottt a lot of shooting far your ang turn, There is one
unfortunate matter concerned with ong of the
scenarios, namely scenario IV "lsragli Breakout'™,
There i an order of appearence for the Campeion
Game, showing the dates on which esch umnit
arrived at the battle, and this fits in with the
account given in the historical notes. Scenario |V

starts at the beginning of turn 4, but careful exam-
ination of the wat-up shows that the units Tisted n
the instructions gs appeaaring on the west bank of
the cenal did not in fact, in certsin casss anyway,
appear until turn B, 24-hours later. In other words,
there is apparently a time-warp in the middle of
the canall | have not been able to discover similar
grrors in any of the other set-ups, which are pretty
well up to the general standard of the game, The
real fault which becomes apparant on playing the
seenarios is thet it reelly is not possible 1o get five
good games put of the historical situation. In the
first scenario, for example, it iz virtwally impossible
far the lsraelis to win, although the notes indicate
that the historical result wes an lsraell Minor
Victory. The second scenario is fairly balanced, but
the third and faurth favour the lzrazlis fairly heavily,
These smaller scenarios also suffer, perhaps inevit-
ably, from the “end of the world™ syndromes where
players are prepared 1o make desperate all-out
efforts for two turns, knowing that there is effect-
ivaly no tomarrow. |t is admittedly difficult to see

what could be dons shawt this,

Of the Campaign Gama it is more difficult to judge.
I have to canfess that | have not played it to com-
pletion. When | bhave attempted it, gither both
sides have collapsed in exhaustion after about three
turns [thiz refers 1o the units and to the players) or
elge one side has tried to keep back its resources
and hes been rapidly overwhelmed. This lzads me
to the suspicion that firing s perhops a little too
effactive, i.e, that the CRT is too bloody, Certainly
lasses in the Yom Kippur War were heavy but from
the point of view of simulation it really should be
possible to get the game 10 go the distance, Perhaps
the answer liegs in supply. The game doss have
supply rules, but their only effect is 1o penalise &
unit which is isolated; there 5 no overall shortage
of supply., Another solution might be ta maks
withdrawal easier,

As to the balancing of the Campaign Game | would
be inclined 1o poree with the statement in the
player's notes that the Israeli Player can lose the
geme very rapidly if he does not assiduowsly guerd
hiz bridge across the Suez Canal. Although his army
15 gualitatively superior it is not easy for him to
gaploit this. Whatever he does, his casualties will
be heavy, and this he cannot really afford, since
he s ouinumberad, Superior Combat Proficiency
should of course allow him 1o recover more of hig
lpsses than will the Egyptian but the pressure is
still on him. The Egyptian player of course sees
the other side of the picture — an inferior army
spread all over the West Bank, unable to make
much reaction on the first wurn and doomead 1o be
cannan-fodder for those terrifying M43 and
Centurions {which are indeed splandidly effective
in the gamel. Between good players | should be
inclined to think that the game is probably fairly
balanced. If the players are rather less expert, then
my maney iz on the Egyptian, for the game
demands far less of him. This in furn leads on to
the next criticismn, which iz that the strategic
options &vailable to the players are somewhat
limited., Strategically, if not politicelly , the situation
in this part of the world is pretty straightforward,
Various bits of land, not least those immediately
adjoining the Suez Canal, are coveted by both sides
who at this time maintainsd an armed and pretty
uneasy truce, which from time 1o time erupted in
open war with two simple objectives: smash the
enemy and grab a bit more land. In this game, the
Israeli plaver must put a bridge acrass the Canal,
and the rules severely limit his freedom to choose
where to do this. When he gets scross he must
engage and destroy the Egyplian forces, and this
will keep him busy for zomeé considerable time.
There is some choice as to where to try to break the
Egyptian line and there are a few tactical wrinkles
to be learnad, though for the most part these can
e gleaned from the player's notes, which are
excellent, incidentally. The Egyptian can do little
but hang on grimly and follow what the Israzli
daes, so for him too the options are pretty limited.

| should perhaps make it clear here that | am not
criticising Swez 73 very much &s a simulation —
certainly | think that the restricted choice in the
game reflects accurately the strategic situation; but
it does seem desirable 1o worn readers, who are pra-
sumably alzo prespactive purchazsrs, that this is
very definitely not a game of wide open desert
spaces: It is & grim and bitter slygfest, and if you
like such things, or arg only interested in the simu-
lation, then this could well be your game.

Continues an Page 31




SPIES!

RICHARD ALDRIDGE

When | was a member of Her Majesty’s Armed
Forces many years ago | was well aware of the great
value of the chit. If, for instance, you just happened
to turn up for 8 spot of sgusare-bashing wearing

gshoes jnstead of boots and  wers  promptly
appreached by en indignant NCO, the magic phrase
"... gotta chit, Corporal ..."" would turn away his
wrath, provided vou could produce said chit, of
COUTSE,

The same thing can be said for Spies!, a multi-
player game of espionage and intrigug recently
published by SPI, if you have the right chit you
will get away with it, for chits are vital in this

game.

Set in the years 1933 to 1939 Spies! s a seven turn
game — each turn representing ong year — in which
five European nations compete in a struggle to steal
gach othars top secreis, It is bast suited for five
players, each controlling the police and spies of a
single nation but it works as well with four or even
three plavers. With anly two, howevar, you have &
situation where each contrals the affairs of Twa
pations all the time and shares contral of the re-
rmaining nation with his opponent an alternate
turns, which can lead 1o some strange happenings.
You can have a reasonable game with just twa
players but it is not to be recommended, so0 try 10
scrape up that third player if possible,

Apart from the standard geame there is an optional
long game that | shall deal with briefly at the con-
clusion of this article, so until that time everything
vou réad here will be about the standard gama.

When writing about a game it seems to be tradition-
al to give a description of the ‘bits and pieces’ end
| am & greet one for tradition, so here goes ...

Unlike many: 8Pl games the rules are written in
narrative farm and are commendably brief and
reasonably clear. Just a single sheet, they are simple
and easy enough aven for the proverbial twelve-
year-old 10 learn in a short time. There are ong or
two doubtful areas but nothing that a little common-
sense won't handle,

The mapshest is 22"x34" and hes & number of

tracks and holding boxes on it a3 well a5 the map
itself, with a time and victory point record track,
a starting set-up, & bank track, three holding boxeas,
and a couple of displays that summarise the play
af the action chits that contral all a spy's actions
except that of movement, Why these displays
should have been positioned to be readable only
from the south edge of the mepshest remains a
mystery. Fortunately their contents are easily
gusimilated and efter a couple of turns you are
unlikely 1o need to refar to them egain, but how
nice it would have been if they had been in more
suitable paositions in the first place,

The map Itself shows Europe, Morth Africa and the
Middle East, with the five opposing nations —
Germany, |taly, Russia, France and Great Britain,
in order of play — clearly shown in brown, vellow,
red, green and blue respectively. Major cities and
ports are indicated with the capital cities of the
oppasing nations being further identified by an
appropriate national flag.

In order to regulate the movemnment of the spies,
the cities are linked by a network of rail and air
routes while sea zones have been created to allow
movement by sea. All movement is rether abstract
of course, remember that the length of a turn is
ane year o there is no n2ed to get bothered if you
seg @ railway going across the Chennel, nobody is
going to worry about ferries on that scale.

There are only two disturbing features about the
map, Coventry and Birmingham have changed
places for some reason, end as a trué Coventrian
| cannot help feeling & trifle aggrieved by that,
whilst the removal of Scapa Flow from its rightful
haome in the Qrknay Isles to the far-off Shetlands
can only ba as a result of a cunning deception
seheme. As it happens neither of these re-locations
has any affect on play and can thus be ignored|

There are three types of counter actually used on
the map; secrets, police and spies, All are normally
deployad face-down and are back-printed to show
type of unit and in the casa of police and spies,
nationality, There are forty secrets &l told, ranging
fram the humble limpet mine {with a victory point

value af 1) up to the grestest prize, the stomic
bomb [with a wvictory valus of §). Each of the
opposing nations has a number of security police
units with strengths varying between 1 and 4, these
strengths normally being concealed from the other
players, Likewise each country has a number of
spies similarly possessing strengths of betweesn 1
and 4 and they are given individual names as well,
just to add a little flavour, IF you want to sae what
the counters actually look like take 8 peek at the
illustrations, one picturs is worth a thowsand words.

Counters that aren't used an the map inglude event
files and actien chiiz, plus 8 few markers, and it
will probably be easier to describe the functions of
these as we come to them.

The first thing to be done when setting up the game
is to record each eountry's bank balance. Finance
is 85 valuable as the possession of sction chits in
Epios! and sach country starts off with a certain
amount of money in the bank, as recorded an the
bank track.

Each eountry has seven event tiles of its own, plus
another three drawn at random, whilst thay alzo
have an allotment of action chits that have bean
distributed at random, There are six types of action
chit and no more than seven chits may be held by
any country at one time, Eight sgcrets are placed in
selected neutral cities and the remainder allocated
among the opposing netions, being placed in any
home city providing that there are never mare than
ong per city. Police units are placsd, no mare than
two per city, in any city coded for them, and the
sples are deployed anywhere on the mop with no
restrictions on stacking or pasitioning. And with
that done, the game can comimence,

The players” first action iz to play, or discerd, an
avent tile. This is & large caunter with a list of citiss
printéd on it together with a brief description of a
histarical or hypothetical svent, As long as he s
not in his hama country any spy in a city on that
list will gein for his country ong or more action
chits or a sum of money, 85 indicated on the tile.
It is entirely up o the player whether he plays or
discards a tile sa no-one is forced to play a tile that .
will banefit an enemy more than it will himself.
This gives rise to a bit of a8 puzzle; some tiles can
only banefit an enemy and will thus be discarded,
o why were they included in the first place? The
only thing thet | have been able to think of so far
is that originally it was intended to have players
draw the tiles 8t random &nd that the system wwas
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later changed. To check on that theory | played a
game doing just that, shoving them all in a stack
and having each player taking one off the top in his
turn, and in the event it made very little difference
to the game,

Be that as it may, having done that the plaver can
then move his police wnits. There are no restrictions
on the move, he can put them where he wishes in
his home country subject to the stacking limit, and
&5 soon &5 he has mowved them he may search for
enemy spies in every city that conteins ensmy
spies and his police,

The pracedure is simplicity itzelf; if the police units
are stranger than the spy then the spy is captured,
no dice throw, & simple strength comparizan. The
£py goes into a box on the record track and the
captor is rewarded with the handsome sum of
£20,000 and a free action chit, it"s a5 easy as that.
Weall, perhaps not quite so eeasy, because so far we
have not taken into gccount the action chits.

Dne of these chits, ‘Fapers’, is tailor-made far this
sort of situation. ‘Papers” will nullify a search
immediately, before any strength comparison takes
place. It will also cast £2,000 to play; espionage is
an expensive business, so If you haven't got the
mangy in the bank that’s yvour hard luck. OF course,
vou don't have to play a chit, you might be one of
thoss cunning types who send a low-grade spy into
gn enemy city with the deliberata intention of find-
ing out how strang the police &re, so that vou send
a top-grade chap in afterwards to sneak a secret.

Once the police have bean moved, papers played,
and the less fortunate spias thrown into the nearest
cell it is the time to mowve the spigs. They can move
up to five spaces per turn, & space being defined as
a city or sea zone entered, and any combination
of land, sea, and air routes may be used as long as
a spy doesn’t end & turn at sea, Should & spy enter
an enemy oity that is occupied by police then
those police may search for him — and he may
evede — in exactly the same manner as previously
deseribed, If he should enter an enemy or neutral
city containing a skeret he can attempt to discover
it, and by now you will not be surprised to learn
that this will entail the expenditure of a chit, a
'Discavery’ in thiz case costing £3.000, If the
secret was unguarded it has bean found and It anly

remains for the spy 10 get it beck to hiz home
cepitel city for his country to receive £20,000 and
a free action chit, plus 8 number of victory points
according 1o the vesr of discovery. Had the secret
been guarded by police then the spy would have
hed to have been stronger then the guard [and to
have escaped eapture) before gaining access to the
secrat. By the way, only one unit can guard asecret
gven though there may be more than ong unit in
the city, so it will be apparent that a strength 4
police unit will ngwer lose a sécret since the strong-
est spy is also 4.

It is of course possible for a secret to be guarded
by a zpy and in this case the intruder has another
obstacle befare him. A defending spy hes the
opparienity fo play & 'Cowver chit to foil the
sttemnpied discovery, but at least In this case the
intruder cén have another attempt by playing yet
another ‘Discovery’ should he have one, Since this
ie ang of the situations wher? ane chit cam be wsad
10 counter ancther this can go on until ong or the
other decides to call ita day.

Thus far we have sssumed that the secret has been
g genuine ang, but it 50 happens that a quarter of
the secrets are not réal zecrets at all but nasty things
called ‘Counterspies’ that come as a most unpleasant
surprise 1o the spy who is unfortunate enough to
come across one. Counterspies have a strength like
any other unit and, it stronger than the spy, the
latter goes straight into the slemmer with no
opportunity 1o play a 'Papers’ chit. If the capture
wirg to take place in 3 neutral country he wauld
go into @ holding boax frem which he could anly
be released in the same way as from a hostila jail,
by playing an "Escape’ chit, and these are expensive,
at £10,000 a time.

You will have noticed that Spies! is a bloodless
game with captured spigs meraly being taken out
of circulation until they can be released. There is,
however, an wltimate weapon in a8 spy's armoury,
the "Sanction’. This chit has & picture of a Luger
on it 50 you shouldn't need to have three guesses
to know what that means, and it is in fact the anly
way in which spies can be Killed off. It's not cheap,
it costs £20,000 to use a sanction and tends accord-
ingly to be used sparingly, but since this time
there is none of that business about comparing
sirengths it means that even a low-grade spy can

‘do in" the top enemy bloke without any troubls.
It ks true that there ks 8 counter 1o a sanction in the
form of the ‘Eicape” chit but thers aren't $o many
of those around and they are usually reserved for
releasing spies from jail. Victims go nto yet
gnother holding box and can be brought beck into
the game only by playing & ‘Recruit” chit, which =
gquite cheap considering, at 2 mere £4 000,

You can see from this thet a successful espionage
ocperation Is going 1o require a lot of money, the
right chits, and & lot of luck. It is possible 1o nego-
tigte with &n opponent during your turn but it
cannot be reoarded as a relfable way to get the all-
important chits and money. | have plaved a game
in which | had only three *Discovery’ chits during
the entire game — and they are among the most
numerous in the counter-mix — and all three of
the secrets | found were counterspies! Yes, thera's
a lot of luck invalved,

That's about all there is to the standard game, easy
to play but net at all easy to play well, it carries
on wntil at the end there is a grand totalling of
victory points to find the winner. It can eazily be
played to a finish within threg hours, and although
SP1 recommend a time limit of five minutes per
player there is no real need o impose one, it works
very smoothly,

The long game s & different kettle of fish. For &
start the rules are written in the familiar SP1 case-
number style, They are again simple, brief 2nd clear,
In addition, ss well 85 heving to expend action
chits and money whenever they want to do zome-
thing, spies now have 1o use up 'action points’, of
which each country receives twelve to last it for
each turn. They have to be wused when mowving,
conducting police searches, plaving action chits,
and Initiating diplomacy. Surprisingly, it isn't as
restrictive as vou might think but it doss slow
yau down 2 bit,

Ewvent tiles in the long game take on a new import-
ance in that certain of them can affect the neutral
status of some countries such as Awustria and
Czechoglovakia, There is now ng limit on the num-
ber of action chits that 8 country ¢an hold and
therg are another four types 1o play with. There
aren’t many in the counter-mix, another fourtesn
— but they can change the complexion of the game.

‘Dowble Cross” reverses strength comparisons and
the effect of a "Sanction” and can also be used (o
counter an "Escape’.

Bource” anables a player to examing all the spies
and police of another player, and just think what
vou can da with that sort of information, parhaps
it is possible to win by negotiation after all.

Drog” is expensive a1 £20,000 1o £30,000 but it
can establish an effective 'capital city” for the
purpese of ‘cashing in' enemy secret in gny city
on the map; you can nick a secret in Barlin, say,
and drop it in the same place for yvour £20,000
reward, very satisfying.

‘Tntercept”, the last of the newcomers, acts as a
counter to "Drop” and ‘Source” chits.

Istanbul, Tangier and Geneva arg now 'spy havens'
nica restful places where spies cannot do amything
to cach other at all and I°1l leave you to think of
the implications of that.

Each country has a top spy called "Cousin’. In the
standard game 'Cowsin’ behaves asz a normal spy,
but in the long geme he (I assuma that it is & *he’)
has some wuseful attributes in that he can never be
caught by a counterspy and can never be "Sanction-
od' unless it s by another ‘Cousin’. Any other
common-oragarden spy trying a sanction ends up
dead himself.

find that's sbout all the difference between the
e warsians, the long gamé is no longer, you can
still mamage it in three hours or theresbouts and
our twelve-vear-old can still play it all right, there
is just a bit more to think about.

Spies] makss a nice change from the run-of-tha-
mill wargame and there is always plenty going on,
It's light-hearted, enjoyable nonsense but the more
yvou play it the more yvou find out that it has hidden
depthe. All we need now is for someane 10 write an
article an how to win it, becausa |'m hopeless!




BOOK
EVIEW

HAMISH WILSON

Arriving just too late for inclusion in this column
in our Christmas edition, three books thumped
anto my front door mat in guick succession and
all of them dealt with aspects of the first Waorld
War, Dealing with them in order of chranology of
their =ubjects | must start with Richard Holmaes’
biography of Field Marshal Sir John French“The
Little General”. Published by Jonathan Capa at
£12:50 this is the life stary of the man who led
the B.E.F. when the lights were going out all ovar
Eurppe. It has been argued that French was one of
the Donkevs of whom Hoffman spoke but that is
not the impression that Richard Holmes allows us
to retain for long. Enormously popular with the
troops and, for the most part, with the French
General Staff, Sir John found himself hampered
and bedevilled by strategic and tactical debates
which werg going on back in Whitshall, Of course
it iz inevitable that the ossuaries of the Western
Front should be picked owver once again in this
work, but for myself, | find the period, both
before and after the World War more interesting,
French was involved in the Boer war having won
his spurs the hard way in the Light Cavalry, While
fellow officers occcupied their time in polo {a sport
deserving approbation in those regiments) French
was studying history and strategy. Thera are tales
of the young subaltern which make him sound
more like 8 Count von Schilieffen than a dashing
light cavalry man .... and thers are the dashing bits
gz weall, A bit of a lad for the ladies was our John
Frenghl At the peak of his ceresr French was
invalved in the Curragh mutiny {or what you will],
not as a participant but as a senior officer who
sought to prevent the loss to the British Army of
talanted officers who were going to be of value in
the war which French saw coming as sarly as 1902,
It was also to lreland that he returned afiar he
departed command in France, and in light of cur-
rent troubles | find these periods of equal interest
to the central part of the book. Richard Haolmis
has done us all a useful service by undertaking this
biography of & man whose preévigus reputation has
rested upon less closely reasoned and researched
work. Seven maps and twenty three photographs
support this text which ought to be read by any-
one with an interest in the British Army of the Tirg
half of this century.

Alzo from Jonathen Cape comes a splendid an-
thology of prose, verse and poetry which has been
compiled by Peter Vansimtart. Far from being
the almost cliched collection of anti-war poetry
contrasted with the jingoistic speeches of pol-
iticians and newspepermen, this anthology takeas
words from contemporary writers and writers of
the present day; letters from the front and tracts of
wisdom with the benefit of hindsight; marching
sangs and the wards of refugees; all these are here
presented to offer insigpht on the personal aspects
of the ‘progress’ of WW | from 1914 to 1918, and
then follows the period between the wars, con-
cluding with the awful guote from Hitler, "1 ...
am the only head of government in Europe who
knows war as it really wae, | mean for the front
line crock.” The intensity of the experience which
i distilled within these pages does not make the
book easy to read but as an antidote to campaign
histories this is essential reading. At £7:95 this
book it good value and will never fail 1o provide
frash food for thought on matters military, never
mind the first World War.

From Messrs, Patrick Stephens Ltd., comuas a chil-
ling little work called “Wars to Come’ by David
Baker. Whan | tell vou that it has a forward by
General George Keegan then you will begin to see
why | describe it as ‘chilling’. Mr. Baker has been
eatellite gazing and to some considerable effect.
Starting from the almost mandatory story of the
V-2, he follows the development of rocket and,

especiglly, satellite technology from Spuinik 1 to
the latest entisamellite ar ‘Killer' satellite systems,
Mewver mind Big Brother — if Mr, Beker is right
Unecles Sam and lvan are watching us right mow and
in the kind of detail that seems, to me, gquite
astounding, But the core of Mr, B's thesis is that as
all that exciting Shuttle and Soyuz stuff & going on
in public the two super powers are actually practic-
ing for the first war in space. All those high flown
words about “for pesceful purposes only™ are for
the deception of the public and Russia has been
playing with “killersats® singe 1367, It makes dismal
reading and | wonder, upon reading the potted
biog. inside the dust jacketr of this volume and
learning that Mr, Baker is emploved by MASA,
how much he is playing 8 game for them in
trying to ensure the continued funding of both
branches of the US space effort with these fright-
eners, 10 is always good news to the proponents of
such Tunds when ‘independent experts’ say that the
Ruscians are years ahaad in 8 particular branch of
technology ... Howewver, regardiass of the inten-
tions of the author about political games, he has
produced a most readable volume which is infor-
mative and richly illustrated. The combination
af beauriful art work and real life stills of rockets
in action reminds ma of the fantastic books that
Willy Ley and Werner von Braun used to write in
the early 50% to encourage the boyish dreams of
boys like me of 1he frontiers of space. | hope that
David Barker's book is lesz prophetic than those.
Patrick Stephens publish at £8:95,

Two volumes now which look at an aspect of war
with which we rarely deal, Between 1840 and 18456
German troops were in occupation of a number of
different parts of Eurape whare they had no right
ta be — ather than the right of conguest. In “'Paris
in the Third Reich — a history of the Garman
occupation, 1940 — 1944 by David Pryce-Jones
wa are able 1o see some of the larger issues invalved
in a major city being occupied and, thereafter,
altered by that occupation. The paolitics and
people, the attitudes and aberations and the abject
surrenders are documented here with a vivid set of
pictures, expertly compiled and arranged by
picture editor Michael Rand. 1t is frankly appalling
and has, at times, a genuine feeling of an account
af a new dawn of bharharism, This feeling does not
merely relaté 1o the accounts of German actions
taken in support of their occupation, but also to
the almost enthusiastic co-operation that searmed
to arise from sections of the French population,
The handing over of the Jews, the burning of
pictures by Miro, Picasso, Max Ernst and others,
the French valunteers for the §5 — sufficient to
form their own division and the PPF, the French
Fascist party ... &ll this in the c¢ity that most
Europeans would regard as the culiural heart of
Europe, While it is true that much of this ground
weas eovered in Marcel Ophuts’ film, "The Sorrow
and the Pity", it is good to have this book as a
more easily accessible reminder of another aspect
of French life under the Nazis.

For @ more particular and personal ook at the
facts of living under such an occupation | must
commend you tao “War on Sark”™ by Julia
Tremayna. It is compiled and edited from diaries
kept by the redoubtable Mrs. Tremayne during the
years 1940-1945 when the Germans were oCeupying
that island. While therg is much in this book that
deals with the trifling incidents of day to day
lite, as opposed to the grand sweep of history
and the ebb and flow of battle, political or military,
it is this very fact which makes the book the
perfect companion and compliment to the one
above. The enormous precccupation with food
tells us more than the sometimes pathetic attempts
at humour about the short rations the islanders
were required to endure. There are moments of
great courage, guietly related, and moments af
terrible despair which are most mowving, but it is
tha smallness af this 1elling of a story which s far
from unigque which infuses it with considerable
strength and power and makes It a difficult book
to forget having once read it. Two maps and fifty
two photographs and reproductions of newspapers
and documents suppart this texr and Wabb and
Bowar publish at £7:85.

Some time ago | reviewsd a book in this column
about the amazimg Harrier VSTOL aeroplane.
From Patrick Stephens comes another book on the
same subject and it is, |'m afraid, not anything like
as good. “Harrier” by Franeis K. Mason does bring
the Harrigr story up to date in that it includes a lot

of information about the development of Harrier
variants and the text, such &% it is, is richly sup-
ported by photographs and line drawings of a very
high arder of quality, | am being, perhaps, grudging
about this work since thers is mueh merit in it, but
| find it diseppointing that the development of the
stary of VIFFing [thrust Vectoring In Forward
Flight) ha: not been continued from the sarly
gtages in “Jump Jet” [(which volume is: not,
ingidentally, mentioned in Mr. Mason’s biblio-
graphy), that the tactical considerations of Harrier
against the fourth generation fighters are not really
looked at and that the main axis of effort in the
vaolume seams to be for those aircraft enthusiasts
who wish 1o follow aviation histary through air-
frame numbers and the histories therenof. Far those
people, and for the model builders, “Harrier™ will
be of nestimable wvelue and will ba seen to come
cheap at £9:95. For those of us who want to play
the Harrier scenarios ... or design some ... for "Ajr
War" there are better books,

Fravm the above it may be seen that | do not write
without prejudice, That is the writer’s privilege
and i1 15 aong which Bill Gunston axercises to tha
full in “Fighters of the Fifties” (Patrick Staphans
at £10:95}, It 1= & joy of 8 book, nat least hecause
of the way inwhich the author sets out his lalmost)
belligerent views on the aircraft, and the policies
behind their development, of the period in
guestion, Without doubt Bill Gunzion s ane of the
most renowned commentators on aviation history
in Britain, never mind the rest of the world, and it
iz 8 great joy 10 see such a grand semior member of
thiz school of journalism without any editorial
fetters to bind him, sounding off into the wild blug
vonder and saying exactly what he thought then
and s&l thinks, There may be bits of this book
with which vou will disagres but you'll never find
it short on entertainment. F-B6, Hawker Hunter,
F-89, Lavochkin La-15, Gloster Javelin
remember those ... share your memaries with Bill
Gunston in this book and you'll be joining the club
which is peerless in nostalgic affection to no good
end, the old 'plans buifs,

Before the Spitfire, was the S6B; before the 56B
was tha Schoeider Traphy and the races for that
ran from 1913 — 19317 and those races are the sub-
jact of a smashing wee book from Putnam Press
which is writtén by Derak N, James, Apart fram
the stories of governmental jiggery-pokery which
Mr. James tells with considerable relish, the details
of the aircraft, successful and otherwise, are pre-
sented here in both photogreph and plan drawing.
Of course a work of this nature will find great
favour with the aeraplane buff, but there is much
of valua for those who enjoy ‘the history behind
the history' as well, £12:80 |5 the steepish price
asked for this work but when the large number of
plans and photos which support this text are taken
into account then the price isn't really too high.

Lastly let me deal briefly with the book which has
caused all the fuss in the papers recently. “MI5 =
British Security Service Operations, 1909-1945"
by Migel West /s a fascinating volume and deserves
more consideration than the simple 'uncovering of
moles’ which is the aspect of the wark which has
received most media coverage in this country . Nigel
West has done a first class job of tracing the
development of MIB but the main bulk of the book
is devotad ta the internal security work which was
done during the sacond Warld War, and in this srea
the book is splendid, 1 can't think how Mr. Wasi
has uncovered all the information which he de-
ploys in this volume. He does say that many of
the members of the department have beaen
generous with their time in interviews and honast
in their memories but he also admits that much of
the linking of what he has been told has had to be
done by intelligent deduction because he has nawver
been given aceess 1o the files of the servica, All this
mystery could make for stodgy reading but Mr, W,
manages to make 1he reader’s voyage of discowvery
through the book a most enjoyable one and the
astonishingly low price of £7:95 which Bodley
Head ask for this book almost guarantieas & high
pumber of ssles in hardback, As Migel West points
out, MIS has fostered an aura of mystery abouwt
itself for a long time. In this book we come as near
to plercing that aura as we are likely to do in this
generation and for that reason alone | commend
this one to you,
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- THE FIRST
COMPUTER

WARGAME

There are & number of software products an the
market, acdvertised g5 wargames, but from the war-
gamer's polnt of view many of thess gemes do not
seem o mest his requirements. The skill thay
requirg in order to be played successfully may be
the skill of fast reflexes rather than the mastery of
tactical and strategic principles. Many are so simple
that the questien of learning the rules hardly arizes,
but where it does, the game does not seem to
induct the player into the mechanics painlessly as
should be the case with any computar-assisted
learning process. The printed components are in-
adequate or poarly-planned, increasing plaving
effort rather than reducing it. Most of all, they are
really soliteire games in which the player attempis
to defeat the computer with any  two-player
option thrown in as an afterthouaht,

This article describes the development of a game
intended to meet a different definition of what
constitutes a computer wargame, and readers will
heve to decide on the accurscy of the titls,

The first decision was the subjeet of the game; any
subject in military history will do, and if we are
starting outl (0 develop 5 new type of game, wa
don't really nead 1o feel inhibited by the sxistance
of manuwal games on certain subjects. In order to
whittle down the possibilities, | began to define
the expected market for the game,

The most popular subjects are World War [ and
contemporary or hypothetical situations. There is
also a growing tide of interast in fantasy/SF games,
but this is an area in which | have little expariance.
Crigimally | planned 1o s2il the pame principally to
hard-core wargamears, but further thought revealed
the flawe in this idea,

If wod are seriowsly intending 10 develop and markat
g cOmPUter wargame consisting of a map, counters,
gxplanatory boaklet and a computer program on
cassette tepe, which was the format | had in rmind,
then we have to think in terms of a minimum print
run for all the printed components. It's very un-
geconomic to set up the eguipment in a printing
firm for a print run of a few hundred copies for
such specialised products, The tape presents less of
a problem as commercial duplicating devices can
turn out copies 50 at a time in only a few minutes.
We therefore need to identify a reasomable number
of potential purchasers. My guess would be that no
maore than 10% of wargamers in the UK. have
computers, this is much more than the ratio of
computers to the population of the UK. would
suggest, but it is based on my experience that
wargamers and computer owners have much the
game interasts and outlook. It still isn't nearly
enaugh, especially when we remember that thare
are now around 20 different brands of domestic

micro an the market, and the program will have to |

be rewritten to suit the peculiarities of cach one in
tiarm.
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If wie start with the much larger number of micro-
owners, we can say that we only have 1o persuade
10 or 20% of these owners 19 spend a com-
paratively small amount of money on our product
to achizave our objective, and if the gamoe sells fewer
copies than we expected, we can always rewrite
the program for the new models of computer now
coming anto the market, without zltering the other
components, and thereby increase the number of
possible buyers,

Unfortunately, the idea of producing 8 game de-
signed to appeal to the micro market in general

means that we have a much tougher salling job; we

Fave 1o persuade people who have never touched a
wiargame in their lives o join that select band of
monomaniacs. The next questien, therefore, was:
Why do people rot beeome wargamers?

The answer seams 1o be: the rules. As far as can be
established, non-wargamers have no objection to
playing games as such, they don't have moral
seruples about games on military subjects, and they
like the ijdea of games with a greater level of
realism than Monopaly, but they won't sit down
and learn the rules, We might add that they dislike
dirty mechanics in the sense that they don’t want
1o spend ten minutes resolving each combat, and
they get worried when they can't decide what 1o
do at the beginnino of e=ach turn because the
strategle situation facing them is too comples. |7
the projected game was to succeed, it had to be
gasy to get into, yet offer a depth of interest which
would reward those who spent time studying it,
Samehow the rules had ta be forced into the
computer, if only to get them out of the ac
campanying booklet, which would otherwise
intimidate the prospective purchaser. The early
Turns should give the impression of a quick, effort-
lessly playable game; by the time the player
realised his mistake, the poor devil would be
hooked, and find himself converted to wargaming
without realising it.

Some readers may ochject to this approach, think
ing that design compromizes are bound to be
made in order to make wargames sliractive 1o
those autside the hobby. The point of a computer
wargame, however, is that it should no longer be
nacessary to make compromises in order toomeeet
the needs both of the hardcore gamer and of the
beginner,

Parameters

Evantually it was decided 1o chooss a World War 11
subject, since somg people seem to find it rather
glarming to play a game about some hypothetical
future holocaust that we are all supposed to be
trying to avaid. The choice of game scale, though,
was not so opbviows, |0 the early days of war-
gaming, Avalon Hill produced oni big-name game
gfter another, D-Day, Waterloo, Stalingrad
evaryone had at least some idea that & battle of
that name had been fought. It seemed sdvisebla To
choose such a subject, but in practice this meant &n
operational-leval game. It was not a3 good idea,

. dividual

however, to give the purchaser five maps and 2,000
counters, since he would nesd hours just to set the
game  wp, and this is the sort of thing only
dedicated wargamers epjoy. & game like “D-Day™
would therefore have to be on a scale of arcund
five miles ta the hex, Nothing wrong with that,
but it turped out that it would be very difficult ta
justify the wse of a computer &t all in such & game,
if it were to be regarded as some kind of game-
assistance ajd, The ressans for this are a little
difficult to explain. In such & game, you might
have regiment-level counters, or stick to Division-
ar even Corps-level, But at regiment-level, the
players wouwld be faced with large stacks threading
their way through crowded hexes, together with a
ot of complicated rules concerning multiple-unit-
type attacks, stacking limitations, and so0 on. Mot
that the micro oould mot help with the problem of
sorting out these situations but you would spend
five minutes typing in o deseription of what each
player had in a group ot hexes before it could
tell yvou who edvanced, who retreated and howe far,
who becams disorganised, and who fell off the
edge of the map.

At Division-level, on the other hand, everything
becomes so simple that it is not ¢leor that 8 com-
puter is needed to moniter the simulation; the
play-interest largely derives from the players’ per-
ception of the owverall strategic situation, and the
computer will be quite unawars of this.

The problem of writing computer-assisted games
on  operational-level bettles probably needs an
egntirgly new spproach. What a player is doing in
such @ game is deciding the broad sweep of the
action, in so far as his opponant will let him dictate
it; to implement his command decisions, however,
he must move large numbers of wnits and make
large numbers of minor tactical decisions about the
best hex from which to launch an attack, the best
combination of units to use in order to achieve &
good combat result, and 50 on, If you were to ask
him if he would be prepared to delegaie these
decisions 1o a computer procedure which could be
relied on to use a set of simple rules for arranging
units in the best way at the end of each turn, he
might be enthusiastic, or might regret the |oss of
control over minor tectical mattars thet this would
invalve, At any rate, this sort of game, in which the
player indicates to the program his general strategic
objectives for the next turn, leaving i to the
maching to dictate the exact movement of in-
units, is probably the next step in
CoOmputer-assisted geming.

A much |ess ambitious objective was decided on
far this first project, namely to develop a tactical-
level game, It's much easier to see the sdvantages
of putting such & game on the computer because
the game mechanics are so repetitive and yet
involve a much smaller number of variable factors,
Consider a game |ike October War. The players
spend most of their time during a game-turn
resalving cases of individual combat, one tank




platoon wversus another, using the same set oOf
CRT's sach time. They scon lose intarest in the
actual resolution procedure through sheer repet-
ition, wanting to know instead what the oversl
effect will be, but they have to trudge through the
set praceduras to find out.

Other advantages are that aspects which greatly
increase the reslism of such tactical situations can
be incorporated without increasing complexity
from the players' point of view. For éxample, the
initial strength of a unit can be stored in memory
and reduced to reflect combat casualties as the
game proceeds, It this initial strength is equivelent
to the number of tanks in a battalion, the program
can keep track of the loss of each individual tank;
an equivalent menual systemn 1o do this would be
unaceeptably tedious. Supply rules can also be
incorporated which are sdequately realistic with-
out requiring the players 10 do any bookkesping
themselves, All this makes the game more complex
iy the senge that it would get a higher complexity
rating in the S&T ratings chart, but not in the sense
that time taken to learn how to play the game is
increased, Although this seems an elementary
point, we are sll so accustomed to linking the two
concepts together that it reguires a positive effort
to distinguish between what might be called
“inherent complexity'™ &nd “perceived com-
plexity.”

It was also decided to write the program in BASIC
rather than Assembler. For those who are inter-
ested in such things, and to put 8 complicated
situation briefly, the nature of the program makes
it simpler to understand and debug If it s written
in a high-level language rather than being compiled
to machine-code from  Assembly language.
Assembler is supposed to have the advantages of
speed and compactness. Certainly a machine-code
version of the program would run @normously
faster, but this would seldom be spparent to the
players as an advantage, due to the way in which
the game is played. It's unlikely that it would take
up less BAM than the BASIC wersion, although
thiz i due to the rather unusual environmént
found o©n microcomputers with BASIC inter-
preters; each keyword is really a call to a ROM
routine of tens or hundred of bytes, and so the
pragrammer can call up these routings with a
one-byte keyword and thus svoid using up the
available RARM.

The next decision concerned playing time and
length of rules, A wargamer is generally prepared
to wade through a miniature encyclopaedia of rules
and regulations which teach him how to play the
game correctly, but a beginner at the hobby would
be somewhat disconcerted by a long rulebook; an
arbitrary limit of 2500 words was s2t for the
saction of the rules booklet dealing with rules as
oppostd to setup instructions, eIc, That still
sounds quite a lot, but is only about & third the
lenagth of the PGG rules booklet. Playing time was
tn be around threg or four hours, enough 1o make
the player feel he was receiving something sub-
stantial for his money, but not so long that the
game became an endurance test.

The next step was 1o choose suitable game mech-
anics. This may sound a little cold-blooded to

some readers. who may think that the bast starting-
point for 8 wargame i & few bold and innovative
dasign concepts which embody the action being
cirmulated, At this stage, the precise battle had not
aven been selectad, although the shortlist had been
narrowed down to about six titles,

There wera, howsver, constraints on the type of
mechanics that could be used consistently with the
ariginal concept of the game snd its market. Cer-
rain rules concapts discourage the beginner player
much more than othears, the most obwious example
being Zones of Control. There's samething about
the need to visuslise an imaginary circle of 20C
hexes around each combat wunit, before deciding
which units can mowe and where, that puts the
beginner player right off the whale idea, although
ather parts of the rules may give him na trouble st
all. Thara was no way in which the computer could
be pregrammed to take over responsibility for Z0C
rules, since the map itself wes not to be program-
mad inta the computer, which would therefore not
he aware of the dispositions of units on the map
during the game, This is an important paint which
will be taken up later, The ZOC concept, therefore,
was aut, and the mechanics had to be arranged so
at o aveid it. On the other hand, there was a
tendency 1o include rules of @ type which add 8 lot
of detail to the game, so lonhg as the computer
could handle the legalistic side of them on the
players’ behslf, just to show the advantages of
using a computer in the game,

At this steoe it really begame imperatiive to choose
the exact subject of the game. A simulation on ane
at the World War Il paretroop actions was con-
siclered . &% was a squad-level infantry game with
multiple scenarios, @ game on the Arras counter-
attack during the invasion of France, and a game
on the capture of Antwerp after the Nermandy
landings, In the end it was decided 1o focus an one
of the battles areund Sidi Rezegh in 1941, during
Operation Crusader, partly because the data
neaded for research was fairly readily available, and
partly, in all frankness, because it is said that any
game with tanks in it will sell.

There were & number of actions around Tobruk
and Sidi Rezegh in Movember 1841, each with its
own special circumstances. Rather than choose the
abwvious battle, which would be Totensonniad,
the overrunning of the South Africens by the
Afrika Korps, | decided on a simulation of the
avents of 2151 Movember, @8 much more complex
situation featuring deep penetrations of lines and
unexpectad shifts of attack frontages.

The British forees occupying Sidi Rezegh airfield
at this time were considerably weakened by earliar
losses, but were given the order to advance north-
west ta relieve Tobruk, this being timéd to meet
the breakout force from the fortrass which would
attempt to push through the Axis cordon en-
cireling it, This attack was alreddy under way when
most of the Afrika Korps was sighted, unexpect-
edly charging on the airfield from the south,
harried by flank attacks from twe British
Armoured Brigedes. The interaction of all these
formations on the battleground produced a fiuid
situation {to put it mildly] that took all day to
resolve and one in which concepts of front lines,
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flanks and rears disappeared sitogether, all this is
faithfully simulated in the game.

The idea was 1o make sure that the players weare
not presanted with a dull situation 2t any time
during the depiction of the day's events, but, as
became clear during playtesting, | rather overdid
this, and playsrs tended to suffer from a kind of
command paralysis in which they were afraid to do
anything at all in case they were swoeoped on from
an unexpected direction. The gsme isn't really
like thiz, but ane thing that seems 1o be a rule of
camputer gaming is that you have little chance of
pstimating what the game is going to be like before
playing it; so many familiar concepts are missing
from the rulebogk, and some partz of the game
mechanics, sspecially combat, involve so many
varigbles that a player can't expect to be able to
caleulate the effects of his actions in advance in
the precise way that is possible [though not neces-
sarily desirable) in traditional gemes.

Game Structure

[t had been decided to kesp to an AZ-sized map
and 100 counters, mainly to réduce the problems
that would be faced by anyone who actually
agreed to buy and markst the game at a profit, so
the map-scale more or less dictated itself. Game-
Turns could not represent too short @ period of
real-time or there would be too many Turns for
what was Intended to be a fairly quick game. Unit
gizes also had to be fitted into the chosen limits,
and st this point it began to become clear what
types of game mechanics would be appropriste,

A draft map was now drawn in threg colours end
rough wersions of the counters made up — they
show anly unit designations, movement allowances
and range together with some setup information. A
very sketchy first draft of the rules was also pro-
duced. It was not too difficult 1o keep within the
self-imposed limits an length becsuse so much of
the detail of the game could be |eft to the com-
putér to take care of, but it did become clear
at this stage that the rules would frequently be
telling the players, in affect, "Don't worry about
the exsct circumstances when you can give such-
and-=such an order, because the program will tell
you if you're not allowed to.”" The danger of an
apparently patronising tone in such passages was
clear, but seemed unavaoidable if the neophyte
player was not to be submerged in minor cases and
pxceptions befare aven starting play,

The structure of the game is &s follows: in each
Turn, there is 8 Command section followed by an
Expcution section, Commands typed in at the kay-
board for each unit, first by the German player and
then by the British player, are collected by the
program and then executed, not in the order in
which they were typed in but rather according to
the type of command; all Aeconnaissance com-
mands, all Fire commands, and 20 on.

There are six commands: -
MV which tells the computer that the unit will
move in the current turn, but doss not specify in
what direction or how far.

F, which instructs the unit in question to fire at an
prnemy wnit, and which must include the desig-

nation of the target unit, F is direct rather than -

indirect fire, and is subject to range restrictions
since no unit has a range greater than threg hexos.

CO. which means "Carry On.'" The player dogsn't
want to give a specific command to a unit, but this
doesn’t mean that it will remain inactive during the
Turn, it is still able to use Hostile Fire if the
occasion arises, which iz a form of Opportunity
Eire, familiar to players of SPl tectical armour
Games.

IF, Indiract Fire. Artillery units have a discrete
IF range [between 8@ and 13 hexesl and can shell a
target hex within that range, which must be
specified when the command is given.

RECON, this command is available only to spacial-
ized Reconneissance units (the British player
doesn’t have any) and is essentially a MV command.
Its significance lies in the fact that it is executed
before all Fire commands in the Execution section,
effectively making Reconnaissance units much
harder to hit than other types without the need to
incorparate specigl rules to reflect this feature of
the battle.
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RES, this stands for Resupply and B ong of the
slements of the mechanics not normally found in
tectical games. Armoured and artillery units are
liahle to run out of fuel, or ammunition, or both —
aother unit tvpes don't need to worry about this
during the 11-hour period we are simulating.
Maturally we do not use the concept of tracing
supply lines, which would put the burden on the
plavers of following the supply rules and in any
case has always been a rather poor solution to
the problem of representing supply considerations.
Instead, we say that supplies of fuel and am-
munition are available fram HQ and tactical HQ
units which are included in the counter-mix; in
arder for a combat unil 1o re-supply, it kas to be
stacked with such an HQ at the beginning of a
Turn, and the RES command can then be given.
Players find that ammunition is subtracted fraom
the total amount given 1o & particular umit whan-
gver it fires, and fuel s subtracted whensver it
moves; the computer keeps track of the various
supply levels for &Il thess units and of course
refuses to accept a command if the current supply
lzvel for & unit i5 inadegquate to allow it to carry
aut that particular command.

The rules for |F are a little complex because of the
concept of Spotting. Artillery fire ovar all but very
shart ranges will Scatter, meaning that a per-
centzae of the atieck strength is applied to each of
the six adjacent hexes instesd of it being con-
centratad in the target hex. A playver can designate
& spotting unit and, if the wnit is accepted by the
program as an eligible spotter, the artillery fira will
be concenirated in the terget hex whatever the
rangs. There are quite a few restrictions an spot-
ting eligibility. the specified unit must bz in the
same military formation as the artillery umit, which
generally means the same Brigade; it has 1o be able
to see the target hex, so It has to be close anough,
znd ite morale must also be high enough, this pro-
vision being intanded to make the point that a
fairly high level of Command organizsation was
neaded at that stage in World War 1l to accumplish

- ghservation of artillery fire, althouoh it is taken

mare for granted in modern armies; it can't be, for

gxample, B tank unit, since spotting wes not carried .

out by such formations at this stage in the war, and
it can't be given & Fire command for that Turn, as

~this would give formations a greater amount of

fHexibility and response rate to arders than theay
were really cspable of, All these restrictions wars
fad into the rules draft, and subsequently the pro-
gram, 1o make artillery fire ag gignificent to-the
course of the battle and as accurate to the his-
torical events as possible, without actually creating
separate counters representing FOO's, which would
have besn & nice touch but would have excesded
the counter mix limits In retrospeact, it turnsd aut
to be just Bs well that sufficient care was taken
over artillery rules from the point of view of play-
balance. Maore casualties were caused by artillery
fire in World War 1l than by any other cause; at the
game time, its effect was not obvicwsly decisive in
resolving particular cases of combat because the
attritional tall taken by artillery was diffused over
all the formations involved in & battle. Exactly the
sameé thing happens in the game, and it has a
decisive effect on the closing turns, but without
this influence on the course of play, the game
would become unbalanced at certain stages and
this imbalance ecould only be corrected by fudaing
some other aspect of the mechanics, a dubious and
unreliable practica,

The decision 1o add these limitations on spotting
meant that a sizeable chunk of the program listing
had to be devoted to carrying out the necessary
checks to see that the deslgnated spotter wes
gligible to spot, Maturally, we also had o record
its spotting status somewherg in memory so that
we could reject a8 Fire command subszquently
given 1o that same unit, in the sam& Command
section. Although these checks are fairly straight-
forward, the memaory they consume was ane of the
factors contributing to problems encountared later
with squeezing the program into 16K,

Tha playver who wuses the spotting procedure,
however, doesn’t have 1o worry about this; the pro-
gram asks him if he is attemnpting to spot for IF,
decides if his unit is eligible, tells him why it
isn't it it isn't and gives him a chance to name
another unit, or else notes the unit's spotting status,
Strictly speaking, he and his opponent dont need
to understand the spotting rules in order to usa
them = the program won't allow them to break the
rules, and they could choose to leern the rules by a
process of trigl and error if they really dont want
1o read the rulebook first.

Since the characteristics of a unit ean change
during the course of the game, and since this
information iz recorded only intzrnally as amend-
ments to a table within the program, 8 mesns has
to be provided for the players to get summeries of
the current status of their units. Either player can
type in “SR" during hizs Command section and
obtain a Strength Return showing all the current
values (morale, supply, combat strength etc.) for
a given unit. By typing in the designation of the
higher formation to which 8 number of units
belono, he can get a series of Strength Returms
covering the whale formation, giving him a picture
of the overall situation, To preserve secrecy, the
gnemy player has to look away from the scréen
whila thit iz happening, B3 the information is all
displayed on the screen; iU's likely that the players
will arrange for all commands 1o be entered
privately in any case, since this provides an &lement
of limited intelligence in the game. Maturally, the
German player is prevented by the program from
obtaining information about British units while he
is entering commands for his units, and vice versa.

As =oon as all commends have been entered, the
program will procesd to the Execution section.
After dealing with movement of Recan wnits, all
cases of direct fire are resolved, This is carried out
according to full SiMov reguiremenis, in the senze
that all Fire is regarded as simultaneous, end losses
are not subtrected until the end of the Fire sub-
section, All the players do at this stage is sit back
snd watch the program calculate the combat
results, according to a system 2xplained later.

Mext comes the Maovement sub-section, Here we
have a moditied SiMove in which units move one
after the other, but in a random sequence chosén
by the grogram,giving preference to neither player,
The section of the rules covering this part of the
Turn is fairly lengthy, since it's up to the plavers 1o
understand the Movement rules and follow them
carrectly while moving units; the program won't
know whethar they are doing this or not, If the
program was more complex, and was awere con-
stantly of the location of every unit on the map, it
could monitor the movement of units and correct
errors. But how is the progrem to know the exact
path that a unit is to trace unless the player types
in the number of sach hex that it enters in the
course of its movement? This would enarmously
increase the number of keystrokes the players had
to enter during the game, although a bonus would
be that the game could offer full SiMove, in which
all units move ane hex, the program decides what
to do sbowt units which have ended up in the same
hex, then all units move another hex, and 50 on, In
the event, the playtesters were gquite heppy with
the movement mechanics as actually incorporated
in the game, and found nothing unrealistic with
them.

One complication which arises during movemesnt i
Hostile Fire, This prevents unrealistic situations
such as a German tank unit moving past an enamy
anti-tank troop with impunity. The British player
is able to call Hostile Fire in such a situation, inter-
rupting the movement of the unit while fire is
rasolved, this fire it similar to the normal fire
resplution procedure, with appropriate adjust-
ments to reflect the increase or decrease in the
vulnerability of the target unit due to i1 move-
meant,

Imdirect Fire is then executed, impacting gither on
a single hex or on & rosatte of seven hexes, depend-
ing on spotting. As with other tactical games, it's
possible to hit your own units if you have for-
gotten that you booked fire for a hex, and it's
surprisingly difficult to aveid doing this at some
stage or another,

Finally, units with RES commands actually receive
supply, and have their fuel and ammunition levels
raised to 100%. In the event that the supplying HQ
was wiped out during the current Turn, howevar,
ng resupply takes place. The effect of this and ane
or two other features of the Supply rules is to
induce players to pull units back from the front to
resupply, rather than bringing HQ's up to them and
axposing them to fire.

At the end of the Turn the computer works out
the cumulative Victary Point scores for both
players and displays them — Paints are scored for
eliminating enemy units and occcupying key hexes.
The program then cycles round to the next Turn,

Thiz outline of the rules and mechanics looked
fine on paper, but the program that was 10 emboedy
it hadn't actually been written yet, and indead the
research mecessary to track down details like the
number of tanks or infantry group: in sach for-
imation on the day in question hadn’t been done.
The necessary material wes collected and arranged
in tebular form to show how many items of infor-
mation on each unit would need to be stored in
méemary by the program. Fortunately, orders of
battle for Commonwealth units during this period
can be found in the British Official History, and
strength levels for German and Italian formations
can be tracked down in & number of publications,
although it I+ often & question of working through
the campaign day-by-day, starting with the initial
strenaoths of units and subtracting losses as they
were experenced in clashes preceding the 215t
Movernber. Michael Carver's Tobruk gawe par-
ticularly wvaluable Infarmation on the actual
effectiveness of various weapon systems on the day
in guestion, as opposed 1o the theoretical effactive-
ness of different calibres of gun, theareticel range
of fire and so on,

The
Programme

A draft of the program could now be made up, and
most of the rest of this article will describe the
process of writing end debugging the program,
which took a great deal longer then hed bezn
gnticipated, Readers who are Interested in com-
puters only in so far as they help them to play
wargames, and do not really want to know what
gons an ingide them, may wish to “switch off" at
this point and rejoin the narrative at the stage of
playtesting and marketing. Howewver, any reader
who wants 1o know why a particular feature of the
battle was pot ingluded in the game should resd
the dezcription of the problems that were encount-
ered in attempting to force the necessary rmaterial
into 16K, since the history of the development of
the program beacame largely a series of strategies to
eompact the same amount of data or logic into less
FRaM. The experience gained will be very useful In
future, but there is a limit to compaction, and not
averything could be put in.

All developmeant work on the program was done an
a Model 1 TRS-80, but with the intention of re-



writing the program for other computers in dus
COUTSS,

The basic structure of the program is a large two-
dimensional integar array called C, with 81 "rows"
for the combsat units, and columns for the values
associated with each unit. Driginally there wero
about ten columns, but as the sketch of the pro-
gram (currently codenamed “W' which was its
filename on cassette tape) began to fill out, it was
negegsary to edd further columns, In the end this
process hed to be halted because we couldn't
afford the drzin on memory — each array element
takes two B-bit byvites and many of them were baing
used to store 8 number within a8 comparatively
gmall range, for example 0 = 18 to represant the
current combet strength of a unit. A system was
worked out to compact this data into a smaller
space and vet allow us to remain in the relatively
human reglm of BASIC and decimal srithmetic,
rather than converting to binary storage and then
using machine coding to get at it, Suppose wa tell
the computer that the value stored in & particular
glement of C s 9876, and suppose this really
means that a unit has 98% of Its fuel Ieft, has &
morale of 7 and has a special-status code of 6
{meaning, for the purposes of the program, that it
is in the category of artillery units which need 1o
worry about supply, but that it is self-propelled
artillery which therefore doesn't need 1o expend
Movemnent Points to limber and unlimber), We can
get at the first two digits with X = V100 where VW
is the array element value, and, since X has begn
defined as an integer variable, it will chop off the
unwanted decimal places, Now we can say ¥ =
WX 100 which will subtract 3800 from 9876 and
give us the last two digits, useful wherever a single
value s contained in the two final digits of an
elernent., The morale is therefore the integer por-
tion of ¥/10 and the special status code is ¥ minus
morale times 10, All this is packed into @ single
subroutine line, line 2, which works out all these
values and returns with them stored in & series of
variables. This is horribly wasteful of processor
time; it takes sbout % second to execute and so
must reprezent tens of thoussnds of machine
operations, and, after all, we usually only want one
of the values, and ignore the rest. Mevertheless the
BASIC coding is slightly shorter if we da it this
way, 50 that's the way to do it, The processor may
need over a hundred bytes of RAM to evaluate this
one line, but that is re-usuable allocation. Why, by
the way, put a subrouting at lina 27 Because there
are over 200 calls to it during the text of the
listing, and if we zaid GOSUB 50000 it would cost
7 bytes each time, ane for the GOSUB token, one
for the space, and ong for the ASCI code for each
of the decimal digits. GOSUEZ is only 2 byies. By
the time | had finished the program | had becoms
an wnwilling expart at this sort of cheeseparing
caleulation.

S0 we have stored every characteristic of every unit
in C and can get et one of them easily, perhaps to
decide whether or not 1o print a message an the
screen during the Movement subsection, asking the
plaver if he wants to unlimbar his artillery or anti-
tank unit. What asbout combat strengths? When
settling on a combat system | sufferad from a kind
of conceptual blindness caused by vears of cons
ventional wargaming, In that | sterted [ooking for a
nice neat systorm which would allow for the dif-
ferent effectivencss of the same weapons system
against different types of terget, and yet would not
involve extansive referance to tables of data or
axtended caleulations. It then dawned on me that
this was one aspect of the designer’s art that |
could ignore; these values are stored in the com-
puter which fetches them and parforms the
calculations. There is no need to worry about the
unwieldiness of the system and we can concentrate
on making it accurate and realistic. C containg, for
each unit, a reference to the row It should use in
another array EF if it's firing, and to the column in
EF it uses if it's a target. Units are divided into fif-
teen types of attacker [Panmzer Il's, Panzer I11's,
Panzer |1V's, British infantry, and so an} and thir-
teen types of target. Cross-referencing the two
values gives the computer a unique value for the
basic effactiveness of that firer type sgainst that
target type, which it then multiplies by the number
of firing units. We then apply modifiers. Sctually it
is more complicated than that, because the game
draws a distinction between targetted and dis-
tributed fire, If fire is targetted, az from an anti-tank
gun, the number of tanks in the target formation
will not really affeet the number of tanks knocked

out by the firer. If on the other hand artillery fire
is impacting in & given area, the number of enamy
infantry platoons becoming casualties will depend
very much on whether there were 12 of them in
that area, or only 2; casualties will be a caleulated
percentage of the enemy force. There are two
voluas squeezad into each element in EF, Tor the
two types of fire, plus 8 marker which allows the
computer to work out which type applies in a
particular case, as this may depend an whether the
target is firing during the current game-Turn, But
all this information takes up only about 400 bytes,

The Database

There is, of course, the gquestion of how to got the
values into the arrays in the first place. Storing
them in DATA statements is out because it dup-
licates the zame information, once in the program
listing and once in the array space in RAM set up
by the computer when the program is first run. In
the end it was decided to use the INPUT-from-tape
statement available in TREE0 Basic, which allows
us to compile chunks of rew date on tape im-
meciately following the saction of tape containing
the program itself, and make the program load this
data into itself and sort the values in it into the
proper array elements, before it continues through
the rest of s lsting, Maturally a separate program
had to be written which would hold its raw data in
a form in which it could easily be amended (values
needed to be fineduned during playtesting) and
which would also punch out the chunks of data to
tape in the right format. The story of the con-
struction of this subsidisry program is a 58038 in
itself, For example, it didn't oceur 1o me for 8 long
iime that the subsidiary program could be used 1o
werify that a good save of raw data had been made
to tape and that no corruption had been intro-
duced into it. Let us draw a vell over this period,
after noticing that what we have ended up with is
a monitoring program containing the necessary
logic and an entirely separate database. This turned
out to be of enormous value much later, when it
waz suddenly decided that the game necded two
databases each of which could be used by the
MGNITaring program.,

fany other technigues for compeacting data and
indead far condensing logic were used n the
program; if they hadn't been, the listing would
probably have occupied around 40K, This is some-
thing any prospective purchaser should bear in
mind when deciding whether to spend £40 on a
disc-based program proudly advertised as “requiring
4BK." For a start, the DOS may rob as much as
14K of RAM for itz own purposes, |f in addition
the program is In BASIC, uses short lines, stores
single values in arrays and has the database in long
DATA staterments where each decimal digit nesds
one byte, then the purchassr may be getting the
equivalent of a much smaller program, although
still a substantial piece of work by most people’s
standards. It's aonly fair to point out, though, that
a disc-based installation would allow the program
to access multiple database during execution and
even utilise virtual memory techniques.

In describing thess memory-saving technigues | am
not necessarily recommending them to others, for
two reasons. Concerning the data, the method of
working in base 10 s awkward and still wastes
space, The CHRY statement in BASIC aliows us 10
work In base 256 very easily, using all the values
that ean be held in one byta, The listing (A) in the
penal shows how even a larger two-byte number
can be converted to a two-character string ready
for output to tape. Data values ought to be fitted
into this number-base whare possibla; otherwise
they should be fitted into a specific number of bite
within one byte, For example, we can store a
number in the range 0-15 in a nybble (four bitsl]
and still get at it using BASIC, either with logical
operators or by converting the byte to a binary
gtring {e.g. “11011001") and finding the numeric
value of the first four characters. Using thess tech-
nigues it should be posible to get at least 50%
more data into a 16K program,

The other reason concerns the sheer incompre-
hensibility of the logic in a fully-compacted
BASIC program. Structured, easily understood
programs can be written in BASIC just as in other
languages. When every effort is made to get a lot of
work done in a small amount of RAM, however,
the result Is something like the listing in the
panel (B}, which is a genuine extract from the

program. What this section of coding sctually doas
Is check the eligibility of a spotting unit to spot for
an artillery umnit. Long multistatement lines are
used where possible (saves memory) and maximum
use s mada of GOSUB calls 50 that different paris
of the program can share the same subroutine. The
program waorks its way through the various alter-
native possibilities using the |F ... THEM .... ELSE
canstruct and the possibilities are often nested
within each aother, two or three desp. With over
100 wariables in constant wse by the program,
debugaing was not a pleasant experience and |
have since equipped myself with a8 number of
utilities which should make the next program
easier to deal with, principally a facility for giving
GOTOs and GOSUBs a meaningful label-name
rather than 4 line-number, This should allow the
construction of easily-comprehended coding, but it
will resemble source code in that It will itseli take
up a lot of memory and will have to be condeénsed
ta a normal BASIC listing to fit into 16K, rather
like compiling a language to object code. This
means going back to the source coding whan you
find & bug in the program, in order to understand
where the fault lies, then patching the source
coding and re-campiling so that your two versions
of the program are still equivalent. It's time-
consuming but it is really the only way with
programs as complex as this.

Most of the program falls into this pattern of
continual refarsnees to C and EF to find a8 numeric
valup which corresponds to a gquantifiable char-
geteristic of the unit being dealt with or is a
eode-number for its status. Problems arise when
we need to "save up'’ several characteristics for
each of two units, as when working out an instance
of combat, but this is largely a matter of choosing
variable-names which remind one what the values
stand for and then tracing the flow of logic
through the program,

S .‘@‘

Combat Resolution

Having plotted fire from (say} & Germen tank unit
against a British anti-tank unit, the player sses the
resolution of this combat as a display taking up the
whole of the VDU, showing him the sequence of
caloulations made by the program in working out

the result, The program defines whether the fire is

targeted or distributed and why, then prints the
basic combat effectiveness multiplied by the nurm-
ber of firing units, 1t then decides which modifiers
apply — perhaps the target is moving, the firer's
morale is poor and dusk iz falling, all of which will
recluce effectivensss by percentanges varying accord-
ing to other conditions, The medified effectivenass
is then shown, which now corresponds to the
average number {or percentage) of enemy units

- gliminated, A random element is brought in which

allows the actual result to be groater or less them
the mverage, but weights the probability distri-
bution so that very high ar low losses ore [ess
likely than those near the average. The actual result
s displaved and there may be spacial comments 10
put on the screen, as for example if losses exeeed
the current strength of the target which will then
be removed from play at the end of the combat
sub-section.

Testing

There came & day when the counter-mix nesded ng
further alteration, the map seemed adequate, the
rules booklet was fairly complete, the data seemed
1o correspond with the avent being simulated, and
the program actually ran without either crashing
or producing lunatic combat results, IT was now
time 1o lure several unsuspecting playiesters into
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wargame, sit them down at the mep and keyboard,
and zee what they made of it. Five conclusions
smerged after many hours of 1esting:

1. The game seemed 1o wark,

Z. The players liked it.

J. It took a long time to get anywhere, much
lenger than had been anticipated,

It waz unbalanced.

Even experionced wargamers were dauntad by
the need to absorb so meny new concepts
when playing, The fact that they wers exper-
ienced may have counted against them; they
didn’t want to make mistakes, but they might
have become familier with the game faster by
playing without waorrying sbout tacticsl
Efrors.

Back 1o the drawing-board. The solution was two
additions to the game, which had to be crammed
inta the listing somehow. the first was a savagame
feature allowing playvers to stop at the end of any
Turn, dump the current state-of-play a3 data onto
tape, and resume next time by loading the data
back in, picking up whers thay had left off.

Lk

The other solution Wwas an exira scenario, using
part of the sams map and some of the counters
from the existing counter-mix, but of much smaller
scope sa that it could be completed in three hours
of less, 25 an introduction to the geme-system,
Fortunately the many skirmizhes and encounters
in this region ower the period in guestion did
include such & battle, on the aftermoon of 27th
Movemnber when 15th Panzer attermpted to return
to the Sidi Rezegh area after Rommel's excursion
to the British rear areas in the east. Finding their
way barred along the Trigh Capuzze by 22nd
Armoured, they engaeged in a combined-arms fire-
fight until the arrival of 4th Armoured persuaded
thermn t© withdraw. Even more fortunately, it
turned out to be guite easy o generate a2 naw

database for the 31 units involved, and 1o modify
the program so that it would load in whichever
database the players needed for the scenario they
wanted to play. The contrast between the length
of time needed to create the main program and the
much shorter period needed to make up the new
database was so marked that this is clearly one of
the ways that computer wargames will go in future;
any number of databases can be provided as alter-
native scenarios to be used by the same monitoring
program, giving the players better value for money
without increasing developmeant tims very much.

Production

Mow the player intreduces himself 1o Desert
Armour, as the game was now titled, by playing
thiz simpler scenarie, which turns out to be quite a
lively game in itself, with reasonable scope for
tactical alternatives to be tried out during play.
After some further testing, the package was finally

ready and there arose the interesting guestion of -

who was going to market it, Far the reesons
explained at the beginning of this article, greater
sales ware likely to be achieved by selling the game
to computer owners & a new type of softwara than
by selling it to wargamers a5 a game they could
enjoy if only they spent £300 an the equipment
needed to use it. Unfortunately, it turns out that
none of the software houses in the UK. has the
necassary oxperience of the specialised printing
technigues required for such a package. There are
soma L,K.-based game publishers who are inter-
ested inm computgr games but at the moment
thay heva no firm plans. In the end the game was
sent to Avalon Hill, who have rocently become
interested in the idea of interfacing computer pra-
grams with conventional printed components, and
at the time of writing, it was still being evaluated.
It would be much more satisfactory for a numbear
of reasons to produce games like this in the UK,

The Data Compaction Routine will accept a.value between 0 and 65535, convert it 1o a 2-character
string and add the string to a string K which is being built up as a chunk of “raw date™ to save tape.
If the program was |loading this data back into itself it could use an algorithm which is the inverse
of this listing to extract each such value, after which we would substract 32768 from it if we wantaed
to store it in a 2-byte integer array on the TRS-80.

(A} Data compaction (B} Incomprehensibility of compactad BASIC
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and the idea of including & regular computer
wargarmng in the magazine The War Machine Is
currently being investigated.

In retrospect, would | have dasigned the game dif-
fergntly? The problem of long plaving times can be
traced to the SiMov game structure which reguires
each plaver to consider each of his units twice,
once  when giving commands and once when
executing a commend {ar watching it being
eéxecuted). A radical solution to this problem may
be tried in future gemes. The players have to
familiarise themszlves with the movement rules
because, as mentionaed before, the mag is not “in"'
the computer in the sense thet the computer would
be aware of the type of terrain in each hex and the
presence or absence of a combat unit in that hex.
IT it were, some wvery interssting effects could be
achieved, but, again, only by making radical
changes 1o traditional game-mechanics, and of
course by figuring out how to campress all this
extra information into memaory.,

The key point, however, is that here is a game with
a level of complexity that would earn it a rating of
zbout B8 on an SPI ratings chart, yet so quick to
get into that it would also rate about 8 for ease-of-
play, an unheard-of situation in the past. Freed of
the need 1o burrow through endless charts znd
tables, the players can concentrate on evolving
winning tactics, end indeed & grasp of combined
arms tactics is essential for a8 playver who wants to
defeat his opponent. To come back to the title of
this article, is it the first computer wargames? The
reader will have to judge whether the design
docisions discussed in this article were correct; the
computer has been celled upon 1o do what it can
do better than amy manual system, but printed
components and manual  systems have besn
retained wherever they represant the bast solution
1o a design prablem,

Further information

| was plegsed fo get [etters from a number of
readers in response 1o the previous article in
Phoenix. As before, write to: Mike Costella, 17
Langbank Awvenue, Rise Park, Mottingham MNGS
BEU; if you have gueries or comments, A common
theme of the letters is that people would like mora
information on the complex and expensive wars
games and fantasy games for computers, now
coming onto the market, before buying them.
“The War Machine™ iz a new periodical that is
intendsd to offer reviews of these games rather as
Fire and Mowement and Phosnix review manual
gemes, and will pay for reviews on acceptance of
material. Write 1o the address above for a list af
games eligible for review, a set of guidelines for
reviewers, Bnd details of retes, as wel|l as sub-
seription information.

Stop Press

The Stop Press feature in Phoenix 29 is of course
hopelessly out of date by now, but this infor-
mation is thought to be accurate as at June 19E1,

The price of a 16K computer fell from £450 or 50
w E£120 with the introduction of the ZX81
together with more reliable cassette-loading ar-
rangements which make it a feasible proposition
for the development and running of reasonably
complex programs. Both Tandy and Commodors
announced new machines although it is less certain
that they will be successful, The lsunch of the
Osborme-1 in the LLE. is more significant, showing
that 64K and two disc drives can be marketed for
the eguivalent of £850. Mascom lost its buver and
found another.

Some regders were confused by the references (o
531 in the last article; my understanding is that this
company produced its first two titles under licence
from Avalon Hill but it is at any rate an independ-
ent organisation and has now produced at least
half-a-dozen titles. Avalon Hills own games are
now an sale in the LLEK, and they intend to pro-
duce Tanktics amang other titles in future. Anyvone
wanting a rules booklet to go with his pirated copy
should send them $2. Several wargames by British
designers are now becoming available in the LLEK.
and should receive more attention.




Asterold Zero-Four is ane of four "Capsule’ games
published by Task Force Games, and is designed by
Stephen Cole. Set in the not-too-distant future, it
portrays the fate of two asteroids — supposadly
colanised for mining purposes, but controlled by
the Military — during some particularly effective
golar storms. When you learn that the two sides are
the “Yanks' and the “Ruskies™ it won't come as a
surprise to hear that both Station Commanders
take the opportunity for soms uninterrupted
duffing owver of the opposition. Anything to
allevigte the boredom ....

Hardware: (Alwernatively, see SET 77)

For your £3-0dd you get a 17" by 22' thres
colour map portraying a scatter diagram, a turn
record track, and the two rocks in question. The
latter are bristling with prospective targets, (some
of which fight back), and which include Ore pro-
cessing plants, Missile silos, Command Bunkers,
Lasar towers, Tunnels, Landing strips and many
more, {Note: both asteroids are 2D, and only
have a top surface)

Two sets of counters areé provided, one comprised
of various missiles, Fighters, Bombars, Tankers, and
Engineers, and the other consisting of about 150
damage markers, The rules are fairly extensive,
running to twenty pages, and come in a rather
impressive 8" by 5* booklet. The final equipment
companents are two ‘Strategic Displays’.

RICHARD JORDAN

Alsa nesded, but not included are two dice and
lots of papar,

Software:

Play mechanism s guite straightforward, though
looking 8t the Game Turn sequence you wouldn't
think so — it runs to twanty-odd steps] In ‘brief’,
pach turn procoeds as follows:

Ezch side launches available spacecraft and missiles,

the latier’s targets being secretly assigned on
launch. Once off the asteroid, the craft are given
various duties such as “Strike’” or "Combat Space
Patrol’, or are held over for the next turn, Final
deployment is revealed by both players simul-
taneously; while it is being determined they use
the lettered boxes on the Strategic Display. (In
all, this has twelve boxes: six lettered ones and six
for final deployment — ‘Combat Space Patrol’,
"‘Strike’, “Strike Escort’, ‘Strike Holding’, Rear Area
Bases, and 'Meed Refuelling®.)

Spacecraft returning from Rear Areas, Combat
Space Patrol, or the Strike are landed, rearmed,
refuelled, and repaired. Reapairs may also be made
an the esteroid using the Enginagr teams. These are
erucial to victory, and the successful commander
will take good care of them; left on the surface at
the end of the Engineer phase, they make vory
worthwhile targets for marauding space craft.

. Bo on to combat .. It starts with the Patrols
intercepting the anemy Strike forces. Damage is
usually small, and often only dong to the strike
escort, but you will occasionally hit the jackpot,
especially if the opposing Commander has mis-
assigned his resources, Long range defensive
missiles come next, and usually destroy whataver
they are aimed at. Many a potent missile strike has
been annihilated in this way. They sre most
definitely a target to aim for with 2arly strikes,

Strike Missiles hit the asteroid first and, after
deciding whethar the target hexes are the ones
landed on, |Americans are 86% accurate, Russians
50%), damage is determined. Five types of warhead

are available: MN-3 (The Blg One), N-2, N-1, [Smal-
ler members of the same family), MIRY N-1, and
MIBY Fragmentation bombs, {(Lethal to surface
parked Spacecraft, and to engineers). All war-
heads are assigned explosion factors — high at the
apicentre, but decreasing with distance which are
dependent on explosion height, and installations
are given defenca values. Divide the former by
the latter, and BINGO, you have the damage.

spacecraft are armed with N-3, N-2, and N-1
bombs, small rockets for attacking surface instal-
lations, and lasers. Mot all potential targets are
pushevers though, and the esteroids are dotted
with Laser towers which, though individually not
over dangerous, are lethal in groups. Fortunately
they have low defence values, and chains of towers
can be upplugged by destroying power carrying
connecting tunnels,

After the spaceeraft have had their fun, the game-
wrn ends. Damage to the asteroids is recorded
using the markers, which range from ‘17 (slight) to
g-%" {unrepairable), and determines the ability of
the installation to function. Subterranean units
stuck undernesth nuclear explosions are attacked
on tha Fragmentation tabls, corresponding 1o
debris falling on tham.

Victary is determined by the operability of the
asteroids’ *‘Mining Tracks' at the end of the game,
Each asteroid has nwenty of these, and each track
consists of a cargo landing strip, an ore pile, a pro-
cessing plant and a normal landing strip.

Notes and Conclusion.

Cunning idea about the victory! It's all too easy 1o
get engrossed In the military side of things and
forget your objectives. Blowing up Miszile silos will
thwart the enemy’s strike plans, and bombing his
space defence missiles will enable your strike 1o get
through, but at the end of the day it's his mine:
that must be smoking ruins,

Damaoe, This would be a lovely game for a com-
puter. But manually? Une single MN-2 bomb covers
19 hexes! Working out damage is, to say the
lgast, time consuming, aspecially where gxplosion:
overlap. And even the hundreds of markers pro
vidad tend to run out. To be fair, the Designa:
did spot this and suggests ignoring the outarmos

circls of hexes for each bomb, which halves the |

wiorkload.

Space combat is very abstrect, and involves lining

up units on the table top and rolling dics. Person:
ally, | think this a good idea.

Tactical spacE |

dogfighting will be very time consuming in game |
terms, and would involve five times as many rules ;

as the rest of the game put together.

So to conclude.
A qood idea, though too much bookkeaping Tol

my liking. Asteroid Zero Four it Ideal for the !

computer Wargamer. For Bei-Fi buffs well wortt

looking at, and for Wargamers in general an excal |
lant combination of Strategy and Tactics. (Serryll}




-1
tal-
are

ot
gly
Brs
ing

th
TiE,
aC
Fo-

F 1D
and
il

his

nes

ying
o=

FmE
ules

for

it
eel-
yil}

ETH

FPORTIFIEEB ARLA
) RADAK LEINECTIV S
{ 3)ARTILLERY EMPLACEMENT ‘

s yFORTST

CLIFT
SCAWALL
HEACH Py vy &
1- ‘__..,
ROAT P "":. 2'.. e e
- .-.1 - .

e a..-\.n..||.-\.

DlEPl}E=

daytrlp

JOHN POOLE

-

§ la—-_ '|

Simulations Canada never appear: to have baen
fully accepted by the fraternity as a wargames
manufacturar, It rarely seems o be & topic for
comment, unlike SPI or Avalon Hill, for instance,
where comings and goings are widely roported and
much pored over for what they may portend. Nor
do its products seem to get much critical attention;
agein for instance, althowgh Sim Can currently has
ghout & dozen games in print only three of thess
have sver been reviewed In Phoanix.

Why is this so? |s it because the psople in Nova
Scotia have guietly gone sbout their business these
lzst few years issuing two or three games a year
without much fuss or excitarment? Or is it —and |
think this the more likely explanation — that they
zre regarded in some way as provincials? One is so
sccustomed to heering that Camada is consistantly
pvarshadowed by the USA that one perhaps half
sxpects it to happen in the wargamino business too.
There is possibly an analogy to be drawn with the
Australian firm Jedea ({is it still going, by the way?):
it too published a number of quite well thought of
designs such as African Campaign and Russian
Campaign, but those that were taken up by Avalon
Hill were probably the ones, scarcely surprisingly,
that did best, Is it again a tendency to assume that

- nothing of much merit i likely to come from such

mprobebie places?

It has to be admitted that 5im Can games often
have a rather starved look about them, as if their
parents, having brought them to birth, are then
unable to feed them properly. Dieppe is a case in
point, Appearance may not be everything in a
wargame but it surely counts for & great deal and it
has to be stated at the outset that the playing sur-
face, and to a lesser extent the counters, in the first
edition game are frightful. The colours that have
been used are rot only umappealing in themselves,
but to make things warse they are uwsed in un-
pleasant combinations and sametimes in misleading
and unrealistic ways. Leaving the white of the map
rtock aside, there are, in fact, only three colowrs
on the map: a strident yellow, an seidulous gresn,
and the blue so favoured by |adiezs of a certain age
that my mother-in-law has usefully termed it
‘menopause’. Thus with this restricted palette we
have blue roads only slightly darker than streams,
batteries and an airfield the same colour as the
segch, although well inland, and forests and
fortified areas both in green, the former being dis-
singuished by overprinting in blue, All this, though
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regrettable, is at least supportable, but one really
must take exception to the combat tables which
are in blue overprinted with blue; in anything but
the best light these are most difficult to read.

With regard to the counters the difficulty is that
the letters and figures are generally too small for
visual comfort, British and Canadian units are pink
ar red with blsck or white printing: but the
Germans sre 8 dark gray with black printing, In
reviewing Dieppe some time ago Roy Schelper
described the graphics as ‘outstanding® (1); | find
this opinion quite inexplicable. To be fair to the
designer, Stephen Mewberg, he is clearly aware of
the importance of graphics (2) and | am sure that
it is economics that has largely determined that the
game should look as it does, Mevertheless Sim Can
games are not cheep, and look like being maore
expensive, and therefore one cannot help feeling
that the purchassr has been somewhat short-
changed. More recent games from the same stable
do appesr to be more attractive, but this merely
serves to show to what extent SPI and the other
big manufacturers have accustomed us to expect
a visually appealing product.

This may seem a neediessly negative spproach to
the game, but it i not so intended, If the buyer
can stomach the sppearance of Dieppe he will find
that he has an acquisition that | believe has been
unfairly overlooked in the hobby's literature,

I propose first to describe the game and comment
an its design and deficiencies and then to consider
it @ a re-creation of an event that is still a subject
of controversy.

Dieppe, then, iz a game modelled on the seaborne
Anglo-Canadian landing &t the port of that name in
August 1842, The fact that the game originated
where it did may be seen as an act of filial plety.
Thiz aspect of game designing is not met with often
{l1sby's To the Grean Fields Beyond is an example
that comes to mind) but | find it touching when
one does and a useful reminder that we are dealing
with reality at one remove.

In summary, one player controls the German
forces, about half of them in place to begin with
and the remainder arriving a5 reinforcements, and
the other player handles the Allied ground and
naval umits and the abstracted air and naval bom-
bardment forces. German forees are identical in all

T r.-.d Ara |||l..--. J" A
AT T rJu_l'_;'__"-\._,. g .'I - ':“-
S g !
'.h‘hh-{@w‘:—.ﬁ-ﬂ{f":f} i s O
,F-. — " £ ) 4 P, '.. o h .." {
il = T T S W e L |
S s B e A=
I L el FE J X . o i
3 '::.—|_- I:Ilfl -I':d_l — i r.-— v '\..,\‘:..-: -::l I:-'I
! L s !
—f g T T J_“‘aﬁ;,
4 [ ], e’ ] | B Je
—i -— ,—\.I -—— — 3
li_-"('\\:_-.\ ! -rl—-': .'n. —_— e
et 5 — — —— 1]
T R T S, T, 0 R e, W
T TR G e T NG Y

seenarios but the Allied ones differ sccording 1o
the scenario chosan.

The garme is a short ten turns long, each represent-
ing an hour of real time. In whatever scenario is
celected the Allied player hes to get his forces
ashore, accomplish his objectives, and ihen get
them off again. [t s this combination of require-
ments that gives Dieppe its distinctive guality:
there is a clear shape and purpose to the game that
accards well with historical reality.

in each of the six scenarics the Allied player has
the same set of objectives. These will be clearer
wihen the map s examined, He has to ococupy vach
of the two airfield hexes for one turn, place a radar
specialist unit in the radar installation for one turn,
destroy each of the three German shore batteries,
capture the German barge unit within the part by
maving next to it either the gunboat ar the chas-
saurs unit for & full turn end then moving both
away, place the Free French group on a particular
Dieppe town hex for a turn, and finally move a
unit through the three hexes of Arques |a Bataille
and then spencd & full turn in any one of them,
Victory points are earned for all of these accom-
plishments gnd lost for the loss of Allied units,
either by destruetion or through their being
captured, and also for each occasion that one of
the shore batterigs fires. Again, in cach scenario the
victory-point tally runs from +31 or more, an
Allied decisive victary, to —31 or less, a German
decisive victory. But, and this is another neat idea,
the stronger the Allied forces are the fewer the
points that may be earned from each objective, and
conversely, the weasker they arg the more points
are gained, For instance, in the historical scenario
the maximum number of points the Allied player
could conceivable get is 285; the fact that this is so
wildly in excess of 31 may be taken as an indication
of how hard it is going 1o be for the Allied player
Lo win.

The other side to all this may be thought to
be a large measure of sameness between games, and
there s admittedly some truth in this: the Allied
playver can only strive for his objectives, all known
in advance, and the Germen player must try to
frustrate him, On the other hand, this predictability
makes Dieppe an excellent game for solitaire play.
I shall return to this aspect,

Ta illustrate the pattern of play it will be con-
venient to describe & typical turn, The rule boak
— perhaps a somewhat too short one, as will be



seen — states that there are six segments com-
prising @ full turn. | find this misleading and
-therefore prepared a separate chart to record the
saquence of events within each turn; this has 13
segments,

To take tharm in order:

i. The Allied player allocates bombardment
points to the objectives he wishes to attack, Naval
bombardment points are renewed each turn: air
paints may be used once only. Any hex may be
attacked other than those occupied by or adjeesnt
to Allied units, After these points have been dis-
tributed, deductions are made for the inherent
strength of each hex under attack, a die i rolled
and the result found from the special bombard-
ment table. Results are in the form: number of
units suppressed/number of units destroved, Sup-
pression results in a unit's being unable to move ar
to attack, although it keeps its zone of contral and
may still defend normally. Bombardment may be
an expensive business; thus In order to achieve a
no better than B0% chance of destroying at least
ong unit in & fortified hox the Allies must commit
40 peoints in attacking it., Annovingly not quite
enough air bombardment points are provided in
the counter mix, although there are a good many
blanks too — at least in my copy.

iil. Any German reinforcements dus, arrive
{arrival turn and hex are helpfully shown on the
back of each unit; thosa there at the beginning
have ‘0" on the back). Allied units aleo land: most
of these come in on beaches but in some scenarios
girbormg  units appear [(again the backs of the
counters have been appropriately annotated).

iii. In this segment both the Allied units that
have Just landed {on beach hexses) and those en-
deavouring to withdraw lon low water hexes) may
be attacked. As regards the latter it should be
noted that whenever Allied units arrive back at the
water's edge they are obliged to stay through this
segment in the following turn before they finally
leave. As a reflection of the Allies” vulnerability in
these two situations, they defend when in them
with & reduced strength of only two points per
unit, irregpective of terrain, There i a separate
table for attacks in this segment, the results appear-
ing in the form: number of units wrned back/S
number of units destroyed. Units turned back from
gn attempt 1o land are placed in a special holding
area on the mapsheet; they may attempt to land
again. Units getting a “turmed back® result when
attempting to withdraw stay in place and are con-
sidered as zuppressed. In each scenario the Allied
player is allocated 50 landing-craft aroups. Each
group is capable of withdrawing one unit each
turn, Far each upit destroved during either landing
or withdrawal two these aroups are lost
(markers and @ scale are provided), and for each
unit turned back or suppressed one group is lost. It
should be noted that attacks in this segment do not
preclude German attacks in the orthodox combat
SAGIEnLE,

iv. First Allied movermnent segment: all units may
mowve, Tha rules for this are conventional as are
those governing the effects of enemy zones of con-
tral,

v. First Allied combat segment: all sdjacent
units and those ranged units capable of doing so
may attack {in the Allied case the latter consist of
small naval forces that move like other units, but
they require other units to spot for them). Combat
is not obligatory. There is a third results table for
these tvpes of action. Here sgain the rules aro
conventional,

vi. Allied tank, commando and armoured recce
units may move sgain, as may also other units not
in an enemy zone of control at the start of the
sEgrmant.

vii. All Allied units, whether they were sble 1o
move in the praceding segment or not, may attack
again,

viii. Gerrhan bombardment: the three shore bat-
teries {printed on the map) may fire. This is
considered to be an attack on the Allied off-map
naval force and for each occasion that it happens
the Allied player loses five naval bombardment
points. He also loses vietory points for cach time it
occurs, & mentioned earller. The cshore batteries
may be attacked in the Allied bombardment phase
or in the combat phases and may in consequence

be either suppressed or destroyed (markers are
provided to indicate which).

ix. First German movement segment: this and
the following three seoments are analogous to seg-
ments iv 1o vii ahove,

%. First German combat segrment,
xi. Second German movement segment.

xil, Second German combet segment.

xlil. Suppression removal: all suppressed units are
turned face-side up and any suppression markers
art removed from shore batteries and such unlts
funetion nermally again,

A number of the interesting and unusual aspects of
this game have been touched on already, for
ingtance, the bombardment segment which seams
to offer so much to the Allied player but is unlikely
to deliver it In practice, and the exposure of the
Allied units while they aither try to land or try to
get off again, This second point helps to bring out
the great difference between the two players’ aims.
The German player has but to fight the invader.
The Allies heve to fight not only the Germans, but
also the terrain and the clock. They will not win by
gaining all their objectives and then failing to get
their men away. There is a nice paint of judgment
to be wwighed: when to conclude that one has
achieved all that one is likely to do in terms of
the stated objectives and that all that remains is
1o get out soonest — though that ‘all’ may wall
prove daunting enough in practice, Consider the
terrain: as the coastline wanders across the map
surfece {and, incidentally, so far as | can tell the
board iz an unusually accurate representation
of the actual area both in terms of terrain features,
towns and wvillages, sand their spatial relation to
each other) it crosses 51 hexes. Of thesz all but
ning consist of unbroken cliff; these may not be
entered from an adjacent besch hex. Of the re-
mainder six consist of broken eliff, in two cases
these represent the paoints at which small rivers
enter the saa, and the other three comprise the
Dieppe s2a wall {the eastern end of this is out-
flankable, and, indeed, must be so overcome if the
barge unit is to be captursd),

The problems posed by the terrain should now be
easier 1o appreciaie. There are all too few points
from which the beach may be left and equally few
when it comes to the time to withdraw, Mot only
are there fow paints of entry to or egress from the
interior but, since terrain costs are cumulative,
when more than one type is present in an hex it
cen bg a very slow business shifting units off from
or on to the beach, For instance, where a built-up
area abuts a break in the eliffs it would cost ten
movement points (four for the declivity and six for
the streets) to move a tank unit off the beach; but
its total movement allowance is only eleven. Where
g river passes through a break in the cliffs the
movement cost is seven (443), which is actually
more than many units have got, Fortunately the
designer has confirmed that each unit may move to
a legal, adjacent hex, even though such quirks of
the rules apparently proclude it, Nevertheless the
scope for congestion to occur will be obvious.
The Dieppe esplanade is the longest, singlo broak
in the cliffs and it is therefore not surprising to
find it defended throughout its length by the wall
mentioned glready. Mon-mechanized wnits may
cross this &t a small pemalty; but for the Allies”
valuable tanks the movement cost is no less than
14 points (eight for the wall and six for the sdjoin-
ing streets) — more than they are capable of
without the qualifying rule — and they need an
engineer unit with them to enable them to do so,
It may seam that | have devoted sn inordinate
amount of space to a discussion of the coastal
hexes, but their correct ‘manasgement” is one of the
keys to this game.

It is appropriate &t this point to mention one or
two other peguliarities of the terrain effects chart.
Thus on low water hexes the defander's strength is
halved {whether one should reund up or down is
not explained), but we sre not told how the
attacker's strength is affected. On the other hand,
on beach hexes, which are of course adjacent 1o
low water hexes but nearer the coast, the attacker's
strength is halved and nothing Is sald about defend-
ing in such terrain, Similarly defenders on unbroken
cliff have their strength doubled, but it seems pro-
bable that this should apply only when attacks are
coming fram the beach and not from the interior.
But this is not made clear, Thesa may be trivisl

matiers to dispute but it will be necessary to make
a locel ruling about them in order to evold argu-
ments during play.

Below it will be noted that an officlal amendment
has clarified the rules of combat in river hexss, but
it is felt that this will not answer all the gueries
that may arise in play. Thus the terrain effects
chart states that attackers from river hexes are
halved, but onoe again nothing Is stated about units
defending on such hexes. Furthermore, the chart
does not distinguish betweesn movement along
rivers and mmovemsnt across them. Clearly no pro-
blem arises in the case of naval units (although
anly one river in the port of Dieppe is likely to see
any naval movement), but ambiguity arises in the
case of land units,

Yet another point of possible confusion relates to
the rule governing the length of time Allied wnits
must spend in particular hexes in order to be can-
siderad to have gained them. This is always ‘one
full turn’; if this is not accomplished no victory
paints arg earned, But the significance of this
phrase is not spelled eut. Doss it mean, for
instance, from the Allied second combat segment
in turn M to the same segment in turn N+1, or the
next full turn, taken in its proper sequence, after
the segment in which the objective was occupisd?
There is a great difference betwsen the two.,

Finally, & minor but irritating feature about the
terrain effects chart: at its first use the words
‘effect of other ierrsin in hex' are printed, but
theraafter the letters 'E.Q.T.H." are used without
explznation. Thiz presupposas that one reads such
a table as a piece of prose, which | greatly doubt.
Mothing would have been lost by speliing out the
words at each oceurrence,

Schelper (1) comments favourably on the OB and
one must agree with him, Units are for the most
part company-sized and, at the appropriate points,
the relevant HCQ units are provided. Thus there is a
detailed command structure built into the OB. This
is another factor that makes for successful solo
play (3}, but, strangely, the rules make nothing of
it. There are no rules relating to command, contral
ar morale whatsogver; the player or players must
devise them for themsalves,

Another odd lapse relates to the proliferation of
units and weapons types that comes with the game.
There are no less than 16 of these, including
motorcyclists and anti-aireraft, heavy weapons and
anti-tank wunits, Yet nothing i5 done with them to

bring out their individual characteristics and cap-

abilities, apart from the ability of artillery to fire
at range.

ochelper's article wsefully Includes a number of
official errata. One of these, the one-hex move
rule, has been mentioned already and it is con-
winient here to summarise the remaeinder of these
amendments and corrections:

a. |If units land in a hex occupied by units
already landed do the latter add their defensive
strength to the formers'?

Mo, the attack before landing or withdrawal pro-
cedure iz intended to simulate attacks made while
the Allies are still in their landing craft or about to
gither embark or disembark.

b. Do hexes with intrinsic defensive strengths
{e.g. the shore batteries) have zones of control?
Mo; and neither do fortified hexes (unless, pre-
sumably, occupied by additional foreces? JBF).

2. Do such intrinslc defences have to be alim-
inated before Allied units may enter the hexes
possassing them?

Yes: an EX result in an attack on a nan-shore bats
tery hex, such as the radar installation, suffices fo
destray its intrinsic defencs.

d, Do the companies of the Royal Canadian
Artillery have the capability to fire at range?

Mo; the Allies landed no artillery but hoped to
capture German weapons; this did not happen in
actuality; the RCA had only small arms,

e, May tank units advance after combat across
the sea wall if an sngineer unit is stacked with
tham and also advances?

¥es.

f. May one engineer unit provide aid to get
more than one tank unit across the sea wall?
Yes,
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; Are artillery units attacking non-adjscent
units from river hexes halved?
Yes; halving reflects the constraints imposed by the
marshy ground near rivers.

k. Are paval and tenk units aslso helved when
they attack from river and beach hexes?

Yes: for reasons similar to those applving in g
above, as & reflection of the difficulties imposed by
the immediate terrain,

i Fay reinfarcemeants be dalayed by the owning
player?

Mot in the histarical scenaria; in the others fresly
daployed units may be landed whenever the Allied
player wants; the German player is sllowed no free-
dam either in the deployment of his In-place units
ar in the arrival of his reinforeements,

So much for the game, but what about reality?
Why wasg the [anding made? What was it hoped to
schieve? What was actually achieved? (Ref 4],

Although needling attacks on the continental sea-
board begen almost as soon as the Dunkirk evacu-
stlon was over, these were minor affairs compared
to the Dieppe raid. Controversy has bedevilled dis-
cussion of the event during the whole 40 vears
gince it took place: what was the purpose of such a
raich at such a time — a very low point in the Alliss”
fortunes? Why was Dicppe selected as the place at
which to make a raid? To what extent are the
answers to such guestions to be found in the
psychology of the Allied leaders rather than in
rilitary neadsy

The reid ook place on 18 August 1842, when it
was known as Operation Jubilee — an ill-chosen
name if ever there were one. Planning for it began
in April, when it was called Rutter, The instal-
lations and facilities in the vicinity of Diepps,
which feature as objectives in the game, were
judged such as to make the port a worthwhile tar-
get, although the main intention was to test enemy
cogstal defences and discover what resistance
would be meat in an attempt to sieze a port. This
msessment, however, tended to make light of
certain objections to this choice, in particular the
near unbroken ling of unscalable ¢liffs and the in-
frequency of favourahle weather locally.

GORDON PATERSON

At 215 pom. on the 31st May 1916 German and
British foree: clashed in an action which was 1o
become known to the Germans as the Battle Of
Skaggerak, 1o the British and the rest of the world
= Jutland.

The events, repercussions and personalities of that
day have been the focus of continued study and
debate, indeed more has been written about this
Eattle than almost any other, For many the allure
of Jutland can best be described as the ‘romance of
#e battleship’. The battleship, particularly the
Oreadnouaht, captured the minds of naval officers
and planners until the rise of the carrier fleet. It
was in WWII the epitomy of seapower. In many
ways Jutland represented the zenith of the
Oreadnought, for although bigger ships.would be
suilt they werd to prove too vulnerable to air
mtack, Fleets of Dreadnoughts like thos at
~utland would never be seen again.

One needs to bear in mind how keen the Americans
were in 1842, having newly entered the war, fora
return to the continent {Operation Sledgehammer]
snd unenthusiastic about th2 proposed North
African landings [Operation Torch). The outcome
of Jubilee, 1o jump ahesd somewhat, must have
convineed them that such a return was not going to
be as easy as they seemed to beliove, There was
glso the problem of mollifying the Russiens who
were endlessly clamouring for the opening of a
second Eurcpean front to relieve the German pres-
sure on them,

When planning began two approaches ware con-
sidered: a frontal assault on Dieppe supported by
gea- and agir-borne flank landings; and as an alter-
native an attack excluding the frontal assault, The
Army favoured a frontal aszault as being the more
likely to conserve surprise. The MNavy were not
happy sbout this approsch although they thought
that it waes feasible. Another problem concerned
the bombingo and bombarding of Dieppe: the
effects on the French had to be taken into account
as wall as the hazards the devastation would cause,
ond particularly to the free moverment of tanks. In
the event air attack was ruled cut; attempts then to
increase naval support also came to nothing since
the BN were unwilling to risk their heavy ships in
the Channal, There then followed a series of
amendments 1o the plans and postponements of
the operation; the game scenarios cover these
earlier plans,

in the event perhaps the worst combination of
forces and objectives was chosen: oo fittle air and
naval support and an over-ambitious set of object-
iviis involving eight landings at five locations with
untrained troops and no airborne component, Only
the attack on the weastern battary was a clear sug-
cess. The landing as a whole did come as a surprise,
but the strength of the defenders was greater than
had been expected. The Canadian Army provided
some 82% of the landing foree of more than 5000,
Only 2210 Canadians returned — a total loss of
BE5%. In mine hours at Digppe the Canadians lost
more men as prisoners than in the eleven months
aftor D-Day,

As a way, it almost seems, of disguising the size of
the calamity Churchill referred to the opeoration as

For the naval wargamer Jutland is one of the
great “what ifs' of history. Most of us hanker to do
a ra-fight, this is the account of my attempt.

After reading sevaral accounts of the battle | was
struck by o paradox. To wiald a large fleet effect-
ivaely the admiral of the day had to have good
communiciations, Unfortunately, the techmology
wes not up 10 the task nor was there the undor-
standing of how to use effectively what technology
there was. This led to many missed chances and
frustration. | decided that it would maks a much
more interesting re-fight if | tried to simulets this
problem. It became apparent that to retain control
| would' have to sit this one aut and be referee —
cries of, “"Cowardice™ from my colleagues. Next |
pressganged four unwitting friends to take the
parts of the four main participants, To two players
who can be agaressive | gave the roles of Beatty
John Lambshead) and Hipper {Ed Easton); to

a8 ‘reconnaizzance in force™: the effects on the
Germans seemed to be minimal and thers was no
consequential relief for the Russians, S0 what was
gainad? The main lesson was that unless powerful
close support was available, assaults should be'plan-
ned to develop sround the flanks of strongly
defended localities rather than frontally against
them, In consequence no such raid as the one on
Dieppe was aver again undertaken during the war.
The Germans, on the other hand, ssemed to have
mizread the signs, strengthened ports and garrisons
but laft beaches rolatively undefended. Thus whan
D-Day camc Allied casualtics wera much lighter
than they might well have been. But, of course,
harbour facilities were going to be neaded for the
invasion fleat and therefore the Mulberry conecept
may be seen as one eventual outcome of the
Dieppe raid,

One may mention in passing that Dieppe also
occasionad the bigoest encounter betwean the BRAF
and the Luftwaffe since the Battle of Britein, This
does not feature in the game at all, but the two
events seam largely to have aceurred indepandantly
so the loss is small.

To conclude then: in spite of 8 number of reser-
vations that | have dealt with | recommend this
game. A new edition, | understand, may have
appearcd by the time this article is in print that
may clear up my criticisms — and others that | am
unawarse of, |t is not often that one finds fault with
a8 game because it is not complex enough, but |
wonder whether Dieppe could mot have besn given
some of what one might call The Longest Day
treatment, while keeping the same format? There
would surely be scope encugh here for a more
elaborate, tactical treatment of Jubilee that would,
at the same time, preserve the playability end
compactness of the original design?

Refarences

1, Fire & Movemnent, no, 12, Aug-Sept 1978, p.10
2, |bid,, no, 24, Winter 1981, p, 20

3. Cf. Phoenix, no. 16, Nov-Dec 1978, p.18

4,  The best single-volume account is J, Mordal's
‘Dieppa: the Dawn of Decision’, reprinted in 1981
by Mew English Library as a paperback.
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the more cautious playvers the roles of Jallicoe
(Alex Muirl and Scheer (Les Jessap). Yes, folks,
rale playingl For the actual fight | used SPI's
Dreadnought., Perhaps | should have used AH's
Jutland but | decided against it mainly becauss
wa did not hawe the time. Unless yvou are an
aficionado a long intricate game gets boring. As it
wits Dreadnought got o touch tedious for owr
admirals, invelving, as it did, numerous dice
throws,

Having established the game to be used the next
stap was the set-up, Figure 1 shows the opening
positions of the two sides. Only Beatty and Hipper
gra on the board, Scheer and Jellicoes were in
another room unzble to see what was happening.
Esch commander was given a strategic map with
his position merked and the approximate location
of the other forces on his side. (See table 1). Each
game-turn they up-dated their maps and the referea
marked down the positions of all the players on a
master map.

Tabla 1 : entry of main forces.

Die raoll High Sess Flest Grand Flest
1 Gameturn 3 Gameturn 9
2- r u i -11
3 i 5 P 12
4 o B 13
E e E r 13
E re ? ¥ 14

The starting positions of Jellicoe and Scheer was
one of the few things | tinkered with. | drew up an
entry table {givem abowel, Each zide rolled a dis
in secret. The referee consulted the table and
found out how many game-turns away each fleet
wis from Beatty and Hipper. Meither side knew the
time of entry hence the position of the other, In
the re-fight, the Germans threw a six and were due
to enter at the actual time Scheer did in 1816, The



British threw a two — they would be only two
game-twurns behind their actual entry,

Admirals of the same side were only allowed to
communicate with each other by written signals
passed wia the referea. Not all messages were auto-
matically passed on. | could if | so wished stop or
alter them. However | ususlly worked to a few
simple rules: 1) If signals were too long or com-
plicated they got cut or stopped, 2} If something
confusing happened e.q. changing flagships or
extreme damage to a flagship the messages ware
somehow mizlaid! This may come as a surprise to
the players but | did not stop many messagas out
of spite and | even tried to be fair. As it was |
hardly needed to stop many; more confusion was
caused by letting them through.

The signale were one of the most intaresting
aspects of this game. The first series of messages
that passed betwesn the commanders were like the
seribbled notes you get on post cards from your
Auntie Mary on holiday in Blackpool; chatty hut
totally irrelevant. Take a look at the exchanges
between Jellicoe and Beatty given in the account
of the battle. Mow lest you think that this is only
to be expected of amateurs | should like to point
out that many of the actusl signals sent, such as
the sub-title of this article, were certainly as bad if
not worse. Many of the messages sent by our
admirals assumed that the recipient had precog-
nition or was psychic, resulting in  much
exasperation all round. | found it all hilarious.

So the stape was set, Each player was given a pep
talk filling him in on the strategic part of the game
and giving the sort of information they should
glreedy know — size of possible enemy fleet, etc,
The sccount that follows is the authorised history
of this epic re-fight of Jutland.

"URGENT HAVE SIGHTED LARGE AMOUNT

OF SMOKE AS THOUGH FROM A LARGE

FLEET BEARING EME." Galatea to Beatiy
{actual signal). This was the signal Beatty (John
Lambshead) had been waiting for, Ordering an
increase in speed he turned NW to close with the
Hun., Unfortunately thiz change of direction was
not passed on to the accompanying 5th Battle
Sguadron (5 B.5.) and they continued on their
SW ecourse for a8 further fifteen minutes. The &
B.5. were four fast Dreadnoughts armed with 15
in, guns. As they were newly assigned to Beatty
their unfamiliarity with his style of ship handling
probably led to misunderstanding and their being
left behind,

Hipper (Ed Easton) had, wuntil then, believed he
was engaging only light cruiser elements when, to
the S5E, the smoke of lamer ships was seen, and
gquickly confirmed as the British battlecrulsers
approaching over the horizon. Without a moments
hesitation he led his battlecruisers round to mest
the threat.

Like knights at a joust, both forces rushed towards
one another, Suddenly they were in range. Tongues
of fire rippled out from the guns of the lsading
ships. The opening salvoes inflicted serious damage
on Lutzow, Hipper's flagship, reducing her speed,
while tha Von der Tann (VdT) was crippled by
salvoes from the Mew Zealand and the Indefatigable.
Lion, New Zealand and Princess Royal wera hit by
German salvoes but none too seriously. On the
whale the British had the better of the exchange.

During these opening moves both sides signalled
their respective C-in-Cs,

"LARGE EMEMY ESHIPS WITH ESCORTS. 16
MILES. HEADING ME." Hipper to Scheer,

Schesr was perhaps understandably nonplussed by
Hipper's signal of the action. He knew the British
were attacking but he had no idea of his sub-
ordinatas pasition.

“AM IN (map refarencel. S0 FAR S0 GOOD.”
Eeatty to Jellicoe.

In response Jellicoe (Alex Muirl replied with his
position. Quite unaware of the drama unfolding
over the horizon, Jellicoe formulated a plan to
randezvous 1o the south of his position, some 20
miles to the west of Beatty, the aim of making a
jdint sweep to the SE. At 15.30 he sionalled
Beatty:

"RENDEZVOUS (map referencel
HEADING SOUTH REPEAT SOUTH.
Beatty, under heavy fire, replied:
"PRAT! AM IN (map referénce) GOING NE.™

Mot the most tactiul of replies and certainly one
that gives no indication of why he should not
rendezvous with his C-in-C.

WILL BE

5o far the British and Garman are neck and neck in
the incomprehensible signal stakes.

Meanwhile Lutzow was almost stationary end
Hipper was Torced to change his flag to Seydlitz.
During this transfer, Hipper mizsed some wvital
information. To the south elements of his light
cruisers sereen encountered a foree of Dreadnoughts
racing north towards the Germans, On closer in-
vestigation they turned out to be the 5 B.5. The
cruisers were unable to escape and were annih-
ilated. Things wera not going well for the Germans.
{Ed Easton's wswally lucky dice rolling abilities
had deserted him — muech to John Lambshead's
gleal}

Schear, meanwhile, tantalised by Hipper's last
message signalled:

“HAVE RECEIVED FIRST MESSAGE. PLEASE
SEND YOUR POSITION. AM SAILING NORTH.
EXPECT TO ARRIVE AT Imap referencal IN 1%
HOURS."

Alas Hipper could only reply:
"ENGAGING 11 SHIPS. REPEAT 11 CAPITAL

Phpsa 1; the encounter anid opdning movei
Moves: 1 — 1

Phnse |12 mobesl
Mot & — 5
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SHIPS.
DAMAGED. HURRY ™

= the bridge of Iron Duka Jellicoe restrained him-
w!f from going to take a poke at Beatty. Calmly he
pyked:

WHAT /5 HAPPEMNING?"

At last Beatty told Jellicog what he wanted to hear:
“HIPPER AND | ENGAGED (invite to wedding
imminent — Ref. Could not resist putting it in.]
IN {map reference}. NO SIGN OF SCHEER."”

Events by now were moaoving apace. The Germans
belatedly turned away to the SE cutting through
the ancoming British line, |t was a manoeuvrs that
would have made Melson proud. But this was not
Trafalgar and as we shall see it proved to be the
maost decisive manoeuvre of the battle. Beatty was
gtunned (it left the referee speechless, for oncel.
The Germans had delivered themselves up to the
glaughter, mint sauce and all.

The pace of battle increased to fever pitch as the
range closed to point blank. Seydlitz and
Derfflinger bore the brunt of this new onslaught
but surprisingly the others escaped with only
minar damage. Their solid construction was an
obvious advantsge at this range. The Garmans hit
back and the British were to regret the lack of
armour protection on their Battlecruisers. British
hattle-cruisers had been deslgned for speed and
hitting power at the expense of armour, Fisher,
the First Sea Lord at the time of their conception,
considered that speed would be their best defence,
thus the enemy they would not be able to defeat
thay could run from, while weaker enemies could
be pursued and brought to battle. Fisher had
obviously not counted on the suicidal tendencies
of aur Admiral Hipper]

Lion, Tiger and Princess Roval were seriously
damaged. Lion s0 badly that Beatty was forced (o
change his flag to the Quesn Mary, New Zealand
slightly to the NE af the rest of the squadron was
dueling with Derfflingar when she was smashed by
a torrent of unbelievable accurate salvoes and was
left to drift, a blazing wreek, A sad blow for the
Eritish Empire. {Ed's lucky dice rofling returns|]

The Germans ware not 1o chaer for long, The con-
tinued attentions of the Lion and Q.M. on the
Seydlitz forced Hipper to transfer his flag, yet
again, to the Moltke, the only intact ship in his
fleet, German battlecruiser captains must have
regarded Hippar raising his flag on their ship as the
kiss of death,

Seheer, meanwhile, nearly apoplectic, tried to find
out wheare his subordinate was:

TWO OF OUR SHIPS HEAVILY .

“RECEIVED LAST MESEAGE. CANNOT GO
ANY FASTER. SEND YOUR POSITION FOR
GOD'S SAKE!D""

Hipper safely sboard the Moltke finally gave his
pasition:

“POSITION (map reference). REPEAT (map refer-
ence), COLURSE SE. ENEMY ALSO HEADING SE.
ENEMY 1S 10 BATTLECRUISERS. HELP.™

Hzlp was far over the horizan, Scheer being 45
minutes away,

Beatty was now in the thick of a tremendous battle
and with three damaged ships he was becoming
slightly skittish:

vapM IN {map reference) HEADING SE.
EMGAGING HIPFER. SEMD HELP,

Jellicor was still fer to the NW of Beatty. He
pushed forward the armoured (heswy) cruisers im
the hope they would get to Beatty in time,

Hipper's force was not dispersed, Moltke led the
bedrapgled line of ships to the SE, followed by
Derfflinger, Lutzow, Seydlitz, and VdT. Things
may have been looking bad but they were sbout 1o
aet WOrse.

Shortly after 13,50 the 5 B.S. came into range of
Hipper's line. Hipper's initial assessment that they
were just another squadron of battlecruisers was
about to be rudely shattered, VdT was the first to
receive the dubious honour of being beaten into a
blazing hulk for the Fatherland. The Garmans were
now caught betwesn the arms of a U with Eeatry's
battlecruisers behind and to the north and the b
B.5. ta the south.

Barham, flagship of the 5 B.5., turned its guns on
the good ol' Lutzow. However having got shot of
Hipper, Lutzow had repaired much of the damage
inflicted earlier and was now no pushover. The
Barham received a distinetly unpleasant taste of
German gunnery at its best (more lucky dice rolls
from Ed). Seydlitz joined Lutzow and betwesn
them they hammerad Barham until she was effect-
ively destroved, Revange for the WVdT.

Shartly after 16.00 hrs. Derffingar, who had been
trading shots with the Q.M. Tiger and Indefatinable,
was finally overwhelmed. Hipper was down 1o
three capital ships. With all hope of luring the
Eritish into a trap gone, Hipper's main concérn was
survival and escape.

By this time Scheer hed received enough meassages
to get an inkling that all was not wall with Hipper,
There are after all, very few ways Hipper's signal:
"HELP! HELP!I HELP!" could be misinterpreted,
Scheer could anly signal back:

Cviagram 1.
1. LEE
Yo' iz
1 LCE.
bt
o1
5 6.5. 8, 011 o
o2 ol
Y N.Z. #ie.

Lion, et @

‘IL.EE"'

wa

= ] Hux = 1 Mile spprax.

@53
*® LEa
TOOES L gnEl

@ 055
5 LutFow
@ vaT

"HELP ON THE WAY, | PROMISE. SEND
INFORMATION ABOUT STATE OF ENEMY IF
POSSIBLE.”

To his dismay the answer came back:

“ENEMY BATTLECRUISERS IN (mep reference).
MOST UNDAMAGED!™"

In contrast the British wera cock-a-hoop, as this
signal to Jellicoe suggests:

“AM 1IN (map reference] GERMAN B.C. IN
TROUBLE. COME AND GET THEM, GERMAN
COURSE SE.”

Optimistically Jellicoe replied:

“AM IN (map referancel. HEADING TOWARDS
You., HOW aABOUT DRAGGING GERMANS
TOWARDS MET™

Scheer realised that the battle was beginning to slip
away from him. To save his battlecruisers, or what
was left of them, he pushed forwsrd & screen of
light forces, hoping to mitlead the enemy into
belisving that the main force was coming.

At 16.30 hrs, Hipper on the bridge of the Moltka,
by now well in advance of his remsining ships
sighted the first of these wnitz, He must have
thought that Scheer was not far behind becausa he
turned his ship around and headed back into the
fray. Why he did this heavens only knows. He said
later that he returned with the intention of kKeeping
the enemy in the ares until the High Seas Fleat
arrived and taking some of the pressure off his
beleaguered squadran. Somehow | don't think this
wias what Scheer had in mind,

At 1641 hrs, after a briel exchange with the 5
B.S. the Maltke was rent apart by a giant explosion
and sank {3 neat trick with a cardboard counter —
but | claim poetic licence). Hipper's bane was
obviously working well. Many Germans were by
now asking themselves if Hipper was perhaps
working for the British. Miraculously Hipper
survived — he threw a tix — more role playing, and
was picked up by a destroyer. An act of supreme
IL'nt{:r-::risr'n considering Hipper's tally of flagships to
a1,

The game was in the bag for Beatty. He only had
two problems to worry about: 1) Scheer’s im-
minent arrivel and 2} whether Jellicoe would
arrive in time. About the latter he could do little
excapt send messages but to forestall any surprise
entry of the High Seas Fleet he sent out scouts to
cover any likely areas. In the meantime he changed
the fleet's hepding to the NE. Whether Beatty was
psyehic or just lucky but 10 minutes later the most
southerly of his light cruisers sighted the advance
forees of the High Seas Flest. This exciting news
was pessed to Jellicoe;

“HAVE SPOTTED SCHEER IN [map reference).
HEADING SOUTH. SCHEER MOVING NORTH."
Jellicoe was closer than either Bestty or the
Germans realised, He signalled Beatty:

“AM IN {map reference), HEADING 5E AT FULL
SPEED."

At about this time both sides seemed to have dis-
covered the rules on smoke screens (no fault of
miine — | told them all the rules st the start of the
game). Both sides started to produce long trails,
blocking off the firing possibilities

The fighting effectively stopped which provided a
welcome breather for the 13t Scouting Group or
what was left of it Ironicslly Lutcow end Seydlitz,
all that remeined of the fhe btdecrulEsrs, man-
aged to effect totsl repairs thes the two ships
that Hipper had used as flagships but was forced
to abandon ended the game in sound working
arder!

At 18.00 hrs., Scheer arrhved and sew for himss!f
the havoc wreaked on hi scouting forces. When
ntwe carmie In thet British forcss wers aoprosching
fram the MW he was in no position o e on what
he suspected was the Grand Fleet. There wes
nathing to do but turn for home

Jellicoe entered shortly sfter but in the failing
weather conditions snd the coafusion camed by
the smokescreens he decided not o risk a long
stern chase,

| have concentrated mry Scoownt Of The BCTON DEt-
waen the capital ships but the Eght forces wers
alsa in action. There were many acty of gallentry,
particularly on the part of the German destroyer



fiotilles who made repeated attecks sgsinst the
British battlecruisars but to little effect. In the
melea that formed after Hipper's Melsonian
mangeuvre, to press home a torpedo gttack was
to find yourself surrounded by enemy ships with
little hope of escape.

With hindsight it can be seen that Hipper failed in
his primary tesk of lesding the British battle-
cruisers into the trap set by Scheer. He effect
ively sealed his fate by clesing with the enemy.
| was slightly surprised that the Germans did not
do better against Beatty; | had expected history to
repeat itself, Anocther interesting point to emerge
from the refight wes that unlike their historical
counterparts both sides emploved their light forces
successfully in their proper role — scouting,

For Scheer and Jellicos It was a frustrating game
thow would you like to be stuck in another room
waiting for your turn to play only to be told that
the other side wouldn't play?). Both C-in-C's
failed to direct the battle and lay down any overall
strategy. This was particulgkly so in Scheer’s case —
he could only win by defeating the British peace-
meal. But it must be admitted he was working
under trying circumstances and was unaware of
the positian of his subordingte at critical stages in
the battle.

So the British won decisively, this time.

Jutland from the beginning:
a scenario for Dreadnought.

Each player will need a map, about 10cm. x 10cm,
divided into centimeter squares. The scale is 1mm.
= 1 hex. In the middle mark the positions of
Beatty and Hipper. The positions of the main fleats
is worked out in secret, Each player ralls a die and
cansults table 1. This gives the distance away the
fleet is; besed on the esumption that the Grand
Fleet moves at 5 hexes per gameturn i.e, S5mm on
the map and the High Seas flest moves at 4 hexes
per gameturn — 4mm on the map, These speads are
based on the slowest ships in sach fleet. Admirale
can push forward faster units; the distance it travels
an the map is the speed of the unit given an the
counter e.g. a destroyer with a maximum speed of
7 hexes could move Tmm an the map.

For a 4 player game it is better 1o enlist s referee
and proceed as described in the article.

British Forces:

The Grand Fleet, [Jellicog). The G.F. was divided
inta & divisions each of four dreadnoughts, The
ships of each division should be stacked together,
flagship on tap,

1st Division: King George WV (071), Ajax (073),
Centurion (Q72), Erin {101).

2nd Divisian: Orien {061), Monarch (0863),
Conqueror (084}, Thunderer {062).

3rd Division: Iron Duke, Fleet Flagship (D81),
Royal Oak (142}, Superb (023}, Canada (102).

4th Division: Benbow (082), Bellerophon (022],
Temeragire (021}, Vanguard (033).

&th Division: Marlbarough (084), Revenge (144),
Hercules (052], Agincourt (092).

6th Division: Colossus (D51), Collingwooad (032],
Meptunz (041), 51. Vincent {031). _
15t Cruisar Squadron: (C11, C12], 2Znd Cruiser
Squadron: (C13, C14)

Ard Battlecruiser Sguadron: Invincible (1911,
Inflexible {192), Indomitable (193).

dth Light Cruiser Squadron: (L11).

Destroyer Flotillas: 4th (DD16), 11th (DD14),
12th (DD15).

Setup: The Grand Fleet Divisions are deployed in
6 columns, each colurmn 4 miles apart. The 1st
Division iz on the east-wing, then in succession
with the Gth Division on the west wing, The light
forces can be deployed anywhere around the fleet
but they were usually deployed in a large arc ahsad
of the fleet.

The Battlecruiser Fleet. (Beattyl The deployment
is given in figure 1.

Lion (211), Princess FRoyal (212}, Quean Mary
{213}, Tiger (221), MNew Zealand (203},
Indefatigable (201).

Gth Battle Sguadron: Barham (116}, Valiant (112},
Warspite (114), Malaya (113).

Light Cruiser Squadrons: 1st (L12}, 2nd {L21}, 3rd
(L232)

Destroyer Flotillas: 15t {DD11), 13th (DD12},9 &

10in (DDXT3).

Heading & spead:

Lion etc ME 4

Barham etc SE 4

13t LLC.5 NW E; 2nd L.C.5. NEG; 3rd
st D.LF.SE4:13th NE4:9 & 10 D.F,

L.C.5. NW 7
ME 4

Garman Forces.

The High Sess Fleet, {Scheer]. The H.5.F, was also
divided into 6 Divisions. Ships of the same division
are stacked together, flagship on top. The H.5.F. is
deployed in line, in the following order:

Sth Division: Konig (631), Grosser Burfurst (6330,
Krongrintz Wilhelm (634), Markgraf (632).

6th Division: Kaiser (621) Kaiserin (623), Prinz-
ragent Luitpold {624), Friedrich der Grosse (G232)
Fleet Flagship.

1st Division: Ostfriesland (613), Thuringen (611),
Heligoland (612), Oldenburg (614).

Znd Division: Posen (G03), Rhienland (G04),
Massau (602), Westfalen {601).

3rd Division: Deutschland (691), Hessan (701),
Pommern (693).

4th Division: Hannover (6921, Schlesien (694],
Echleswig-Holstain (G95).

dth Scouting Group {light cruisers): L51, L52.
Destroyer Flotillas: 15t (DDG2), 3rd {DD&1), 5th
{DD52), 7th (DDS53, DDS4, DDG3). Light forees
are deployed as a screen around the flest,

Heading & speed: Morth, spead 4,

Hipper's Cruiser Fleat, The deployment is given in
fig. 1

1st Scouting Group: Lutzow (712], Derfflinger
(711}, Sevdlitz (681}, Maltke (671}, Von der Tann
(661).

2nd Scouting Group: {L53, LE4).

Destroyer flotilles: DDE3, DDGS, DDG3.

Heading & speed: All forers ME, speed 6.

Special Rules lin addition to the rules and optional
rules given in Dreadnought)

1]  British forces may not fire their first salvoes
until the range is down to 10 hexes. After the first
salvo they may use the renge given on the counter,

2} The 5 B.S. must remain on the hesading and
spead given above for 1 mowve,

3} If the British forces have to take avoiding
action due to a torpedo attack they must turn
away, (The Grand Fleet Battle Orders laid down
specific instructions on the manoouwvres to be usod
in the case of torpedo attack and Jellicoe believed
that it was safer to turn away.)

4] The range of torpedoes is increased from 2
hexes as in Dreadnought to 4 hexss. According 1o
Jane's 1914 the range of torpedoes varies from
2000 to 11000 vards [2-11 hexes)l. 4 hexes i5 a
rounh sverage of this variation. During the actual
battle the destroyver Nestor launched torpedoes
at the Lutzow from 5000 vards.

5) Light cruisers and destroyers may not attack
capital ships except with torpedoes, The armour
piercing capacity of 4 in. shells against the
thickness of armour plate on battleships and battle-
cruisers is poor. Granted a lucky shell down the
funnel etec., etc., but for the purpose of this game
such forees may not open fire on capital ships.
Th ai-' may of course fire on armoured cruigers (C11
ete. b

Victory Conditions

Points are awarded for each ship sunk or damaged
a5 in Dreadnought. In addition, during the first
phase of the battle, i.e. from the Initial encountear
until the entry of the High Seas Fleset, the British
get an extra 4 v.p.s. for every G damage inflicted
sgainst @ German battlecruiser, The Germans get
4 v.p.s, for every G damage they inflict on a British
battlecruiser during the second phase |.e. from the
entry of the High Seas Fleet until the entry of the
Grand Fleat,

Visibility: base of 12 hexes deteriorating to 6 on
game turn 10.

References:

John Costello and Terry Hughes. “Jutland 1916,
George Weidenfizld and Micholas Ltd.

Dansld Mecintyre, "Jutland”

*Janes Fighting Ships 1914"

Thank vyou for printing Donald Mack's reply
{Phoenix 33) to my previous letter, | think it's
what Paviov called a conditioned response. Alas,
it's what | expected from someone who has taken
for himself the role as prima donna of the board-
wargaming fraternity. It now seems that any attack

on his beloved modern fantasies is seen by him as
an attack on his very person!

lsn"t there anyvone else out there In war-
aaming land with strong and ariginal views on the
modern or future oriented game? Donald Mack
appears 1o have cornered the market in this respect
with vigws and reviews of unerring pradictability.
Consequently when ogood radical opposition
confrants him, he iz at a loss, and one receives anly
a storm of vitricl and sbuse,

But wargaming is not ebout personalities, no
not even you Mr, Mack, nor |, it's about good
games and if there iz any meaning in my last [etter,
it is thet the NATO v Warsaw Pact/Central Front
trash currently being churned out, is pradictable
and sheer moneygrabbing. The simple and obvious
fact is that for such games to be realistic and dare
| say it educational, the NATO farces must always
lose, whether through destruction or surrender,

Yes | know Donald, what vou're going 1o say,
but let’s give someone else a chance, eh?

Alan H. Wright.
[Absalutely the fast on this subject. Editor]

With reference to N. Palmer's article “TITD
The Anti-Wargame", | don’t think | will let my
opponents see it — | may have to play tho Axisl
More seriously, he hes only given a good Partisan
strategy, none for the Axis. That the Axis can and
have won [in game terms) is 8 credit to SPI. In the
final analysis the Axis can only win by luck finding,
and hopefully eliminating, Tito, in this case — the
cdds are perhaps 1 in 30 against — the game
becomes hopeless for the Partisan unless he has
glresdy  reached divisional strength. Actually
attacking Tito's stack is no problem if AGO's are
consarved and use2 is made of Croatian andfar
Chetnik units,

Finally may | add my support to Mr. Shelton
— legve fantesy to "White Dwarf'" and other similar
publications,
C.N.Jolley

And a few comments from past Feedbacks:

Could reviewers be encouraged to Include besic
details such as price, size of map, number of
colunters ete. Some do, some don't. This infor-
mation could be added by Phoenix at the end of
an article if the former suggestion is impracticable,
| often consider purchasing games after reading an
article to find that the map Is bigger than my
rocrm |

[Point taken — will see what can be done. Editor]

Does poor Mr. Brooks not get &n opportunity to
get a rating for “Air Cobra™? He dossn't even get
imto the contents section, Air Cobra - article
quality = 71

fMany apelogfes to Trevor Brooks for this owver-
sight and to all other readsrs for the Inconvenience,
Editar]

Happler with articles supgesting game improvement/
tactics than reviews, Most articles are on games
that have besn out a while — which we've probably
bought if we are fwere going tol
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& oifficult probierm this — [ beffeve that any
el must reflect reasonable experience of a
e 50 one must allew the reviewer time to
sonee [het experfgnce. However | would agree
e this means that there is a lag between game
subliestion and review article — I stili prefer it our
wav. | also gocept that tactics Ampravement erlicles
sawe 2 place in our pages. in the future | would
sope that more appear fn our pages BUT as afways

e in your hands, | can only publish what you
wooly me. Only a small proportion of the material
oy read s commizsioned, the rest 's from keen
writers. lets cee maore of youl Editar]

Meate feedback the concept of "‘Book Review', |
would rather see the space used for wargame
articles.

We regufarly check on this column and | must
woort that it continuves to get a reasonable rating
wd obviously is of use to a good praportion af the
wmadership, It stays. Editor]

fully agree with Mr. Jordan in & recent “Mailcall™.
Vany stranpe figures have appeared in 5&T's rating
-harts, I.e. in "Operation Grenade's’ chart the
slaying time for “Wacht am Rhein” (not “Wacht
s Ahien” as Simpubs Bsrgain Offers would have
it] is nime hours, which barely gives you time to set
it up let alone finish it. In the same issur we have
sha ultimate in fast playing games with “Starweb”™
taking 0 hours to play, i.e. no time at all. With
charts like that we need something a bit more
somprehensive. |magine some beginner buying
#AR which he thought was &8 medium sized game
nd anding upwith a 4-map, 1600 counter mMonster.

EDITORIAL CONTINUED

year to be included in this jzsue of Phoenix. | offer
you this service though my reservations on the two
tier system of voting that has been introduced still
stands.

Over the last few issues of Phoenix the number of
faadbacks coming in has fallen. This has reached
the stage where the answers, when averaged out,
fall below what one might call the credibility
threshhold, Thus, though | am reportimg on the
results from issue 33 below, | am not putting a
fendback into thiz jssue — it s no good asking in
the feedback, what you feel about the concept of
feadback since, oddly enough, we always get the
answer that it is really great — if you go to the
trauble of filling the form in it must be| If you feel
strongly about its absence feel free to write to ma,
| would like to hear your vigws. Associated with
thiz change, | intend to insert a feedback in each
slternative issue, will be a change in the prize
system for the three most popular unsolicited
grticles, Where no feedback appears | will take it
upon my shoulders to decide on the two best
gnsolicited articles and each author will get an
honorarium of £1250 — my decision is final.
Lastly, Eogocentrals list of gamers appears to be
whittling away at the list of "Contact" gamers —
they are doing teo good a jobl | therefore intend
to amalgamate “Contact” and “For Sale'’ and print
them every [ssue — ""Contact’ entries will now
sppear three times before sutomatically lapsing. I
demand Increases again | will have to revert to the
present format of every other issue,

- Feedback results from issue 33:

Phoenlx 33 rating. . + ¢+ « o« we v v am wv a0 G.41
[ [ v R RTS8
Longest DBY . <« = <+ v v an « o x+«+ B.54/B.79
Muke "Em ... GlOW . . . oo v v e aas B.39/5.14
L - T R e e e B5.21/5.83
[First Prize — £10]

ENTAIAE "BY g icnnn v bn o e R 6.17/6.72
[Second Prize — £7.50)

Habd ony Irdnm. o vi v oone b alilale 6.14/5.14
Vallay of the Four Winds . . .. .% ... 6.14/4.50
Plckett’'s Charga. . . . . ... ..o v 5.86/5.08
{Third Prize — £5.00)

Espagnol-Talavera, . . . .. ... - .. . 5.74/5.61
MiddleSea. . « . o v v s ssraeneaa 561562
Dimension Deamons . .« - -« « o c 0 0 n s 5.21/3.80
S e e e PN B B N e Ja T L
For Salef/Contact coneept . . .« -« & v v = o o 7.48
MElleall. s AT P R T R b.52
Book Review . . ... .. P PR . . { F

CHRISTMAS @UEZ ANSWERS

PART]

1. Hof Gap (5P

2. Crescendo of Doom (AW)

3. Fighting Sail (SPI)

4, Dactor Who (Games Workshop)

5, Battle for Stalingrad (SPI)

&. The Longest Day {AH)

7. Robert at Bannockburn (SPI)

&, Air Cobra (UhE0)

9. Pea Ridge (SPI)

10, La Bataille d’Espagnol-Talavera {Marshal
Enterprises)

[1.The Alamo (SPI)

12, 5uez '73 (GDW)

I 3. Timetripper (SPI)

14 Task Force (SPI)

15 Stalins Tanks (Metagaming)

16, Beda Fomm {GDW)

1 7. Campaigns of Mapolean (West End Games)

18.Clty Fight (SPI)

12, The Sword and the Stars (5P

200, Empires of the Middle Ages (5P1)

21. Arab-Israeli Wars (AH)

22.Armor (Yaguinto)

IMNATO Divisional Commander { SPI)
..54. Pickett's Charge (Yagquinio)
15, Anzio (original edition) (AH)
26, Toark's Drift (Historical Alternatives)
27, Drive on Damasces (Simulation Games)
28, The Crusedes (SPI)
29. Amoebn Wars (AH)
30. Fartress Europa (AH)

PART I

1. Hurricans,

2. John Paul Jones to American Congress,
"iive me a stout ship for I intend to go in
harms way'’.

3. Kamadan.

4, The Gregt Patriotic War.

& F-105 Thunderchief,

&, Hattle of The Skagerrak.

7. Cinque Ports.

k. General O'Connor.

9. Forward Edge of Battle.

10, A sniper left behind by retreating army to
harrass enemy s rear areas,

¢!

@ntac

Contact entrles will appsar three fimes amd
will thinn muToamatically bapss, Pleap: sngure
that wau cantssr ma i goad vim if you
want to continue ar change your entry . Mo
mitevink signifin gt entry and as such will
not appear in issuie 36,

CONTACT/FOR SALE ENTRIES
ARE INSERTED FREE

"AsHFORD WARGAMES SOCIETY, meets at the
Youth Cantre, Duncan Bowsr Schaol, Stenhope,
Ashford, Kant on the sacond Sunday af twvery
month at 2p.m. The elub wishas to encourogs all
farms of wargeming including figures, Boardgames
and role-playing in all pariods. Anyone wishing
further information should contact the ocrganiser,

| Diavid Short, 5 Knott Crescent, Willeshorough,
Aghford, Kemt TH24 OUF,

*EALIMNG GAMES GROUP meets in the North-
| field Cammunity Centre. 71/73 NMortheroft Rd.,
Ealing, Lendon W13 every 2nd and 4th Sunday
of the month, Sundays from 14 00hrs to 22.30.
Tel01-574-27049, Alse have a “chip® section that
meets at B2 Windmill Lans, to try their skill at &
large no, of eomputer garmes. Ring above numbsar,

"WAIDSTOME WARGAMES SOCIETY, meats
at the Manor Young Paoplas Club, Shepesay,
Maidstane, Kent on the first Saturday of every
month frem 2p.m. to Bp.m., Members play all
types and periode of figure and board wargames
and role-playing games, Anyone interestad will
be madd viry weleomie,

*Tha Wast of Scotland Sorciety for Board War-
gamars newsletier containing coarrespondenca,
opponents for F.T.F, and P.8.M,, games for galef
swap/wanted, can be abteined by conteeting
P.Walker, 190 Stuart House, Burns Road,
Cumbernauld, Glasgaw, Tal: Cumbernauld 2BGTY
ar W, Finlayson, Polmont 711351 or 1. Mackay
041 775 2188,

OFPOMENTS WANTED

TPLAY POSTAL DIPLOMACY and many other
games. For an Introductary Packegs to postel
Diplamacy send chegue/F. 0. for £1 to: Postal
Games Association, 35 West Park Street,
Dawabury, Waet Yaorks.

*| woould like 1o play in a poswel Oregonquest
campaign. Can snyone offer ma & gama? Chris
Steadman, 12 Freshwatar Drive, Paignion, Devon,
TO4 758,

Wanted — FTF opponents in the Southampton
area for Napaleonic or WWII pariod games. Mo
DED, Contact Davied Hulbart, 54 Burghclare Rd.,
Westan, Southamptan of phone {0703] 434335,

*Anyone interested in a campaign geme of Longest
Day, probebly multi-player, taking place avira
lang wee kend lor twal. Contact Keith Walton,

B, Wast View, Lamington, Newcastle-u-Tne,
ME15 BOH, Phone i0832) 675041

FOR SALE

FOR SALE: boxed at £5.00 ea, Penzer Laader,
Assault on Crete, Fussian Campaign, Vietory in the
Pacific {aH), Balter [(GOWI, Fury in the Yest
{BL), Sword and the Stars {SPI1). Boxed at £6.00,
Blue and Groy Quad | {SP1). Ziploc at £8.00,
Mapoleon's Last Eattles (SPI1). Ziploc at £2.00 &a,
20th Maine, Robin Hood |05G), Bloody Buna,
barston Moor (WWW), Armada, Crusadas, Cassing,
Wilson's Creak, Ney vs Wallingtan [SP[], Will swop
any £5.00 or £6.00 game or any two £2,00 games
for any of the follewing: Colony Delta (FGLUI,
Alexander, Chesars Legions, Cessar Alesia {AH),
Imperium (GOW), War of The Ring {SPI),
Swashbuckler (vAC], Will swop any £2.00 game
for sny of the following: En Garde, Raphia
[GDW), Hof Gap, Fred The Great, Fighting Sail,
Fifth Corps, Citadel of Blood [(5PI}, Piecss of Eight
[FGUY), Males, Wizard [MGC), Conteet: Richard
Smith, Jordaan 14, Laren P.C.1251, Ketherlands,
Tal; O2153-82558.

WANTED. La Batailla de la Awerstadt |Marshall
Enterprisel, La Bataills de Preussisch-Eylau {IDEM],
Wellingtan in the Peninsula (Randl, Napalsan

Last Campaigns (Rand], Leipzig (SP1), 1812 ISPLL
Cantact: Miehel Lefort, Avenue Germinal 10,
B-1420 Braine L'Aleud, Bolgivm, | LFTMET].

WANTED: Good, complet: eopist of: Campaign
for Borth Africa (5P, 3rd edition Third Reich
[AH], Crescando of Doom {AH], Flar Top {AH),
Ajir Force (AH) and Belter (GDW). For cash or
swop (Air assault on Crete, Caesars Legione).
Contact: Carrick Richards, St Johng March,
Mortirmer, Berks RG7IEY.

FOR SALE: all unboxed & including pdip.

Mod Battles Quad — £5.00, NATOD, Tank! 4
Expansion — £3.650 each, Paratroop, Conquistadar,
Operation Qlympic, October War, Map. a1 Waterloo
+ Expantion, Kalzars Battla, Berlin "B, Fighting
Sail, Cadar Min,, Fifth Corps — £2.20 each, Fevalt
in the East - £1.50 all 5P| and majarity little
played (if at all} — Jim Sizer, 1394 Chestar Rosd,
Gresnbank, Northwich, Cheshim CWE 444,

FOR SALE [p&p ineluded): Sgued Leadar {15t
Edition}, Mapoleon at Bay (O5G], Blus & Gray 11
Cluad, Wooden Ships and lron Men [AH], Road to
the Rhine {GDW]: all at £6 each. North Africa
Cluad, Kasserine Fass {Conflict). £3 each.
Mormandy (5P1): £1.50, Battles of the Hundred
Days (05G), Rosd to Richmond (5&T): £1.25
asch. Frederick the Great (S&T), Battle for
Germany [S&T): £1.00 each, Bastogne [EP1],
MNepoleon at Waterloo Expansion Kit {(+ Mapl:
B0p each, Also, Phosnix Mos. 1-25: £6 the lot,
Write 1o Chris Neway, 21 Calver Grove, Grest
Barr, Birmingham B440BE or phone:-
021-360-3478.

WANTED: Mot fesues of S&ET (with or without
game} prior 1o issue 78, Also interested in other
5P| gamas and also games and megazines by other
pulbylishers, Please send lists. John Wood, 18
Flymouth Place, Leamington Spa, Warks, Cv3t
1HN. Phans D’,—]EE 23646,




Games Workshop Ltd first hit the market with
four boxed games all in the SF/F range. Perhaps
the most striking member of the four, and the
one  which undoubtedly attracts the most
attention, is Dr Wheo. Examining the box design
alone leaves vou in no doubt as to what the game iz
about — thera is the good Doctor staring out from
& lurid vortex, and backed up by thres of his old
ENEMIES ... the Daleks! Now if there iz anyone in
Great Britain reading this who has never watched
BEC TV and has survived from the early 1260s
without seeing a single episode of the Dr Who series
or even hearing of him, | suggest vou pack in your
hermit life style and join everyone else in admiring
what has become 8 cult figure. Dr Wha, the Dalsks,
k-3, Tardis, £arbi and Cybermen have all become
household names. Children of all ages (including
the adult onesl) will flock to buy this one; the
question is, has Gemes Workshop delivered the
goods or will those children be disappainted?

The game rationale iz gulte simple. At home in
Gallifrey, the Damain of the Time Lords, an alien
attack is expected, A defence is needed in the form
of the Key of Chronos, but this can be built in
many different ways, and the actual pieces are
scattered through time and space. 1t is up to various
projections of Or Who, j.e, two to six players, to go
out and find them. Mothing must stand in their
way . neither the aliens they encounter or each
other, for speed is vital in collecting the pieces of
the Key. All this sounds like stirring stuff, =0 how
is this translated into a game?

The mounted game map is in two folding sections
and measures Z2W"x16%" approximately, so0 six
players can =asily sit around it on a table and have
room for thelr own counter displays.

AT the start of play a red alien and a blue item
counter are placed inverted on each of sixty
planets which are marked off in sguares on the
board. At the centre is Gallifrey where the Doctors
set off from, Seventysix aliens and seventy-six
itern counters are svaeilable thus giving a purely
random 81 up. Added to this s the fact that some
of the aliens are blank tokens, an important factor
in play, for if there is no alien on the planet, the
player can pick up any items and Key parts Tor free,
Players select six Fey mission tokens in secret —
these provide a code which must be collected to
make your own personal Key, Of the missian
tokens not selected, matching green Key part
counters are found and both sets are discarded.
The remsining Key parts are placed on the map,
inverted, along with blanks to make up 2 total of
sixty. Mow none of this is complex, but it s time
consuming, so set aside 5-10 minutes for st up and
keep all the different countér TYpes In separate
bags just to help speed things up. Finally, sach
player js given an assistant counter and we are
ready to pley, to go out into the unknaown, fight
the baddies {and each other) and find the Key.

Each plaver's turn is quite flexible. Thers are three
aclions possible: move, search or fight, and a player
can do any two in his own turn. Thus a8 player
could mowve and fight & known enamy, or search a
planet and move off elsewhare, and so on. Move-
ment is easy, for plavers cen move two sguarces in
any direction, including diagonally, to help them
get about. The squares around the edge of the map
are special in that they have colour coded '"spacef
time warps'', which allow players 1o zap across the
board and pop up on another map edge having the
same coloured spaceftime warp. Searching allows
g player to flip over the alien counter for all
to see and secretly examine the Key part. The
blue item counter is left undisturbed.

Iteéms are collected along with Key parts when the
alien has been destroyed. The valuz of the items
is twofold, first of all to help increase a player's
strangth and hence his combat effectiveness,
secondly to assist in foiling aliens and other players
in their attempts to hold onto Key parts. Since
there are many items and conditions under which
they can be used, a separate booklet is provided
for each player. These Item Files are vary useful
and can double as a screen behind which parts and
iterms can be held in secret. Not only do they
explain the use of items including Beams, Robots,
Gloves and Warps, they also detail special features
of the aliens like the Daleks, Davros and Cybermen
who are known to us all, and leésser charecters such
as Kleptons (habitual thieves), Chronons (whao first
made the Key) and Vampires {need | say marel),

THE GAME
OF TIME & SPACE

PAUL KING
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[temns are very important end may be used in other
players' turns if you feel the need to assist another
Doctor under attack, or help the poor aliens from
the attacks of over-powerful Doctors.,

Combat is very simple. On each alien counter 15 &
strength number which the alien must throw equal
ta, or less than, on a twelve sided die to score a hit.
Doctars follow the same lines, but strangth may
vary due to the addition of assistants, weapons,
and the use of other items such as thermal lances,
power glaves and Time Warrioers, In 8 combat round
gach set of combatants throws the die to see how
many hits they score. I an alien fails to hit, and a
player scores successfully, the alien is wiped out
and the Key part plus item can be picked up.
However, if the opposite oceurs then the Doctor
is stunned for two turns and may lose some Key
parts or items, depending on which monstar he
fought, Also being in a stunned condition leaves a
player open to attacks by other players as he is in
a weoakened position and cannot fight back at his
full potential. Hence & player may lose items and
Key parts im this fashion to the Doctors]

Players are not restricted to collecting their own
Key parts, they can collect others as well, However,
a player can never hold more than six parts, includ-

ing blanks. This can lead to bluff situations a3

‘plavers collect blanks and unwanted parts, for if a

combat follows a search, the Key part collected is
not revealed. Mo one has any ides how close ths
other players are to winning. Key parts are revealed
when a player leaves a planet without fighting ths
alien, for players may bBe wunwilling to attack a
strang alien and will seek pastures new, The action
of moving off reveals the part counter, If it is @
blank it is thrown away, but T it s a Key part it s
left visible, and guarded. Players will then rush tao
the zane, 1o do battle and win the part.

The winner of the game is the first player to collect
hiz code of Key parts and return to Gallifrey.
Haowever, even this can be fraught with difficulty
for Gallifrey can anly be reentered from an
adjacent sqguare, not the normal two square mowve,
S0 if a player moves into one of the squares sur-
rounding Gallifrey, they tend 1o be the subject of
desperate attacks by other players, from long range
if they have the right items, or in personal combat
by those others who can reach him in time, Tense
moments cccur a5 plavers, weasker than the defend-
gr, plunge in hoping for & good dig rell, The other
plavers often egg on the sttacker in his attempt to
stop the potential winner from getting home, yet
hope the victorious agsailant will not win the right
KEey parts by his actions and then sail home himself!

Ta illustrate how the geame plays, here iz a s2lection
of events from a three plaver game which lasted
27 game turns — approximately an hour and a half
of time including et up, The players are Yallow,
Green and Red, playing in that order. Initially
none of the plavers found blank alien counters,
anly strong monsters it would be suicide to attack,
As a result some Key parts are lefi visible, dotted
around the board and waiting for someons 1o gain
strength and collect them,

Game Turm 10, Green has just removed his [&st
stun marker from a fight with the Chronon on Ceti.
He moves to Pavonis and picks up a Deflector
Beam and a Key part as the alien counter is blank,
Fed uses a Space/Time Warp to reach Green on
Pavonis and initietes a combat, He uses his Army
Unit assistant, himself and a Booster Glave item to
aive & strength of B, Te ensure be hits, Red employs
a Time Boost item which allows two die rolls for
himself, Green appears to be in a weaakar position,
but uses a Partial Time Warp to bring in a Time
Warrior who will fight separately from himself
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gnd his assistant, Vicki. He too uses 8 Time Boost
for the Warrior only, thus giving him three die rolls
to Aed's two. During the first two combat rounds
both sides score two hits cach, which nullify one
snother. Green scores three hits. on the following
round, Red cannat compete and is stunned. Green
now picks up & blenk and a Key part from Red,
After the fight, both roll for retention of their
itemns. Green is the only lucky one herg, he keeps
the Partial Time Warp,

Turn 18, Yellow hes yvet to find a Keyl Realising
he can reach Green wvia a Space/Time Warp he uses
a Petrificetion Beam on Gresn, but he in turn
counters with a Deflector Beamn. Yellow is losing
out and moves well away in case Green uses the
same Warp to reach him. Fortunately his search of
Ulson gives him a Robot Generatar, but still no
KBy part.

Red js now back in the game, and how! Along the
way Red has acquired a 46 Laser and a Tractor
Beam. He uses the beam to lift a -4 Laszer Screen
from the Kleptons on Sontar, then moves on
Farringer from Mondas to fight a Carrion Plant
which he promptly defeats. This gives him a new
Key and a new assistant, a 43 Space Marine. Red
can only have one assistant, so he leaves his tired
Army Unit on Farringer.

Turn 20. A now confident Red attacks Green once
more on Wolf's Star. In 2 straipht tight Green is
stunned and FAed takes four Key parts from him.
Fed has & chencs to make a full set but prefers
to loze his own blank counter and retain one of
Groen's HA key paris.

Turn 24, Red attacks an Astromancer on Telos,
defeats it and receives 2 Petrification Beam plus a
blank Key part. His set is now complete and he
leaves bahind the HH Key part. Carrying the dead
allen he mowes to Capella, eventuslly to feed it
to the Anti-Matter Monster on Xeros,

Turn 26. Red moves to Luyten, away from Yellow
who has begn acquiring a few Key parts and might
be a threat to Red in a fight. Also he is now ready
o move back into Gallifrey on his naxt mowve,

Green i5 on the far side on the board and is stunned
irn an alien attack.

Turn 27. Yellow reglises that Red is ready to win
and surprises him by flashing across to Luyten
fram Alell, by operating a Teleporier. Howewver,
Red counters with his Petrification Beam, to
which Yellow has no reply. Green cannot help as
he iz still partially stunned. Red then moves into
Gallifrey and wins.

From this playthrough one feature becomes
cbvious, the importance of luck, The placement of
aliens and blanks is totally random, so landing
on a sgquere with no alien and picking up a Laser
and Kay part, as Red did, can happen. Die rolling
iz purely random also and can work against a plever
even if he Iz the stronger, as did happen to Red
initially. |tem play can be very useful, a3 Yellow
found to his dismay on two occazions. There is
alweys the change of being stunned, of meegting
up with a particularly nasty alian.

Thiz randam factor helps keep the game alive, for
players do not know what the others have, what
the next player's search will reveal, or how strang
an opponent may be, Add to thiz a very simple
game sequence and set of rules — only three sides
of A4, plus an interesting subject to grab the imag-
ination and this game just has 10 be & winner,

I1°s a game all ages enjoy, and can learn very quickly,
However, [t 1s aimed &t the younger end of the
market without a doubt, and is very succassful in
this aim. | have played thiz game many times
with an adult wargames group {members of which
helped me in the playthrough) and they had great
fum. At the zame time | used it with my own 1gen-
age wargames group in the compréhensive school
at which | work: their response was overwhelming
and the anthusiasm highly contagious.

Sa full marks to Games Workshop Tor this desian
at |past, it lives up to all expectations and provides
a fun game which can be played in less than two
hours with six players,

A different point of comperison with White Death
has besn drawn 1o my sttention and is, | think,
worth axamination. We heve s#en that the ground
scales arg very similar end the time scales very
different. Yet in both gemes the basic Movemant
Allowance s 10 MPs, terrain costs being generslly
similar, This may seem odd, | suspect that there are
two ways of explaining the apparent oddity. At the
mast concrete  level it might be pointed out that
i & fairly tactical game such as Suez 73 it is legiti-
mate to expect & great deal of dashing to and fro,
whereas in White Death many units spend a good
deal of time out of contact with the enamy, | do
not find this altogether convincing, end prefer a
mare abstract answer, concentrating on the overall
gffect achieved and on the fact that mowvement
points can be expanded for such things as Assault
and Disruption Remaoval as well as for moving from
A to B, in octher words that movement points are
about time and enzrgy as well as about movement,
Without going =0 far as to adopt the John Hill
doctrine of “design for effect” | would point to
the fact that the apparently éxorbitant Suez 73
allowances certainly do not result in wnits dashing
all ower the map; indeed progress iz, if anyihing,
rather Blower then in White Death and this is &
function of the other things which cast MPs as
much a5 of the "to-ing and fro-ing™ argument.
| do find this an interesting guostion, not least for
the light it may shed on one of the most basic
abstractions of wargaming, the movemeant rules.

Finally, then, it is necessary ta make an evaluation
of Suez 73. Can |, in good conscience, advist you
to part with vour money? Well, an the credit side
we have good companents, good rules and a reasan-
ghly interesting systom. On the debit side the
scenarios are not ovar-impressive and there is some-
thing of a plavability problem, For accuracy the
game rates highly — 7 ar 8 out of 10, | should
think, Overall | think this is 8 game for the affic-
ianados of the Middle Eazt Wars. It lacks The veriety
to be a classic and the nowviee might well have
trouble with the slice-of-time systermn. But if the
basic idea excites you, then it is worth getting the
game, because the exscution is pretty good.

% Trade Enquiries Welcome %
FIGHTER COMMAND

ONLY £2.50 plus P&P

50-54 MANCHESTER ST.. LIVERPOOL L1 6ER Tel:051-236 2605
OPEMN: Mon — Sat 9am to 5.30pm

Games......

The fate of a nation hangs in the balance as two aerial
Armadas do battle for the contral of the sky ... YOU ars
their commanders. The forees at your disposal are legion,
and consist of six aircraft types as well as the backup
facilities, including radar stations and AA batteries,

But how do you use your resources — should you
attack the enemy industrial hexes, airfields, convoys,
redar? And what will the defenses have waiting in stors
for you when you do? To win FIGHTER COMMAND
vou must outthink, outplan, and outguess Your opponent,
& well as gut-manoeuwvrae him.

GAME FEATURES: Four colour AZ size map @ six
pages of rules eovering operation plotting, mission types,
ground installations, morale, and much, much more @
four scenarios plus & campaign game @ countersheet and
griptop bag for the components @ can be played with two
or mora players.,

SPECIAL OFFER!

The first five orders | receive which give me the title
of this magazine's lead article will esch geat the money Tor
one game refunded|

10% discount on orders of five or more games!

Orders from UK only accepted. Pleass add 30p postage
and packing far the first game in an ordér, and 15p per
game thereafter. Please send & cheque/PO payable to
R.K.Jordan to: ‘MIIlI® Houss, Rodmersham Green, Sitting-
bourne, Kent, (Allow 21 days for delivery ),
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SUPPLYING THE HOBBY & THE TRADE
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