Korsun Pocket i3 designed and published by
Pegplas YWargames, in the person of Jack Radey.
It first appeared as a commercial game at Origins
789 when it was being sold, easily, without the rules!

Thesa, as promised, followed at a lateér date. In
fact, anyone attending Origins 78 would have been
gble mw $ee the playtest gamne, which was well
advanced even then, so the game had a long gest-
gtion period. Korsun Pocket covers the aperations
surrounding the Soviet Offensive in January 1944
when a large pocket of Germans werg cut off
ground the supply depoat at Karsun, the subsaquent
attempts of the German forces to break through to
religve the defenders and, eventually, when all this
failed, the attempt of the remaining defenders to
break aut. The game is based almost fully an the
SF1 Wacht am Rhein game-system, hence uses bat-
talion sized units with artillery counters, barrage

and FPF eguivalents, road movement problems,
and, for the Germans, company breéakdowns. The
rulgs relating to combined arms bonuses have been
altered, and in Korsun Pocket are more similar 1o
the rules appearing in the SP| successor to WAR,
Atlantic Wall. Korsun Pocket, with four maps,
maszes of counters and a wad of charts and set-up
= . maps, is 8 vary big game.
) P . e White Death, a new arrival from GDW, is a much
; LR gl : p more compact affair. Within the srea of one map
= ' ' - sheet it covers the Soviet attack in Novemnber 1942

which proposed to capture the German fortified
town of Velikive Luki and thence cut a major
north-south rail link a few miles beyond. The town
Geoff Barnard wis surrounded and eventually reduced but, in the
meantime, the Germans made 8 numbar of at-
tempts to break through the Soviet front ling to re-
establish links with the pocket. The game is based
on a 5 day game twrn &% opposed to Korsum
Pocket's 3 turns per day. Soviet counters are
genarally regiments while the Germans have bat-
talions and a few companies.The rules system is

. r LEEr e H really original, although anyone who has played
| have been placed in a somewhat difficult position. | was all set to write a B carsecor S ans ENATY s Rl B e

review of Korsun Pocket and my review was going to be favourable, albeit with  asoects of the mavement system while parts of the

certain reservations. However, leaping forth from the Game Designers’ Workshop g‘:;i;;f‘f*;';rﬂgg"'f:;:tT:;“;gga'g;‘f;ﬁ;;?*T“;;g

team comes White Death where upon | began to feel a bit like a motoring only point of detail that should be introduced at

. . s 1 this paint is the White Daath turn system. Each
correspondent who has been commissioned to review the Mini only to discover g = W% 8 0 i may contain a number of

for the first time an E-type Jag. The whole foundation for my former opinions  impulses. depending upon how the players choose
e i 0 to expend their available movemant points. A .

has been altered. Maybe it is not completely fair to either game to compare || 00 o\ bend the whole lot available far that
them in detail as they do have considerable differences; nevertheless they have  twrn in one massive impulse or he may spread them

oy t JEgt : P out ower a number af impulses to produce a
a great deal in common and they indicate two dramatically conflicting trends 20 T & o ating impulses invelving move-

In wargame dESI.ﬂH. meant and combat. Once one player has used up all
his movement points, the other player may con-
tinug an his own, Things are not completely free,
as, to a great extent, the supply and movement
rules ragtrict a player's freedom to spread his turm
out too far. Alsg, the Russian player is subject to a
minimum movement paint axpenditure for each
action impulse, Evan so, the effect of this rule is
that when a lot s happening the geame is spread out
and when vary little is hgppaning & game turn can
be rum through speedily. The effact on playability
it dramatic.

The first thing that you notice sbout these two
games Is that the situation is almost identical and
in bath cases the geme has bean structured to taks
the best sdvantage from the ebb and flow of the
histarical battle, In detgil, the gameés open with a
thinly held German front lime and & mass of Rus-
sian troope poised for the atiack. Asguming the
gameés run trugé to history, the Soviet assault will
cut the front lineg and the troops will advance
towards their objectives, surrounding a number of
Germans in the meantime. In Korsun Pocket this is
caused by the location of the Russian attacks along
an extended front line forming a bulge in positions,
the gttack nipping off the tip, while in White Death
the packet is formed by the Gorman fortifications
in Velikive Luki town. Once the Russians have
gained their new front line and sealed off the
packet, the German reinforcements begin 1o
appear and spply pressure to the extended Soviet
pasitions. In fact, in neither case was the Garman
army able to restore cammunication with the sur-
rounded troops. At Korsun Pocket the fipal
outcome was a breakout by troops abandoning
their equipment and fleging throwgh a blizzard
and the Russian positions to the spearheads of the
farce attempting to relieve them, while in White
Death a small body of troops were able, eventually,
to get through to the pocket but only so as to lead
g slightly more organised breakaut before the last




bunkery in Velikiyve Luki were smashed. In both
games the action takes place during winter so the
vagueries of a Russian winter aré an important
factor in play; it is possible that the weather will
suddenly take a turm for the worse and render
effective action difficult, if not, in the particular
casé of Korsun Pocket, almost impossible, The two
games areé organised by scenarios and these allow
the full timaspan of the battle to be split, chrong-
lagically, into the initial assault, relief attempts and
eventual breakout, The sheer size of Korsun Pocket
dllows peographical division into the sastern and
western halves of the battle, producing B scenarios
to cover the three phases of the action. In White
Dnath therg are six scenarios covering maost of the
ralief attempts. Both games include a full campaign
game; it is worth noting that in Korsun Pocket this
can be 72 game turns long.

in spite of the differences in size both games use
the same map scale, ong mile per hex. There is a
much more significant similarity between these
twio games, however, and that is their attention o
histarical detail and accuracy. In the caose of
Korsun Pocket, the heart of its designer Jack
Fadey is clearly as ‘red” as it can be, this is clearly
shown by the asides in the text of the rules and by
the very name of his company. His game is thare-
fore a labour of love but Jack should be con-
gratulated for mot allowing his obvious political
bias to“colour’™” the quality of the simulation. The
hirth of YWhite Death is not a ong man affair, the
historical groundwork was doneg outside the GDW
who were presented with the necessary  brief,
Henee it wae the task of Frank Chadwick, as
degigner, to turn this information into & game
without damaging the gquality of the history, In
this task he has succeeded admirably. Korsun
Pocket and \White Daeath are superb examples of
historically accurate wargames in wwhich it is clear,
almost from the very moment that you open the
package, that the historicity of the simulation was
cne ol the primeé considerations of their mspective

designers. The fect thet Jack Redey did not suc-
ceed in making @ game as well is, of coune, another
matter aliogether.

The most obvious difference between thess two
'‘pocket’ games is that vou'll need the pockets of a
Harpo Marx raincoat for Korsun Pocket. This
action covers the operations of & part of two
Russian ‘Fronts’ spread owver the four large map-
sheets; to give the total number of unit counters is
bad enough yet on top of these there are pilés of
markeérs foar entrenchments, ammunition, road
movamant ar whatever. Korsun Poclet iz big and it
is congasted, eaven relatively weak sections of a
front can be a mass of counters of ane type or
anather, The attention to detail is phenomenal for
a game of this scale, as you quickly discover when
shunting piles of ammunition counters about the
map ¢ 35 10 ensure that vour batteries have
enough ammo near to hand 1o enable them to fire.
Compared to this minutiaa, White Daath is & haven
of clarity and simplicity vet, on inspection, a lot of
the detzil is covered snd allowed far rather than
heing dismissad. The result of this is that while you
have to be either very keen or vary genaraus to bs
able 1o describe Korsun Pocket as “playable’, White
Death is eminently playable, This is not really the
result of the different size of the battles, an im-
partant role has also bsen plaved by the design
decisions that were made. | can only assume that
Jack Radey picked the SPl Wacht am Rhein system
for his game because he liked that leval of detail,
because it was known and it was fairly popular at
that time. He then proceeded to pile a mass of
gxtra detail on top of the original game system.
Korsin Pocket is not so much "designed” as “con-
structed’ and, to continue in this vein, it is built
like & battlezship and unfortunately it moves like
one toal

It is clear from the ‘Designer's Motes' in White
Death that Frank Chadwick had seen Korsun
Pocket when he designed his game and, although

he taw fit 1o pinch 3 rule idea or two and cm
similar scenario format, he must certainly
been gware of the nesd to ewoid the cum
detail of the earlier game. He set out to desigs &
clean systam that sllowed the vest guantity of
quality historical detail he had bean given, to =
used while keeping & cleanly flowing game. Nes
anly the time scale used but also the unit scale wes
calculated to this end. While Korsun Pocket’s hesss
of counters use the full strength front, reduced rese
gnd company cadre step-down system to cowes
combat logses, the GDW game achieves an exce
lent systemn of full step reduction with strengss
chits by generally wsing larger units for the Rus
sians, [i.e. infantry regiments with up to 9 steps’
though the fact that there areé many small umits
with one or two steps is coverad by cértain gquirks
ot the combat system whereby they don't vaniss
tao quickly, The longer turn span in White Deats
means the lass af the complications of road mowe-
ment, artillery columns and such like is not missed.
alsa, while the GDW game does have an am-
munition rulg, it is so geneéralised within the oversd
system as to be of no difficulty. One is left with
the thought that the WAR game systém was great
for a Bulge game where éveryone knows what i
going on anyway, which units are doing what and
in which players will be mainly intarested in the
real nitty gritty of the mechanics of the battle
However, the same factors may not apply to 2
game set on the Russian Front where the cleanes
approach of White Death seéms much more zp-
propriate. Anyway, let’s move on to look at each  ©
of the two games in geater detail.

Korsun Pocket

While Korsun Pockat is an amateur dasign it is, in

all respects apart from design philesophy, 2 profes-
sional product. All the caomponents are of excellan:
physical and sesthetic quality, the mapsheets
gspacially being superb in design, wse of colour,
clarity and interest, Therg's none of this SPl-like
"we'll only give vou the important terrain/towns/
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wegtever and disregard the rest ...." — in Korsun

Pocket the mans give the impression that ewery-
ey s shown and this really gives the feeling that
wo are fighting the batile as it was fought. The
Seaes are not numbered yet very datailed set-up
wiormation is given. This contradiction is resolved
&% e use of 3 set-up maps, of reduced size, each
Poweng the location of each side’s combat form-
pors at each of the three breakpoints in the
gveonology of the game. Corps and Army assets am
paced more freely. The effect of all this is com-
o ocated by the fact that vou meed to afar to thres
weees of information to set up, namely the map,
s detalled ODE table which tlls vou which
cownters comprise which formation and which
pets are in support and, thirdly, another table
wmoch defines any |losses already suffered by the
formation at the date of set-up. These are all in
@ fferent places so it's not easy! The rule book is a
poartly produced document written in @ More nar-
ravwe than legalistic style, spattered with historical,
poditical and player asides, making it interasting 1o
mad but often difficult to find a ruling. Finally,
foere areé the turmm mcord charts which include
motes for the historical weather, the arrival of
seinforcements and some DIY displays for weather.,
Al the combat, movement étc. charts arg printad
o the back of two of the set-up maps.

The movement rules are essentially straightforward;
basically they follow the Waeht am Rhain system
wmth a lot of detail added, espscially important
because of the weather during which the battle is
being fought. Differemt classes of wnit have dif-
ferent movement allowances which they expand at
gifferent rates, the effect of the weather being the
game for all unit types. ¥ou will find that you have
to constantly kKeep referring back to the rules to
make suré you aré using the right calculation,
eoecially when you are trying to move the masses
of artillery counters. These are especially difficult
o move, realistically, as they are split into light,
medium, heavy and self-propelled, each with
shightly different provisions. [n order for artilléry

GAME COUNTERS — KORSUN POCKET
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to move by road and cross bridges — and this is the
only way they can move any real distance — they
must be in artillery column. This not only takes
time to enter and leave but also involves clogging
up the road hexes on each side of the wnit. Other
units may also uze column formation to move
afficiently by road but they do not have the same
clogging effect. There is an added problem for the
Russians in that their artillery units must be em-
placed if they wish 1o use spotied fire. This is to
reprasent the time taken for communications nets
to be astablished by the less well equipped Soviet
forces, The result of thiz is that although the
Russian artillery is extremely powerful in terms of
combat fectors, it is very cumbersome. When sat
up and emplaced the tamptation is to try and keep
it thet way 8s vou know that cnece you start to
move it the units will be effectively out of action
for a number of turns. There are two types of Zone
of Cantrol in Korsun Pocket, Strong and Weak. A
strong Z0C halts movement while a weak ZOC
allows continued movement at a 2MP cost over and
above terrain costs. Some units, such as HOs, artil-
lery units in column and tridge units, have no
Z20C, There are no stacking differences betwean
the two sides except that the German ability to
split into companies allows them to have thres
units in combat as opposed to the Russian two.
Each side may have no more than two battalions
fighting though the Germans may add a company,
ar replace one of hoth of the battalions with
further companies, so as to sproad the offect of
their specialist units and gain extre benefit from
the combined arms rules,

In general terms the combat system is an odds
based one with Barrage and Final Protective Fire
for ranged artillery. Complexities are added in
many layers from the ubiouitous weather through
odds shifts o special additions covering countare
battery and defensive artillery fire. Combat results
invalve retreats andlor steps loss, moralg rules are
aptional and may force retreats rather than allow
losses. The rules list 15 different factors that can
affect the combat result, shifting the adds ealumn
ugsed, although there is a limit to a net shift of four
calumns (so no 1:3 cen become & 10:111). The
majority of the modifiers are due to terrain ar
defengive fieldworks, the main tactical factors ame
regimental support and, most importantly, Tanky
Anti-Tank support. This latter is gquite a novel
systém, being an improvemeant over the combined
arms systermm of WAR withowt being quite as
detgiled s that in Atlantic Wall (although there is
great similarity of effect to the latter). The systéem
imvolves giving all tank and anti-tank units an extra
factor, ranging from 1 to 4, to reflect the armour
ar gnti-armour value of the unit. Some units
composed of assault guns without turrets have
their value ovnderlined; this means that their at-
tacking Tank' value is one less then the printad
numbar while thay wuse their full value when
oparating “Anti-Tank’. In combat the relative
values of effective Tenk and Anti-Tank velues are
compared and the relationship can mesult in come-
bat shifts either for or against the sttacker.

The rules regarding artillery barrege snd FPF are
basically as per the 5P1 Quad/WAR system with
the details of ammunition supply and special
moadifiers for things like visibility and direct fire
added. There are, however, two important ad-
ditions te the system. The attacking plaver may
use Counter-Battery fire — in this he may fire his
artillery at observed enemy artillery units that are
‘In Battery”, he may even pick just one unit from a
stack for this special attention! After this, and
before combat proper.the Defending player may
fire Defensive Barrage — again this allows him 1o
pick a single unit in a stack if he so wishes, This is
sspecially vital where the combat shifts play such
an important part in determining the final combat
odds. & good attack can be really hammered
before the die is rolled if for example the weaaker
link of a combined attack Is eliminated or forced
to retreat such that the tank bonus noa langer
applies — this can and daegs happen!

The effect of these two phases is to bring con-
siderable subtlety into the artillery exchanges.
Counter Battery fire aobviously will try to break up
or prevent possible Defensive Barrages and reduce
FPF capability while Defenslve Barrage will be
aimed at reducing combat modifiers as well as
firing at enemy artillery units adjacent to friendly
units. An interestipg aspeact af thizs detail s the



ahility of certain salf-propelled artillery units on
gach side to ‘shoot and scoot’; these units may
fire and immediately revert to ‘Out of Battery”
theraby avoiding any repercussions from enemy
Counter battery or Defensive Barrage that might
toon have comea their way.

In general, the Korsun Pocket combat system
works wall, the fact that it is detsiled rather than
complex merely means that until You gré very
practiced at the calculations you have to have your
wits about vou. The special factors such gs the
artillery novelties and the tankfanti-tank factors
noted above add interest and realism while the
complexities of supply and weather, noted below,
place appropriate restraints upon players freedom
of action.

OF the various remaining rule sections, weather has
the widest area of effect, as the reader will already
have noticed. In Korsun Pocket weather is detar-
mined by checking the threg variables, temperaturs
and atmospheric conditions being decided by a die
roll for each and the third wvariable, ground con-
ditions, being decided by the results of those
previous die results for the present and previous
game turns, thereby giving a realistic flow to the
weathar changes. There are modifiers far the die
ralls to take into consideration, these depend on
previous weather results and the time of day. Also,
when the atmaspheric conditions give precipitation
a further dig roll is needed o determing if it is
rain, clouds, snow or blizzard and again the result
will be varied by time of day and temperature.
Forfungtely you can avaid all this by using the
historical weather — this has the advantages of
being easy and enables players to keep batter track
of what is going on but conversely gives both
players an ahistorical forewarning of the weather
changes.

Korsin Pockat includas Air Hules very similar to
WAR, except that you are allowed 1o attack
enemy - air bases off the map — these though do
have an anti-air strength denoted! The main use for
air units, weather permitting, is ovar the bartle-
field, particularly for combat assistance and
supply. The German pocket at Korsun should
manage to include the Korsun airstrip — otheérwise
the German player is in deep troubla.

The supply rules operate on many levels during
pach player turn:a) in specialised mutual supply
phases when supply is moved from off-map to
dumps on the game map and subsequantly dished
out to fighting units or, in the case of ammunition,
by forming frontline dumps, and b} also later during
combat when much of the comrsumption tekes
place, The whole systerm 5 both realistic and
gdetgiled and forms a logistical ‘game” in its own
right as your “guartermaster self” fighte against the
weather and lengthening supply lings, not to men-
tion encmy action and combat coansumption
lespacially of ammunition). Divisions and Rusgsian
Tank and Meachanised Corps have specific Supply
units which can be usad to form a supply line or
cansumed — the number given for each umnit being
a realistic representation of the etficiency of its
rear echelon services; hence most German fighting
units have 3 while most Russian only 2. Units out
of supply go through various steges of isolation
during which combat and movemnent abilities are
progressively reduced. The rulés cowvering am-
munition expenditure for artillery units are, how-
ever, the most intriguing as therg are so many
artillery units on the maps that even large stocks of
ammunition can dwindle rapidly. Artillery am-
munition cam be Reld in static dumps an the map
[shown by a pile of numbered chits treated just
like money], can be carried by artillery formatian
HCOs and finally each artillery counter is considared
ta have an intrinsic ammunition point in reserve,
The rules are then complicated by the fact that
soma artillery units must expend 2 or 3 units of
ammunition 10 firg while many units in same cir-
cumstances can fire ‘free’. Players can therefore
treat the designer’'s suggestion that you may mark
ammunition counters by type and calibre and
thereby set up an even more complex and realistic
systeém as a joke, although if you've got the time,
the inclination and a quartermastar player it can be
done lerizs of “help — ["ve run out of shells for my
182mm howitzers but have got heaps of mortar
shells all over the place that | don’t seem able to
use* ]!

Cithar special rules allow an extra night turn at the
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White Death

Il now turn to White Death for a detailed look at
the game system, beginning with the components
where the wsual GDW professional standards ang
yeell maintained, The single map is plain comparad
to those in Korsun Pocket but this is the result of a
more desolate landscape rather than any graphic
deficiencies. The countérs are glossy and calourful
with Ruszian Guards being red while the wsual
Black for the German 55 and grey for other units is
supplermented by Luftwaffe and Police blug. Both
sides have white ski units. All counters have factors
printed an the rear, the front bears only the unit
designations, the full strength size in strength
points, and -a movement ¢lass letter symbol (ie. L
for leg, W for wheal etc). The rear gives up to 8
factors, depending upon unit TYRe, to cover range,
fire wvalues, marale, defensive value erc. Some of
these factors are a multiplier, and to get the actual
cambat value you multiply the factor by the cur-
rent strength. Other factors are an absolute value
unchanged by losses. This gystem is very similar to
Operation Crusader and works superbly in enabling
a mass of realistic detail to be included without

undue complexity. The Thite Desth package @
complated by the rule book, charts and, most hels-
fully, by two very good coloured unit organisatios
sheets which allow most of the countéry to &=
arranged before the game commences.

The rmovement rules initially seam complex but ==
soon grasped. Each unit has the same movemnsans
allowance but different units expend their factos
at different rates depending upon terrain. The
details are clearly set out on a singla chart. The
main feature of the game though is the Impuls
gystem which means that a unit does not have o
expend 3l its Movement Allowance at oné time
Within the span of 4 single Game Turn #ach playes
in turn decides how much of his remaining Move-
ment Allowance he will expend in his impulse,
impulses altermating until both players have ex-
pended all of their 10 Movemeani Points. Hence 2
turn can contain anything trom one big action
Impulse par side to 4 Russian and maybe more
German impulsas (the Russian must expend at leasss
2, or all remaining, MPs while the German can
spend his fraely) although the movement costs
often make wery small impulses futile, A Pams
Impulse requires the expenditure on one MP only
and allows anly Barrage artillery fire and rail move-
ment. During the course of a game there are cases
where one or both sides will find it better 1o use all
their Movement Allowance at once, giving only oné
move/fight sequence for your side, and other
instances where it is preferable to take a number of
smaller mave/ffight sequences — the player is free
to choose although the German plaver is sliphtly
free-ar than the Soviet player.

In White Death Zones of Control stop movement
except for tanks which may move through, subject
to anti-tank opportunity fire, and Ski units which
have certain special abilities. Stacking, meanwhile,
can be a little complex with different rules for each
side., Basically, either 3 German battalions or a
Hustian FAegiment may occupy @ hex, although
there are various combinations, and all units in 2
hex may assault in combat. Generally, the small
German units mean that some German $tacks can
get quite high, Russign ones meanwhile stay small.
The only other movement complications are the
fact that artillery must ‘deploy” to fire indirectly
Ithis is easily done with the expenditure of ong
movement point) and any unit wishing 1o assault
must expend an additional MP.

The combat system in White Death is very inter-
psting = it combines ceértain aspects of Avalanche
gnd Operation Crusader with convantional game
practice. For example, ‘soft’ units {non armour)
defend with the terrain value of the hex they are
in, this value — each of the threg unit types aof
personnel, light weapons and heavy wespons
having a different value in ¢ach terrain 1ype —is &
constant. The assaulting player calculatas his attack
value, which is fire value multiplied by remaining
strength points, for each unit assaulting a particular
target unit and the total attack factor is compared
with the hexes defense wvalue giving an odds
column. A die rall gives strength points lost;
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Bewmevsr thE result may not excesd half of e
ewfending unit's remaining stréength points unless
st mrength is oma whereupan the unit will be
piingted. A moraleé chack will be required and
ws otz required will be a die: modifier even if the
wat did not actually lose that many. For example,
@ wewt with 3 5Ps is fired at and the result requires
# 25F loss. In fact, it can only lose one as 2 or 3
mowld be more than half. However, when it checks
fer morzle the die roll is modified by the full 3.
The gffects of morale loss are various depandimg
weon the actual situation and may involve a ‘pin’
et iect, a retreat and, maybe, further SP loss in case
¢! rout, There is a different combat system for
Tank and Anti-tank Combat as tank units have a
memenical defence strangth. A simple odds system
% wsed involving, again, possible loss and morale
gheck. In certain circumstances the same units may
Y2 both conventionzl and anti-tank fire in the
s combat impulse, The use of AFVe may result
» extra Tank Fright' effects although only Ger-
= AFVs, anti-tank guns and heawy anti-aireraft
seotected stacks are immune = éven Russian tanks
e prone to faar the Panzors.

The sequence of play is layered a 0 Korsun
Focket but herg with combat as well as in artillery
gxchanges. Combat follows movement, opening
woth the Barrage fire of the phasing player. In this,
the attacking factors are applied in turn to each
wnit in the hex with various dig modifiors depend-
=g upon terrain and target unit type. After Barrage
fire the non-phasing player has a Defensive Fire
phate, which involves bath conventional and anti-
wenk fire and can include artillery 1f available, Cnly
ememy units declared to be assaulting may be
engaged. Only after these phases are completed and
py morale results acted out may the phasing
player make his asseults, and sometimas either the
Barrage has removed the target or the Defensive
Fire has made the attack hopeless. Mever mind,
@ither advance or, in the latter case, shrug your
shoulders and thank the rules for there being no

GDW's Series 120 game reviewed
by S.J.Hackett

THE BATTLE OF THE

g
I somehow suspect that | am not the only war-
gamer whose experience of the Crimean War is
limited to Tennyson and the film of "Charge of the
Light Brigade'. The Crimean War was an anachro-
nism containing something of, and at the same
time failing to exemplify, the glorious naivete of
the Mapoleanic Wars and the menacing spectre of
the American Civil War. It could be seen as the
Forea of the 19th century world powers.

Coming to  Alma with only the most rudi-
mantary knowledge of the campaigns of 1854 |
suppose | have the advaniage of innocenceé on my
side, |t wes not possible for me to spproach the
rules fram differant angles in order to achisve what
| kErew to be the historical result, for the details of
Crimean warfare escape me, The rules, therefore,
were my only guide in this Instance,.,

Alma , a5 ane of GDW's Series 120 gamaes, is of
limited physical form and | suppose that the single
battle is suwited to this format. The map is the
standard SP1 Folio (or should | say 'Mini-Gama')
17" » 22" printed in 4 colours but hardly a stun-
ning graphic achigvament. 120 counteérs come
printed in red (British}), blue [French), brown
{Turkish] and green {[Russians]. The Rulebook
contains 4 pages of rules, 1 page of tables, and 2
panges of ‘notes’ which are of practically no use to
tha garne consisting mainly — or o it seemed 10 me

‘attacker &lim” result — the poorest result in White
Dweath it ‘no effect”|

The only real complication to this systém is the
effect of the Bunker hexes in Velikive Luki, as in
practicé thes® must be hammersd with artillery
bafore there is any chance of attecking the units in
the hex

Unlike Korsun Pocket in spite of the similar scales
in these two games there are no tankfinfantry
combined arms moadifiers in White Death. There
are certain aspects af the way the game plays that
willl tend to encourgze mixad stacks but such are
not to the clear sdvantage which maybe theay
should be. The gama's designer has commented in
print [in Fire & Movement) that maybe this is
something to be improved upon should this systam
be used again but in the context of White Death
this slight loss of realism is amply counterbalanced
hoth in ather areas of the rules and in ease of play.

The rules covering weather and supply in White
Desth are ameazingly simple and wei glve just
emough effact to be historical. There gre only three
categories of weather, namely Clear/Frast, Thaw
(which makes rivers and lakes deangerous), and
Snow which reduces visibility and affects morale
and air supply to a cut-off Velikive Luki, Supply is
restrictad to two sspects; artillery must trace a
supply ling to a road and then off the map to firg
effectively, all other units are merely subject 1o
the fact that the army as a whoale must expend
supply for any unit to assault although if & wnit is
isolated its combat wvalues are reduced by half.
White Death has zome neat “special’ rules such as
that allowing weapons umits to shandon their
equipment, flee as personnel units, exit the map
and then subsagquently re-enter ra-armed. The
single Russian rocket artilléry unit is, howaver, too
valugble and may not do this. Alse, the Branden-
berg Gommando units have & Russian speaking

ability and may try 1o infiltrate through Sowviet
rones of control by deception — they actually did
this in the battiel Rules are also given for bridges,
cavalry charges and replacements.

Asg has already been made quite clear, in terms of
play expérience these two games are poles apart.
Korsun Pocket is utter hard wark, a veritable slog-
ging match, while White Dweath covers similar
graund in a seemingly easy flow. Korsun Pocket
allows you to savour the real nitty-gritty of run-
ning and organising a real battle, Whita Deaath does
that for you and allows you to get on with the
fighting. Korsun Pocket is a battle of fronts, masses
of units clogging the terrain and congesting the
roads while supply struggles to get through, White
Death is a game of small actions and much man-
ceuvre and even when the fronts do form later in
the game it flows much better than Korsun Pocket.
In their own ways the two games are of similar
complexity, Korsun Pocket by sheer detail, White
Death by great subtlety, and both arg eminently
historical. |f wou can organise & multiplayesr
game Korsun Pockaet will provide @ magnificent
adventure. It should not be denigrated because of
its shear masg 23 within its chosen counterftime/
map scale it is a massive situation, One is however
tempted to think that the designer, Jack Redey,
should have allowed game design 1o progress
further before settling on his game system; |
wonder if having seen GDW's White Death he
would have designed Korsun Focket exactly a5 he
didd?

— of discussion as to the type of shot responsible
for the smasculation of the Russian carmmander
Merntschikowl

The gam’s mechanics are straightforward — and
it is hera that much of the difficulty inherent in so
many [manyp?) of the Crimean games available ligs.
They uze Napoleonic systems 1o partray tha
Crimaan War, and in doing so they are guilty of as
big & blunder as were the equally incongruous
officers at Balaklava. It is time that the game
designers . stopped  playing Lord Raglan and
developed a Crimesn game-system which allows
the gamer to simulate both accurately and without
feeling that the game cowld be 30 much better if .,
In Alma we have a Movement/Morale/Charga/
Offenzive firefDefengive fire/Meles Turn-sequence
and the gamea lasts for ten turns, which allows it 1o
be just about played through in the 2 hours GODW
state as sufficient.

Why, then, doss  Alma with its seemingly soumnd
game-systam — and | suppose it /5 sound enough as
a system {if not entirely applicablel — fail to
deliver as a simulation of the events of Sepiember
20th 18547 Mare impartantly perhaps why doss it
fail to satisfy as a game?

Firstly, the battle itself is a bad ane to play even
given the best system in gaming. The Alma was the
first battle of the Crimean War and as such bath
sicles werg, to an extont, testing each other’s armies.
The main problem ligs in the sizes of those two
(four in actual fact, although Il discuss the Allied
army’s problems later] forces. The Allies hed
62,000 infantry, 1,000 cavalry and 128 guns — tha
Russians had only 35,000 infantry, 3,600 cavalry
and 96 guns. The Russians” only superiorty lay in
the least useful arm, the cavalry, who were used
wery little in the battle. Russian artillery is better
than the Allies (8.4 Fire factors to the Allies 5.9)
whila the British infantry are the best troops in a
fireTight, However, the battle is always going o be
a one-sided affair, and the Allies usually win,

This brings me to the topic of Victory conditions
im Alma. Jack Greene, in his article "Alma and
the Qwads' ["Wargamer' no, 70 describes the
situation vis-a-vis Victory Conditions as being "not
unlike a fine runner doing laps in the finast style
and then stumbling near the finishing line™, In my
wiew it is closer to falling &t 10 metres in & three-

legped race, but the sentiment | would agree with,
Victory for the Allies rests purely and simply upon
the occupation of two non-adjscent hexes on the
gouthern edge of the mapboard. It is a dreadful
rule, resting as it does upon an absolutely arbitrary
factor — the "Wictory Hexes' do not reprasent any-
thirng in real life: no more, at least than & quick and
non-messy end to the game (and with it any
element of simulation which may have existed
before). The actual battle was a defensive action
seeking to delay the Allied forces — hence the
choice, by the Rusgians, of the strongly defensive
position on the steep southern bank of the Alma
river. To advocate, as the Victory rules do, that the
Russieng should disintegrate as soon as the Allies
have scaled the Heights is going to lead 1o a very
distorted picture of the battle. | faal it would be
much better to give VPs for the destruction of
Fussian units — which will prevent the Russians
making isolated ‘suicide’ attacks on Allied units
toward the end of the game in arder to presarve
the Victory Hexes.

Morale is handled fairly well in Alma  but | hawve
two  paints to make here. Firstly, the Alliad
Divisional Marale rule ought 10 be changed — as
Jack Greesne suggests in the 'Wargamer® article
mentioned above — so that it applies to all friendly
units within 2 hexes of the eliminated unit. This
prevents units on the opposite side of the board
being routed because a unit of their division has
been eliminated, while 2l around other friendly
units are being eliminatad with no morale affect at
all = hardly a realistic sitwation, but that which the
rules lead to. Secondly, Leader counters ought fo
ba introduced to reflect the vast part played in the
battle by the doting, irresponsible, Raglan, the
dying and ambitious Marshal 5t. Arnaud, and the
Turk-hating Mantshikowv (apparently it was Turkizsh
shot which did the damage...).

Bo, in the final assessment it must be said that for
me Alma was both 8 poor introduction to
Crimean gaming &nd a poor game. The restrictions
of the very difficult terrain and the appalling
Vietory conditions restrict strategy to an unac-
ceptable extent, one gameé being only marginally
different from another. Ah, well... you win some,
| lose most of them.
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