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WAR IN 1-32

by: Daniel K. Ralston

Over the weekend of the Fourth of July
1971, the first known 1/32 miniaturist conven-
t:cn was held in Redding, California. This
event,heralded as the beginning of 1/32 - 1/35
scale conventions, is hoped to be an incentive
for armcr enthusiasts to begin developing arm-
ies of this scale for a fantastic new dimen-
sion in miniature war games.
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CLEAR CREEK WOOLS == 1/32 scale bsttle
field
(general description)

The tattlefield reprrecents a small seg-
mert of an area of land in Normandy, somewhere
ear Caern, Within this area there is a majo
east~west river, and near the center of the
field, a river fork, which divides the field
into three major areas. Located at the fork

of the river is an ancient Norman village, or=-

igi onally build and inhabited ty the Romans
during their conquest of Normandy., The vill-
age is of stone construction and many ruins

of o0ld arched Roman buildings are in the sarea,

In addition to the village, a small airfield
ig located on the southern edge of the vill-
age, of sufficient size to accomodate WW II

fighter planes, but nct bomber forces.

The Clear Creek Woods Battlefield is app-
roximately 13 scale miles long and about 1%
scale mines wide, A certain portion of this
topography is undeveloped high grass (forest)
area, At precent, a highly developed road sys-
tem ccnverges on the village and more and bet-
ter road systems are continually developing.
To the north of the village, and on the north
side of the main river, is a lake with two
hydro-electric dams, and power plants, which
are intended to be rroducing mcdern day pcwer
for the village and surrounding countryside.
The lake is, at times, dry, as the water flow
to it is determined by irrigation needs on the
battlefiled, irrevelant to the wargames.

The time in question is Europe during the
Second World War, More specifically, after the
fall of France, and after Germany has retreat-
ed from North Africa, The time can be most
likely pin pointed to be post 1944 ~-- * D-Day",
since the home army is the remnants of Rommel's
ocnce legendary Afrikae Korps, the Z2lst Panzer
Division. The 21st, Deutsches Afrika Korps, is
a proud unit, rearming and refitting in France

at a time when all other crack German units
were being sent to Russia, "“21st Panser Div-
igsion is the cfficial home army of the Clear

Creek Woods Battlefield.” In addition, a re=-
ccnaissance unit of the 2nd SS Panser Division
Das Reich is a part of the home defending for-
ce, historically thrown into the battle for
Normandy in July of 1644, Token forces belong-

ans prepared to da=fend ths town block by block if

SS Toterikkoph and SS Prince Eugen are
£

on the battlefield rém time to time,
The July 4th Battle

The Allies began the game by landing their
cn a portion of the battlefield known
as D, Sector, and from there, they began their
drive toward the village, roughly 3/4 ofa mile
away. (in scale) 1In between the Allies and the
village were the scattered forces of the Das
Reich SS Recon, Unit, trying to cover nearly a
quarter of the acre Ilela. All other German
forces were spreed out in defense positionsall
over the field, as the Allied landing zone was
not known ahead of time. The Allies punched
a hole in the thim Das Reich perimeter and ad-
vanced rapidly throughout the morning of the 1
st day's battle, Peppers' 19th Panzer Div~-
ision armcr arrived from A, Sector to back up
the German troops and their defense began to
stiffen, taking their toll of the advancing Al-
lied armor, At the close of the first day of
battle, the Allies had expanded only a little
over 1/4 of a mile from their landing zone,but
had dug in, in extensive trench works and bunk-

er fortifications,

force

ct fire.

e vital for calling indire

QOvservation posts wer
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Luftwaffe... some gecond

thoughts

Tyrone BWomba

Let me begin this article with an apology.
In my initial review of AH's Luftwaffe, I sev-
erely critisized S&T for their shoddy review
of the game, and then I commited some of the
same errors myself. S2 to you, IW readers, I
apologise. My infitial review was written (I
eee now) before I had sufficient experience
with &1l parts of the game., (I was prompted
to write it somewhat prematurely by S&T's very
badly done review.) Therefore mark this art-
icle "errata'" and read on. My previous review
stands except where here-in ammended.

PLAYING TIME: For playing time in the "Ad-
vanced" and "Tournement' versions I have list-
ed 24 hours. When you play your first few

games it will no doubt take you a day to play,
but as you become more familiar with handling
the game, and organise the different game com=~

ponents into seperate containers, etce., this
figure can be drasticly cut., After you are
completely familiar witn the game it should

not take you longer than 6 to 7 hours to com-
plete a tournement or advanced game.

PLAY BALANCE: Isaid before that the tourney
game was fairly even and tha advanced game
favored the Germans. Well, if you play the
tourney game without options the German will
win every time, but if you utilise the strate
eglc oil varient in which as the American
bombs out the Axie¢ oil reverves, the German
must ground more and more of his aireraft, the
American will then have a fighting chance.

As far as the advanced game goes forget
it, I simply do not see how the German can
lose. Those jets) (One thiang you can do to
help the advanced game'a play balance is to
use it with the strategic ofl varient and only
give the German his historiely accutata reine-
forcements., The advanced game assumes that
Hitler ordered production of the jet fighters
te begin as soon as possible.)

The onea factor in both these versions that

huts play balance is that the American does
not have enough bomber replacements to raid
every quarter of the game. Mr. Zocchi, the
gamg's designer tells me you can compensate

for this by skipping a few quarters and saving
up your people for a few maxium effort raldese

But the trouble with that is that as you're
building up yourself so is the Geramn, so when
you do go barrelling in there you're facing

the strongest opposition yet, and the German
wiIl have accumulated himself a nice reverve
of replacement factors.

Something wnich would no doubt go a long
way toward remedying the play balance problems
in these two versions would be the acknowledg-
ment of the advances of the allied armies, As
I pointed out in my first review, since these
advances are to a great extent ignored, the
Amarigsn is forced to bomb targets whiich are
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actually behiend friendIy Iines fn the Istter
stages of the game. Mr. Zocchi tells me that
he left this facter out because he couldn*t
figure out how to work it in without greatly
increasing the complexity of the game. It
seems to me that all that would have had to
have been done would be to put about two more
sets ¢f colored lines on the board showing the
limit of the allied advance at different times.
The rules would seimply state, "Begfinning in
such and such a turn all targets and airfields
outside of this perimeter are considered de-
stroyed and may no longer be used by the Gere
man in any way.," 1Is that so complicated?
®Operstion Custer™ also favors the Germans
greatly., Granted, the American can usually
get in and reach his targets, but to win he
has to keep his losses at less than double the
German's. 4nd that is not a very easy thing
to dol Getting your bombers into the hearte
land aof the board, where most of the targats
for this version are located is hard encugh,
but getting them out makes entry Iook simplel
(Getting your planes out is semewhat on the
order of, "Now for my next magical ttick.,")
This version usually ends in a German vic-
tory ofr &£ draw. Acknowledgement of the sdvan-

cement of the allied armfies would also help
this one,

Ae far as "the solo game' goes, whet csn
you say? Like all games in which you plsy
with yourself it's nothing but self-abuse
ODDS AND ENDS: TSG Luftwaffe is in reality

Flying Fortress I.

S&T published such a Iousy review of Lufte

waffe, they claim because thelr reviewers
mistakenly reviewed the wrong came, Flyping
Faortress II, Though how that happened I can't
concieve.
RECOMMENDATION: Despite the changes in my
review, my overall recommendation fer the
game stands, That is, if you don't Iike the
idea ¢f airwargaming don't buy Luftwaffe, it
won't convert you; if you're an airwar fans=
tic, by all means buy it and if you're a Ignd
or naval ‘gamer who has alwayse wanted'to get
into the airwargaming field but haven t 1liked
the available selection of games, again, by
all memne, get ite

Fiw+




[

G
LORD
~—\ T -PART

[—
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Someone recently stated 1in Don Feather-
stone's Newsletter that any fool could make
up a set of rules for a wargame, He 1s quite
right, But a good set of rules 1s a Judiclous
choice of reallsm versus playability. Some
rules are so simplified that there 1s not en-
ough variety to make +the game hold interest
for very 1long nor does it bear much resemb-
lance to reality, I would rather, however
play such a game rather than one using rules
in which complexity soon bogs the game down
under a welter of calculations and speclallzed
rules., In naval wargaming there has been 1in
the last 10 years a drastic change from only
Pratt's rules to probably a dozen different
sets available today. Naval games, 1t seems,
are on the side of too great a complexlty. It
1s not my intention, 1in the following serles
of articles, to Xknock any particular set of
rules nor to expecially push my own, Not too
long ago, S&T printed my own Naval Rules but
omitted the final, and in my oplnion, the most
important part, Actually players usually end
up twisting some one's set of rules to sult
their own taste, There 1is nothing wrong in
this, except, unknowingly, they may have def=-
feated the author of the rules intentlon, I,
recently did just that to Mr, HendricKs fine
set of rules =--1944--but fortunately soon saw
the error of my ways and now play them acccrd-
ing to Hoyle, One advantage of Mr., Hendrick's
1944 rules as well as my own ls that the piayer
can take the basic rules first, learn them, and
then add in the others gradually,

I would like to discuss in this first
article the subject of maneuvring at sea. I
have not read all the latest sea rules publi-
shed, but I suspect that most of them follow
the general pattern of Pratt's., In such rules
the skill factor is malnly one of guessing the
ranges correctly over large floor distances,
where as in my own rules the paln skill is in
out-maneuvring the opponent so that you can br-
ing more fire +to bear on him than he can on
you, For thilis purrose, we use simultaneous
movement using the pattern FIRE-MOVE-FIRE-MOVE-
FIRE, in a move, There are two restrictions
on the firing:

1, No weapon may flre more than once per
turn,

2., If a weapon fires at the end of a turn
it may not do so at the start of the
next turn-~-time needed to reload.

For simplicity we permit ships to sail in 16
possible directions that 1is, 22 1/2 degrees,
However, a ship may face-more-face during each
part of the movement portion of the turn se-
quence, During a turn a ship moves 1/2 of 1ts
full turn then the other half during the second
move portlon,

I have been 1in naval games in which the
players are permitted to move any part of the
ship's speed that they wish, DID YOU EVER SEE
A SHIF MOVING FULL SPEED SUDDENLY STOP? We al=-
low a ship to increase or decrease speed by 1/4
during each turn,

To 1llustrate the system let us take an
example, A destrcyer capable of making 40 kn-
ots can move 8" full speed on a 6' X 8' table,
We assume a2 turn occupies 6 minutes or 1/10 of
an hour, Double full spe-d and diyide by 10
glves 8" maximum move, The data card shows qu-
arter speeds == 2%, 4v, 6, 8" for thls ship.

Now belng permitted 16 directions - we will as-
sume she faces NNE so the player simply marks
beside ship's name direction sailed, speed, di-
rection faced,

Cossack~~SE 3/4 SM., (We deduct ,1" per
point of turn, but thls 1s one of
those 1ittle annoying rules perh-
aps better left out, to keep the
game simple and lively.

Each slde now tosses face down in the table ce-
nter a slip fcr each ship with the part move
shown 1n the code system 1llustrated above., The
opponents plck up the slips for the enemy ships
and carry out the mrovement instructions.
EXAMPLE -- on picking up the Cossack slip, the
enemy player swings the model from NNE origina-
1ly to a SE course and advances it 3" and
swings it around facing SW, You will be am-
azed at what a shock you might get when all the
rnew posltions have been reached, Furthermore,
you may face an important decision, should I
fire certaln weapons now or walt hoping I can
get 1nto a more favourable position after the
second part of the move, If you can guess where
your opponent will be, good for you, this type
of game, I feel, calls for real naval ccmmand
to make the important decisionms.

The second artlcle in this series -- The
Factors Affecting the Firing of Guns.
Readers are welccme to write 1n commerts
or questions to 1 Mr, George Lord
709 Holly Crescent
Thunder Bay "F",
Ontario, Canada

+ I +



“Donl Give U the Shih!”
DAVID ARNESON & GARY GYGAX

Victory Limitations (Optional)

51 %0 O=l:
01 %o 1ld=l:

Add oure »ip Yo die roll
ACA tro pips to die roll

Sontinue adding one nip for every 6-1

O

Portion of Tabllc

Original 0403

"5<1 o 3-1 TFull Table

3.l to 2-1 4 3pots

=1 to 1-1 3 Opots

1-2 2 Spots

1-3 1 Spot
to 3=1 a tie is the uvest possible
.eloe Results Table

Die Roll . Result

Tic3; Di Terence of l.lMelee results for two

.turns,

.30oth sicdes shaken, win-
.ner alvahce one arcas
.Loser in disorder, win-
.ncr advance two arees,
.Loser in disorder, win-
.ner advance four arveas,
.Loser routed, vinner
atvence fivé areas.

o

2iT"zr2hce of

N

YiT'erence of 3
Diffeorcnce of A4

yifference of 5

Ship Arcas

The areas of the ship are:
eck, Secont deck, Third deck,

The area of a Brig: Top deck.

The areas of a Prigate-Razee: Top deck,
Second deck.

Foothold, Top

The =2-cas of a 74-30: Top dedk, Second
feck, Tiird deck.

T e areas of a 90-120: Top deck, Second
ceck, “hird deck, Fourth deck.

The arca of the S, Trinidad: Top deck,
Secon¢ deck, Third deck, Fourth deck, Fifth
doclke

Grapples a2y be cut only when the enemy
Las been driven from your shio,.

Crew lo:ses arc considered to be neglig-

able in melees,

Tien all decks are taken a ship has sur-
ren ared,

Wlien 2 party holding an upper deck is at—
t-cked from “elow, they have a two to one edge
on the first turn. If therc is a melee, this
edre 18 lost,

Jrrd

Optinnal 2ules

Li-Liting 3hip:
A 1 . s
wad e cut away ancliors;  jetiison sll

voats (zdd 1 pip to morale throws after this

point); dump all vater (must eater nost with-
in threc days).
ACEé 1": dump one-=third of all s over-—

board (should be equal to onc—third of =11
broadside weight).

Sickting Identification:

"ntil zhins are at 24", orly tie gemeral
type need be told (first rate (90-136),  Ship
of the Line, Frigate, 2.:d frig). At nisht
thevre is no identification, i.e., acitier side
nor size need bLe revzaled., Rather than aut
Moun a shin ~odel, use a piece of cardboard,

{edging:

This use of boats ~nd aichors to uove the
boat requires one-fourth of tle crew, takes
one turn, end adds 14" for a Brig, 1" for a
"rigate, and 4" for a Ship.

Ship Sinking Rule:

% of Hull Damage Die Roll

0—140% o Change
141-150% 1
151-160¢% 1,2
161-170% 1,2,3
171-1804% 1,2,3,4
181-190% 1,2,2,4,5.
191-200¢% Sinks Automatically

(This rle is not to be used with weather.)

+IW+



mg E|gng§ Qf WW| part |

Bruce Miller

THE TAUBE One of the famous planes of his-
tory designed by Etrich, an Austrian.
Rumpler built
first German TAube in 1910 and, when the
broke out, Taubes were being built by Albatros,
Halberstadt, Etrich, Gotha, Jatho,
Engines used were

means literally, "dove".

Rumpler and Stahlberg.

" Taube "
the
war

Jeannin,
the

100 hp Mercedes, the 75 Schwabe and the 100 Ar-

gus. Span was 44°, length 34'
and few climbed above 3000 ft.
wing-warper, without ailerons,
land and treacherous in wind.

speed 50-55 mph
The Taube was a
difficult to
It carried two

men who could not look down unless it was tilt-

ed perilously.

Tradition says Immelmann drop--

ped the first bombs of the war on Paris from a

Taube. The claim is doubtful.
deson bombed Paris in August,
carry only two four-lb. bombs,

Fritz von Hid--
1914. He could
but he dropped

them every night promptly at six with the anti-
aircraft guns trying for him and cafe patrons

watching, fascinated.
as "the six o'clock Taube."
built after 1914.

He became known in Paris
Taubes were

not

MORANE— SAULNIER N

THE MORANE This was one of the standard

French two-seaters in 1914, with an 80 hp
Gnome rotary. Span was 30', length 20', speed
70-75 mph. The English model was slightly

larger (span 30® 2", length 20' 9") and was

powered with the 60 LeRhone. Only a few Moran-
es were used by the British in France, Prin-
cipally in No. 3 Squadron. In 1915, the French

crea_ted a morane with the 110 LeRhone and cal-
led it a fighter (span 36' 9", length 23° 7").
It was on this ship that Garros installed his
deflection plates and became the first to fire

through the prop.

e ——————_+—<— A — -—

Nathan R Preston &Co
po sox 2388

8% Bamberg,
W.Germany

Most VIKINU 1:125C Shipmodels are cast in metal, Fow.
ever In 77191' to aet very fine detall, some of them
are molded in a tiermoplaetic material. vhich is then
finieled 1ike metal. Thers mre *wo Bats of masts in-
cluded wirk: every boxed model.

e prre.
VIKING 1:20C AIRCRAFT

Model KXACT SCALE RECOGNITION MODELS Price
C-340  Convair 340 $.95
v-810 Vickers Viamcount 810 95
EC-2  Engiish Electric Canberra .13
6J-3  Oloster Javelin .75
T34 F-84G Thunder et .65
Y- P-1.C Super Sabre .65
M- Mig-15 .65
S-51  Stkorsky S-51 Helicopter 75
AV-1 Avro’ Vulan 1.25
3A-1  Ses Hawk .65
33 lockhesd T-3s -65
He-l11 Heinkel Re-111 .95
Ju-52  Junkera Ju-52 95
Ju-87  Junkers Ju-07 Stucka .65
FW.200 Focke Wulf Pu-200, Condor .95
Do-26 Dornier Do-26 .93
Do-215 Dornter Do-21% .95
BY-139 Bloho & Voss Bv-133 1.25
VIKIBG 1:200 Scale Atrcraft are precisfon Injectfon molded,

tdeal for the collector. They are individually packaged in
colorful boxes, which also contain appropriate decals, de-
scriptive flyer, together with a base and moun:ing wire,
which enables the mocel <o bs dieplayed (n different flyin
positions

BOOKS OF

H. M. LeFleming

WARSRIFS OF WORLD VAR I, combined volume, 0o
edition, hundrede of 1llustrations, historic
352 pagee

J. C. Taylor

OERMAN VARSHIPS OF WORID WAR I, firet editior
hundreds of photos and historic data

168 pages

Aldo Praccarol!
ITALIAN WARSHIFS OF WORLD WAR I, first editio:
Tally {TTustrated vith nev pictures and data
304 pages

Peul H. Silverstone

U. S. WAREIPS OF WORLD VAR I, firet edition
lieting all navy ships from 1883-1922, over
350 {liuatrations

304 peges

3. T. lenton & J. J. Colledge
WARSHIFS OF WORLY WAR IT, firet edition with
Tots of unusual pictures

638 pages

J. €. Taylor

OERMAR WARSKIPS OF WORID WAR II, firet edition
@0 all the IAW ALLEN booke, vell {llustrated
170 pages
Aldo Fraccaroll

ITALIAN WAFSETFS OF WORLD WAR II, second edition

Companion. volums %o the other Allen books of W, W. II

with lcte of plctures and data.
2Ck pages

Paul H. Stlverstone

U. 5. WARSHTPS OF WORLD VAR II, third edition

hundreas of photos, 1ieting 6leo losses and their cause

Lk2 pages
A, J. Vatts

JAPANESE VARSHIFS OF WORLD WAR JI, hundrede of
unusual photoe and data
400 pages

H M Le Flemi

ng
VAFSHIPS OF WORLD WAR I, Mo, % Submarines, 80 pe-~:.

B. T. Lenton & J. J. Colledge
VAFSHIFS OF WORLD VAR II;

Fo. 3 Sloope and Frigates, 96 pages
Ro. & Aux, Pighting Vessels, 61 pages
Fo. 5 Aux. Support Vessels, 71 pages
Fo. 6 Travlers. 51 pages

Fo. 7 Coastal Forces, 72 pages

No. 8 Amphibious, 80 pagee

B. Moody

Britieh Ocean Linera. 64 pagee
Yoreign Ocean Liners, 64 pages
British Ocean Cargo Shipe, 6% pager
Foreign Ocean Cargo Ships, 64 pagee

INTEREST

D ——

MERCATOR 1:1250 MODELS

Price

¥o. TYear Price

M-100 Bayern, Battleship, L stack, bl/yel. 4 1881 #3.65

43.95 M-101 Bayern, Battlaship, after conversion 4 1900 3.00

M-102 Eoenig Wilhelm, armored Frigmte 1 186 3.95

M-105 PPeussen, Battleship, v. sails 3 1876 k.25

M-10% Preussen, Battleship, aft. conversion 2 1850 3.95

L.9s M-108  Arminius, armored 1 1867 -

M-108a Ditto, after conv 1 1888  --.-

M-112  Btosch, Corvette 5 1878 k.25

N-113  Marie, Corvette 2 1882 b.00

®-131  Carola, Corvette 2 1881 k.00

6.95 K-131a Ditto, after Conversion 1 1897 3.00

N-132  Zieten, Torpedoboat 1 1878 173

M-139  Grille, Avieo 11887 17

M-141  Blite, Avieo 2 180 2.5

M-143  Jagd, Avieo 2 180 2.8

7.9% M-147  Hohenzollern I, Rep. Tacht 1 1876 3.00

M-149 Brumer, Gunboat 2 193 173

M-150 Type I-A, Bubmarine 2 193 .60

M-151 Type II-B, Sumarine 20 1936 .30

¥-152 Type VII, Sutmarins 10 19 .60

5.50 K-132c Type VII-C, Submarine 600 1940 .60

N-152¢ Type VII-C, armored Bubmarine 1943 .60

N-152e Type VII-C, Submarine AA Trep 1943 .60

M-152f Type VII-F, Submmrine L9360

u.95 X-153  Type U A, Submarine 1 190 .60

M-133d Type IX D-2, Bubmarine 31 19k .60

M-15k  Type I-B, Bubmarins 8 1951 .60

H-155 Type XIV, Submarica 10 1941 .6

M-156 Type KVII-G, Submmrins 1 1983 .30

M-157 Type IX, Submnrine 30 194k &0

5.50 N-158 Type IX, Submmrine 120 194k .60

M-159 Type IXVI, Submrine 00 194 .30

M-160 Type UC-3L, Sutmarine 6 1916 .30

M-169 YVorwaerts, River Gunboat 1 1900 1.ko

5.95 M-170  Muscke, Armored Ounboat 11 1877 .10

M-171 Teingtau, River Gunboat 2 1906 1.0

M-172  Iitie II, Gunboat 2 1898 LTS

M-172a Luche, Qunboat 4 1910 LTS

M-17h. Otter, River Qunboat 1 1910 1.%0

5.95 M-175 TIltfe, Gunbaat 3 18 1.7

M-178  5-7, Torpeddboat 25 1885 .60

95 M-179  D-9, Torpedoboat 1 188 .85

¥-1798 D-9, Minssveeper 1 1910 .85

M-180 V-150, Torpedoboat 6 1907 1l.10

M-181 8-90, Torpedoboat 12 1899 .85

Y2 N-182 5-82, Torpedoboat 6 188% .60

.95 ¥-183 B-67, Torpedoboat 7 1893 .60

-9% K-183a $-67, Hinesuesper 7 1910 .60

.95 X-188 Besadlsr, Cownt Lucknare Raider 11915 3.25

.95 %-190 WFP, Navy 270 194k .60

95 N-191 AFP, Artillerie Barge 200 194k .60

.95 IMPORTANT NOTICE!! Due to the
3 re-evaluation of the Deustchmark
-95 add 5% to all prices in the cur-

rent NRP catalogue. Thank you!




TSG Barbarosa addition

TYRONE BOMBA

Pz V, "PANTHER" — 75mm/L70 gun

ma
i$§§§§§§"\

F1t the two boards together and then place
them on the western edge of your TSG BARBAR-
0SSA toard such that the coastline and major
rivers match up,.

Thls supplement 1s meant to be added to
the play of the Campalgn Game, or Berlin, Ex-
cept where herein added to or amended all of
the regular rules of the game apply.

RULES FOR FIAYING BERLIN: Use the regular
initial set-up given with the game, Extend
the time limit tc turn 12 (May, '45). The
game ends with the Russian May, '435 mcve,

The Russlans recelve a supply unit each
turn. The Germans receive a supply unit on
turns 2, 4, 6, 8, and 10, German supply units
are started in Warsaw until that city falls to
the Russlans. Once Warsaw falls they are
started in Berlin, If Berlin falls the German
receives no more supply units until the city
is recaptured (1f ever). The Germans would
not accumulate supplies while the Russlans sre
in Berlin,

The Germans recelve no reinforcements 1in
this game, The Russians recelve one 2-1-5 and
one 1=2-5 on turns 7 through 12 (this is in
addition to the units they receilve on turns 1
through 6).

When Bucharest falls the Germans must re-
move two 2-4-2s; and when Budapest falls they
must remove one, Ignore this if these unlts
have been killed before the clties fell.

The Russians win a decisive victory if by
the end of the game they have been the last to
occupy or pass through Berlin, Vienna, Buda-
pest, Prague and Belgrade. The Russlans wln a
strateglc victory If they hold Berliln at the
end of the game, There 1s no Russian marginal
victory.

The Germans "win” if they prevent the Rus-
slans from obtaining elther a decisive or
strateglc victory.

RUILES FOR FLAYING THE CAMPAIGN GAME: Extend
the time limit of the game to turn 48 ( Maﬁ,
'45), The game ends with the Russian May, '45
move,

The Russlans receive a supply unlt on turn
46, 47 and 48, The Germans receive a supply
unit cn turn 46, German supplies are taken
out as in BERLIN, above,

The Germans recelve no reinforcements be-
ginning in May, '43. The Russians recelve two
2=-1=5s and one 1-2-5 on turns 46, 47 and 48,

The regular CAMPAIGN GAME victory condl-
ticns remain in effect for the Germans; the
Russians use the victory conditions presented
herein for BERLIN, If nelither side wins
a victory 1t is considered a decisive Anglo=-
American victory, and the Germans recelve an
"E" for effort,

In September, '43 the German must remove
at least two (if there is only one left remove
it) non-Finish 2-4-2s from the board. He must
remove other non-Finish 2-4-2g as per the rule
for BERLIN, on this sheet, Once Budapest and
Bucharest are 1in Russian hands all non-

German Axis unlts must come off the board, If
the Germans have not won the game by August,
'Ll the Finns surrender and are taken off the
board,

+ OPTIONAL +
RULES

LUFTWAFFE WITHDRAWL (applles only to the Cam-
paign Game): After February, '42 the Germans
have only two Luftwaffe Fleets on the board;
after February '43 they have only one; and af-
ter May, '44 they have none,

FREEZE:1 (for any version): During the winter
mcnths the two rivers just south of Lenlngrad,
and the river that runs between the two large
lakes are ccnsidered frozen, and units defend-
ing behind them are not doubled. If there is
no other type of restricting terrain in the
square it is considered plaln-terrain for the
purposes of movement, Also, the three large
bodies of water north of Moscow (not the Bal -
tic Sea) freeze. Units may NOT move across
them but supply 1s traceable over them when
they are frozen.,

EASTERN BULGE (for BEBLINM and the CAMPAIGN
GAME) 1 Suppose Hitler had decided to commit
his last strategic reserves 1in the east 1in-
stead of 1n the Ardennes. To simulate this,
beginnirg in December, '44 the Germans have
available to them two panzer and one infantry
army, plus an additional supply unlt, These
units may be held until a later date but they
must all ccme out on the same turn, They may
be started anywhere behind unlsolated German
lines,

+ IW +



<@  TRACKLINKS TIDBITS—- Mike Reese

One area that is neglected by ROCO and
ROSKOPF is anti-tank guns, Several types
are needed by the wargamer but only the
small American 37mm/L60 (Z=198/99) is made.
I will attempt to describe several anti=-
tank guns 1in this article that I have made
and used,

British 17 pounder (75/L70). Parts ==
Me41 (Z=207) Walker Bulldog gun barrel,
AIRFIX Bren Carrier & 6 Lbr Gun Kit (here-
inafter referred to as AIRFIX 6 lbr, kit,).
Put the AIRFIX gun together as it comes
except for the gun barrel, Cut the end of
the barrel off (drawing) and substitute the
M=41 barrel., Then finish the assembly,

cur
L Be 1w (75/L70)

[ —1IA)
~——o) I

l 3"
3 27 -
British 6 pounder (50/L60). Parts ==
AIRFIX 6 1lbr kit, German barrel assembly
from a 37mm Flak gun, Assemble the gun ex-
cept for the barrel/mount assembly. Tiim
the pins off of the gun mount, Trim the
37's lower mount at a point mid~way from
the breech to the end of the barrel carri-
age assembly, (drawing). Mount the 37mm
gun on the mount and then put the main
shield onto the gun, Some trimming of the
327mm gun may be necessary. The shield
should be put on upright (0 degrees).

6LU
£

FoR B (@fgo)  Fou GEL (Sb/kén)
CUT#  CUT:

[=

CLE  n provosi

American 57mm anti-tank gun (50/L60)
Make it exactly like the British 6 lbr. ex=-
cept leave off the carriage armor.

American 3 inch (76,2mm) antitank gun,
(75/1L60) . Parts == AIRFIX 6 1lbr kit gun
barrel, ROCO 105mm American field howitzer
(Z-1835. Remove the barrel from the howit-
zer, Cut the muzzle brake off of the AIR=-
FIX gun and then mount it onto the howitzer,

Russian 47mm anti=-tank gun (50/L50).
Make exactly the same as the American 57mm
antitank gun except that the main shield is
sloped back at a thirty degree angle,

Russian 76.2mm field/antitank gun (75/
L40). Parts =- AIRFIX 6 1lbr kit, Put the
gun together as it is from the kit except
leave off the carriage armor and slope the
main shield at a thirty degree angle.

Russian 76.2mm antitank gun (75/L50)
As above but cut the muzzle brake off.

Russian 85mm antitank/antiaircraft gun
(90/150), Use the AIRFIX or UPC 88mm Flak
gun kit,

Allied 37mm guns == Use the 37mm ROCO
model (Z-198/99).

German 20mm Px B 40 (20/L60) AIRFIX or
UPC German Infantry or Afrika Korps gun in-
cluded with the infantry,

German 37, PAK. (37/L50) Same AIRFIX
gun as 20mm but with wheels added,

German 50mm PAK 38 (50/160). Parts =~
AIRFIX 6 lbr, gun kit and a ROCO 37mm Flak
gun Dbarrel, wheels from trail assembly
(single wheels) of German 100/150 gun-howit-
zer (Z=186=88). Trim the 37mm as in the
Allied 57mm weapons but as far forward away
from the breach as possible, Trim the gun
mount and assemble the mount, barrel, and
carriage. Put the German wheels on the
carriage (cut off axles). Mount the main
gun shield onto the 37mm gun at a 45 degree
angle, The shield should be behind the cen=
terline between the wheels.

(ER 5 Lbo

SHIELY
PLACEMEST

German 75mm Pak 40 (75/L50). Parts =--
AIRFIX 6 1br, kit, ROCO M=10/36 tank de=-
stroyer (Z=206/6) gun/breech assembly, Ger-
man ROCO (Z-186/88) 100/150 mm gun howitzer
trail assembly wheels. First take the 6
1br., gun mount and cut off the hinges. Next
take the ROCO gun assembly and cut the bar-
rel and breech off from the gun mantle.
Assemble the 6 1lbr. gun except for the
shield, wheels, and barrel., Mount the Ger=
man wheels onto the gun (cut off axles)
carriage. Glue the gun breech onto the
trimmed gun mount and let dry. Next glue
the main shield onto the breech/mount as-
sembly at a 45 degree angle., After this
dries glue the ROCO barrel on., Finally,
put a muzzle brake onto the gun from as SG
ITIIN (Z=177) or AIRFIX 6 lbr, gun after cut-
ting a length of barrel off equal to the
muzzle brake.

g 9 cuT
cuT

G 75 /LS0
German 88mm Flak 18, 36, 37. (90/L60)
AIRFIX or UPC 88mm Flak gun.
German 88mm Flak 43 (90/L70). Parts =-
ROCO American 120mm AA gun (Z-121), ROCO
Grille 88 gun (Z=105), AIRFIX 6 lbr. gun,
AIRFIX 88mm Flak gun kit. Take the 120mm
gun and use only the lower gun platform
(the part the wheels attach to). Off of
the Grille take the gun, gun shield, and

Continue to page 18
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WWII Wasn't Fought In The Ardennes

by

Jim

The true skill of a wargamer is shown by
the maneuvering of his troops on the battle-
field to their optimum and most effective
fizghting vnosition. So what, you may say.
Isn't that obvious. Yes and no.

The skill of the commander is limited to
the scobpe of the game he is playing. As he
plays the game more and more, this skill turns
into experience and reiteration of movement.
Why? Because the person has gotten to know
the terrain of the mapboard so well that it is
almost automatic that he knows just where to
defend , deploy troops, exploit gaps, etc... A
person with a 29-2 record at Bulge will usual-
ly (continually) beat a person who has played
the game less often; but that same person then
becomes only a fair player if confronted with
the same situation at Stalingrad.

The favorite counter-arguement now is
that the rules beat him. I feel that the art
of warganing has progressed far enough where
all rules are basically the same. Also, rules
aren't that hard to learn exceot in games like
Panzerblitz, Anzie IIT, and 1914.

Most Avalon Hill type boardgames become
stereotyned after a few plays because of the
nature in which they are designed-one campaign,
It's no wonder that neople stay up nights stud-
ying the mapboard to find the "perfect plan,"
I am as muilty as most everyone on this count,

I feel this stereotyped play is due to
the fact that many wargamers Jjust push pieces
and shallowly apply the principles of war,
The casiest method of resolving this problem
was to borrow an idea from the miniature play-
ers, Before I tell you this method I'd like
to cite two examples which prompnted the formu-
lation of my theory.

One day a friend of mine asked me to play
D-Day. I said why not. I was Allies and was
promntly defeated. As the Germans I was also
beaten. Even using the German initial setups
from numerous magazines, I got beaten. I could
only account for this in one way which he ver-
ified. He sat up nights studying the board and
fighting restricted campaigns. ﬁe became an
expert when he developed the "perfect plan."
Now I may be a lousy D=Day player, but I can't
help from wondering what would have happened if
the terrain were different and he hadn't stu=-
died the board.

I went with this same friend and we bought
Waterloqo. I came up with the exciting venture
as not to look at the pieces or mapboard but
to Just dope out the rules and play the game.
A coin toss got me the French and I went on to
win in a most unusual way through a flanking
maneuver which caught him flatfooted, The
rules did not defeat him but the o»posing com-

Dapkus

mander.

Summing up all this garbage I would have
to say that many of the wargamers now are mere
experts with a handful of games, but the true
wargamers are those who can hold their own in
any conflict under any situation be it on a
card table or a miniature Napoleonics battle.

The idea I borrowed from Napoleonlcs and
miniatures is the varying of the terrain to
create entirely different battles., The people
who play these games exercise their own de-
vised strategy and tactics from previous exper-
iences and the actual commanders who fought in
battles ( the commander's strategies and tac-
tics ) . These learned principles are applied
to every game in the miniatures realm. Along
with the mechanics of the battle there are de-
cisions to be made at once with an entire cam-
paign resting on it., All of this is a far cry
from the single page strategy and tactics sec-
tion at the end of a battle manual or the de-
cision whether to put an armored or an infan-
try division in Bastogne.

In any battle or campaign the issue is
decided on the battlefield through use of war,
The general did not nush his men on the actual
terrain and say that 1s how it will be done.
What would hanpen if the enemy held the battle-
field?

In conclusion , the sunreme test of any
wargamer 1is how well he could fight with his
army on terrain he has just marched onto, and
not the one who won six games of Bulge.

Below is a basic wargame kit that I've
been knocking around for a long time. It is
easily constructed though tedious at tlmes.

The game can be bullt to any size and
scale; all depending on the size of the hex
sheet and the units to be used. For a wargame,
it's best to have a decent balance of terrain
and units but I won't expound on that. All
I'm doing is illustrating an idea to you.

Parts Reguired

1) Hex sheets, any size will do

2) Colored Celluloid

3) Pane of window glass, plastic, or plex
iglass

L) X-Acto knife

5) Straightedge, masking and scotch tape
and scissors.

The first thing to do 1is to mount your
hex sheet somehow, or to Just let it lay flat,
whichever you prefer. Lay your sheet of cel-
luloid on the hex sheet and trace lightly with
a nencil the outline of the specific terrain
you want. Brown 1s for mountains, yellow for
desert, blue for lakes and rivers, green for



forests, and red tor transportation lines.
Cutting is tricky. The best method I
found is after the celluloid 1s placed on the
hex sheet take a nin and make a little dent or
hole on the outling of each hex outline corner
of the entire terrain feature you are cutting.
Then connect the dots by cutting carefully and
the niece you remove 1s your terrain feature,

When you have cut all the terrain you
want place them on the hex sheet in the prover
order. Now very carefully place your pane on
the hex sheet, It is very easy to move the
terrain so nlan to do it slowly.

Any type of clear sheet plastic, plexi-
rlass, or regular glass will work, Glass must
be handled carefully. Place a masking tape
horder on the nane edge or there will be blood
on your battlefield. It also makes the whole
mess look neater,

™o hints Dbefore I leave this to your
inarination, Clear acetate can be vourchased
cheanly, You can cut this to form four quad-
rants on the hes sheet. Place the terrain cel-
luloid on the hex sheet and cover with the ace-
tate, iz mnkes terrain changing easier and
the whole board isn't botched if the glass
nzne moves, Second: on a pliece of plywood
mount your hex sheet and outline it with %"x3"
wood strios on three sides so the pane just
fits. The oven side should have a thumb notch
30 the pane‘'could be easily lifted out.

seem funny be-

At first the game will
You'll

cauze the hex lines seem a mile away.

met used to that., Also, the nieces slide
easily so move them sently.
D <E—

BERLIN ‘71
Revisited
Jay Richardson

The authors of Berlin '71, which appear-

ed in the January issue of the IW, had one
rather large error in their article. They
seem to think modern tanks still use solid

shot as AP shelll Unfortunately for them,this
is not the case,

Modern AP shells take the form of shaped
charge projectiles, This type of shell was
developed in WWII, and was used by a number of
countries. Examples of shaped charge projec-
tiles in WWII would be bazookas, piats, and the
special ammunition supplied to the M-4  tanks
mounting 105mm guns,

Have you ever wondered why weapons suchas
the bazooka were so powerful? It 1s because
of the properties of shaped charge projectiles.
Penetration is constant at any distance, it is
a function of the shell and not the shell's
movement, Sloped armor has no deflection eff-
ect on this type of shell at all,

To update Berlin '71 then, merely resolve
all tank-to-tank and AT=-to tank fire as with
propelled grenades, and use the gun rating to
determine range and rate of fire, and the ar-
mor rating to determine the turning capability
of each tank,

+ IV +
EE——

One last note: roads are 1/8" strips and
rivers are either 3/16" or 1/4". If you are
fancy you can join them directly from a lake.

+ W +

PANZERBLITZ addenda

“urther rlaytenting of impulse phased Panzer3litz indicates that the

rlerles o

ne'.

ul? e riven the option to filre after either of the attacker's
‘1zt after the first one), but of course not after both. Ad-

52 =111 have to be made on the dispersal effects chart for thils new

ction, i
coovingg onl o

ihe intent and sririt of the game.

nt this option the attacker can move and get the first shot
»i his second fimpulse each turn - an action clearly contray
Arnold J. liendrick
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[ Every menth AFY-G2° brings you 30 pages of scale dravings
1 (Y32, 7¢ and He), Phetegrayhs and accurate histerical
infermation en armevred vehicles and formations. Complete
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AMERICA'S NEWEST MINIATURE WARGAMING MAGAZINE

Now in its third year of publicatlon, the
COURIFEEF presents articles by Scrvby, Feather -
stone, Vietmeyer, Haskell, Sweet and many other
wargaming "names", The articles cover all per-
lods with special ‘nterest in Napcleonic, Mod-
ern, American Revolution, British Colonial and
Ancient. The articles ccver uniforms, organ-
ization, battle reports, "how to" articles,war-
game problems, rules for different periods of

wargaming, extensive phot coverage, and many
other 1tems of interest, The COURIER is pub-
lished every 6 weeks (8 times a year) A must

for every serlous miniature wargamer at $3/yr.
Sample copy $0.45. Make & check today to: the
COURIER, 45 Willow St. Brockton, Mass. 02401




2 the Strategy & Tactics of Armor Miniatures

part 0

The situation 1s a tense one,

Your left flank has been chopped to pleces by a combined armor-infantry offensive.
your headquarters three M IV F2s are advancing with an infantry screen,
Your M-8 breaks cover Just in front of the enemy and pumps

ly you execute a brilliant play.

qulck shots into the lead Panzer, while your M 10s swing thelr guns and fire on the two

panzers kllling all three of them,

by Lenard W. Lakofka

Two of your forward M-10 tank destroyers have been lmmobilized.

Just ahead of
Sudden=-

two
remaining

It 1s your movel

Unfortunately this sltuatlon, and others like 1t are only too common in WW II tank battles. In

reality they would likely not occurt
they were hit,
best, maybe have guts enough to fire at a tank's rear,
discuss morale,

PREFARATION OF MORALE DECK

Use 50 blank cards and number them in the
following manner)

two # 36s, six # 16s six # 7s, three

# +3s, three # =3s, twelve # +ls, twelve

# -1s and six # zeors,
(You can buy a set of these cards if you get
3M's card game called MONAD, and remove the six
“bonus”, and 4 of the # 36 cards. Blues and
greens are positlve numbers, Reds and oranges
are negative numbers, )

BASIC MOEALE

Every time you must check morale you will
plck a number or cards dependant on your cur-
rent sltuatlion and dependant on the "morale
point" for your unlt. You wlll sum the total

M-8
6,8 8 8 8 8 8 8 8. 8

50 59 L8 B7 L6 5 L T3 2T =

The crews of those M=10s would, very likely, break as soon as
The M=8 1s committing a suicidal act and would likely cower in the bushes, and, at
if it was not dlscovered,

In short, we shall

"GREYHOUND"

about 714
in favor.

(absolute values, i,e, /+3/ or /=3/ = 3)of all of course you could get a few 3s or 7s and
of the cards you may choose from, and see 1if that boosts your chance cf getting a total
you have sufficient morale to accomplish the of 16 to about 914 in favor,
set task,

There are three basic morale points for You obtaln a 50/50 probability at about
your troops ~-- these can be varied for added 5 cards, with 4 or less cards it willl bea real

realism., All elite troops have a basic morale
point of 14, regular army 16, green troops or

Job to get your required point total.

battle weary troops 18, I,e. the point total HOW TO CHECK MORALE AND WHEN TO ADD AND  SUB-

of all the cards that you select--the  number TRACT CARDS

of cards you will select wlll be directly de-

pendant on your conditilon, your morale point Each unit, traveling together, say within

will always stays the same-~-must at least a 18" square, or belonging to the same unit AND

equal that total., If you do,your troops will in CLEAR vlsual or audio communlcation, is

your troops witll perform the task that you ;gnsidered s one for a morale check, Thus
a unit has no visual sighting of 1its fellows

assign them. If you wish to vary morale point
at the start of the action, have EACH UNIT i,e.
each unit in which differeit types of troops are

involved, select a card from the deck until he

selects a 3, a one or a zero. (do not count

7s, 16s or 36s)., Add or subtract the value of 1)
this card from your basic morale point for 2)
that unit, Here you use real value of the card

not absdlute value,Therefore an elite unit may 3)

vary from 11 to 17, regular army 13-19, and gr-

een troops 15-21, (the higher the morale po- 4)
int the worse off your troops are,)

When you begin the game, each unit has 10 5)
cards to its credit, That is, you would sel- 6)

ect 10 cards, and sum them, to see if you cou- 7)
14 attain your required morale point,

E.G.t If your morale point were 16
chances of pulling a 16 or a 36 from the
if you have 10 choices would be:

the
deck g;

and no radio to contact its fellows 1t becomes
a unlt unto itself for the purpose of
moralel

checking

You must check unit morale because of

Inadequate command liaisons,

Loss of commander, either direct or one
rank higher above you.

Incapablility of maneuver (immobilized
or trapped)

Loss of fire power due to destruction of
equipment,

Loss of fire power due to loss of men or
vehlcles,

Dlscovery by clearly superior forces.

Threat of belng overwhelmed by superior
forces,

Improper armor-infantry team

Your misslion is one of extreme hazard--
i.e. a suicidal act,




1)

2)

3)

&)

5)

6)

1)

2)

3)

EXACT MEANS OF DEMONSTRATING THESE EFFECTS

command loss

a) If your unit commander is killed or 1is
incapable of leading his unit due to
capture or loss of radio liaisons, sub-
tract 2 cards from card total.

b) If a higher ranking officer is killed ,
captured or out of touch, subtract one
card on the turn AFTER loss, another
card two turns later if he is not re-
placed in the command structure, Sub-
tract two cards if this event occurs
in sight of lower ranking units,

Loss of maneuver

a) If you are surrounded cr would have to
subject yourself to fire in retreat sub-
tract two cards, (This assumes that
you have been detected and that the
fire you may receive is clearly suffilc-
ient to kill your unit,)

b) If your vehicle is immobilized due : to
enemy fire:
1) Subtract 4 cards if you are

your owh lines.
2) Subtract 6 cards if you are in a
zone of contention with the enemy.

Loss of Fire power

a) If a gun is knocked cut, or turret ring
jammed, subtract seven cards regardless
of position.

b) For every 10% of men or vekicles 1lost
subtract one card,

Superior forces before you:

behind

a) If your fire will expose you to these
forces, subtract two cards,
b) If you are detected by scans or enemy

forces subtract three cards.,

Improper armor-infantry team

a) If your vehicles are in areas of con-
tention, with enemy infantry before you,
subtract one card as soon as the infant-
ry exposes itself by ANY fire,

L) If your infantry is advancing into an

area of contention with no armor support,

As scon as the armor exposes itself you

make these subtractions,

1) If you never had armor support, sub-
tract 2 cards,

2) If you lost the armor support that
you had due to the enemy armor sub-
tract 4 cards,

Hazardous mission

If ordered to charge, move so as to firean
AT weapon (such as a Panzerfaust, AT mine,
etc.), expose yocurself to heavy weapons
with no chance of neutralizing them by this
move, add 6 to your mcrale point, and sub-
tract 3 cards. If you do not check you
not break cover unless you get a total be-
low your normal morale point, i,e, retreat,

ADDITION TO CARD TOTAL,..

Reinforcements to a vnit -

Add one card for every 20% your unit is in-
creased in strerngth,

Aéditicn of a comnand figure of proper rarnk
If a comrander attaches to a lower echelon

tnit or is added tc a unit who has lost

its commander add one card tc that unit,

If you complete & morale check add cne card

to the total for that unit,

4) If you kill enemy vehicles add two cards
to the unit taht actually killed the opp-
onent, one card to all units that saw the
kill. Make these additions only for enemy
losses that are at least 10% of his armcr
strength in the ares,

5) Possession of & superior weapon:

A crew with a MG versus infantry without a
MG cr armor support, add one card.

A man with a Bazcoka cr Panzerfaust or AT
mine and no enemy infantry acting as a sc-
reen, add two cards,

WHEN IS MORALE CHECKED?

Every time a unit's card tctal drops by 2
you must check that unit for EACH drop by 2
cards., If a unit fails its morale check, lar-
ger and large> units may have to be checked,
Always check the smallest unit first!

EFFECT OF A FAILURE TO ATTAIN MOHALE POINT
IF you miss your mcrale check by:

You will rot advance, You will drop
to the ground and cower, If under
fire you will return fire but you
will not fire if not fired upon,
YOU CAN RALLY
3 or 43 You will begin an orderly retreat with
all cf your weapons and firing if
you are fired uvpon, CAN RALLY

5 or 61 You will begin a running retreat, you
will destroy those wezpons you can-
not carry alcng. Infantry will drop
to ground anrd not fire if fired uron,
Vehicles will be permitted Bow MG
cr gun fire, but only if fired uporn,
CAN BRALLY

You will retreat in a dead run,
you will r.ot destroy any weapons you
cannnot carry, You will not fire cn
the enmey at all unless he clearly is
in frornt of you and Tires on you., If
you are fired on subtract two more
cards and check morale again at once,
If you do nct get your full MP you
will rout or surrender at once. If
you do check you will continue to run
but then snd only then will you be
given the right to rally NEXT turn,
You will rout tc your cwr lines. You
will run in terror with no fire, If
fired on subtract 4 cards and check
morale again, If surrounded on three
sides you will surrender automatically.
If you check you will continue to rout
and not surrender, you will not rally.
If you do not check you will surrender,
15 or more: You will unconditionally surrendsr
to the enemy.

1 or 2

7,8 or 9:

10-14

RALLY: On the next turn you may check agianat
the same card total IF you are not fired upon.
If you are fired on cr if some other condition
effects these troops, then suttract the add-~
itional cards and check as many times as you
have to,.

noter If you can pick no cards at all you will
surrender,

Continue to page 19
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e/l/aﬁoémuc Grand Jactlics by Rat Maypernik %AWW& 4

Upon Napoleon's return from Egypt, the
vital Legislative body had been divided within
itself; the councll of Ancients, under Sleyes,
and the Council of 500, under Lucien (Napoleon's
own brother,)

After welghing the circumstances, and de-
ciding against the presently corrupt government
Bonaparte, in collaboration with Sieyes, resol-
ved to affect a copu on November 9 and 10 (18+
19 Brumaire)

By nightfall of the 10th, Bonaparte,Sleyes
And Roger-Ducos had been appointed leaders of
the new constltutional government after a per-
fectly conceived, two day bloodless revolution.

However, due to Bonaprte's powerful in-
fluence the other two were forced to relinquish
their positions, leaving Napoleon unopposed, the
First Councll of France,

Since Bonaparte's return to France, the
military sltuation on the Swlss and Italian
fronts had steadily improved, In late Sept-
ember, Massena decimated General Korsakov's
Russian Army in Switzerland at Zurich. General
survoror's Russo-Austrian army while moving
from Italy to avenge this defeat, met the same
fate in the cruel Alpine winter, Her pride
stung by these recent defeats, Russia with-
drew from the 2nd Coalition on October 22,1799,

Throughout the end of 1799 and the begln-
ing of 1800, both France and Austria mobll-~
1zed and reorganized their forces behind a
false front of peace negotiations. By April
1800, the armies of both sides were postloned
in this order of battle:

+ FRANCE +
The army of Italy--Massena 40,000 men
The army of the reserve--~Dljon,Switzer-
land, General Berthler 53,000 men
The army of the Rhine-- Morrau 120,000

+ AUSTRIA +
River Danube ana vicinity--Kray 100,000
North Italy--Melas 97,000

R

Napoleon's basic plan called for Moreauto
push Kray back while Massena fought a delaying
action in Italy. Assuming that Moreau would
defeat Kray, he would then detach 25,000 men
to the reserve which, utilizing Switzerland as
a strateglc central position, would turn Melas®
flank and rear.

The offensive on the BRhine was scheduled
to begin April 10, but a full five days before
that, Melas attacked Massena's clumsily de~-
ployed force at Savona, splitting it in half,
Part of hls shattered army fled across the R.
Var, Massena himself and the other 18,000 men
into Genoa, which Melas put to seige, This
lone seaport would prove to be the only ob-
stacle between the Austrian army and France,

To add more combersome hinderances to Na-
poleon's plans, Mcrezu found one excuse after

another to delay his offensive until April 25,
However, two weeks subsequentl, Kray was in
full retreat toward Ulm, Still, Moreau would
only allow the Reserve some 10,00C men, a make-
shift force of spare units, under Moncey.

Bonaparte was forces to immediately ad-
vance the Reserve if he expected success, for
he only had as much time as Messena could glve
him by holding out and thus holding up the
major portion of Melas' army,

Therefore, on May 15, 1800, the army of
the Heserve set forth, up the snowy, winding
passes of the Alps, onto the fertile plains of
Italy and the battle of Marengo.

Traversing the St. Bernard and St. Gotth-
ard passes, with the artillery dis-assembled,
and the barrels dragged alcng the muddy paths,
by the eve of May 24 the entire Recserve was
situated at Ivrea, Napolecn's perilous scheme
had succeeded and the entire army was now al-
most, undetected, upon the Austrian rear, Only
six guns presently accompanlied the French, for
the rest were laid up before Fort Bard.

The fort was planted amidst the only path
forward, an exceptionally narrow gorge. The
infantry easily bypassed it, but for the bulk
of the artillery, all other roads proved lm-
practical for safe travel. Chabran's dlvlsion
had also been left to beslege the place (which
would fall come early June).

Melas' army had been worn dcwn to but 86,
000 men, the greater part of which surrounded
Genoa, the rest stationed near Turin,



Bonaparte declded to continue the advance
cn to Milan, plvot at placenza and take Melas
in rear at Stradella, forcing him to re~open
his severed line of communication. Throughout
the latter part of April, Lannes lead a feint
against Turin while Bonaprte edvanced eastward
and occupied Milan June 2,

On June 5 Monceys' corp finally reached
Milen, Fort Bard fell, and an attack, lead by
Murat, commenced against Placenza, The town
fell on the th, a pair or pontoon bridges were
erected, and the Reserve poured across on April
10.

A packet of Austrian dispatches captured
with Placernza revealed the worst possible news
Bonaparte could expect: Genoa had fallen,June
2! It was therefore with the utmost speed
that the first councll must advance and trap
or compel Melas to fight.

On the 9th, Lannes advance guard had rout-
ed 18,000 Austrians at Montebello, although out~-
numbered 3 to 2, Bonaparte had, by the 1llth,
30,000 men cuncentrated at Stardella, and de-
feated a small rearguard at Marengo on the 13,

Napcleon was now throughly baffled,having
met no major resistance on the plalnes of Scr-
ivia or Marengo, where superior Austrian scr-
ength could have been effectively employed,

and concluded that his adversary was in retreat.

In reality, Melas had been concentrating his
forces at Allesandria over the past days, and
endeavored to defeat the Reserve in one great
surprise attack on the morrow, He came close
to succeeding!

4+ The battle of Marengo +

Sunday, June 14, 1800 dawned sunny and
clear, as 31,000 Austrian troops, backed by
nearly 100 cannon, slowly advanced across the
R. Bormde. (see map)

Two of Victor's divisions, but 11,000 men
with 5 guns, bore the brunt of the assault for
three hours, ylelding...not an incht

Bonaparte was 15 miles away, convinced it
was merely a feint to cover Melas' “retreat”to
Genoa. Upon this assumption he sent Lapoyes
and Desaix's divisions to the north and south
to ford the Bormide, (A move soon to be re-
gretted,) By 10:00 Napoleorn had to re-inforce
his crumbling front with Lanne's infantry and
1,000 of Murat's troopers, Within an hour, he
was personally on the scene, and abruptly real-
1lzed how dangerously underestimated the sit-
uation was, Aldes were hurriedly dispatched to
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recall Desalx and Lapoye, and the last reserves
were ordered up to stem Otts advance on Castle
Ceriolo, Between noon and 1:100, a general ll
developed across the fleld, during which the
Austrians regrouped and the last French re-
serves reached the front,

Momneir's division, another 1,000 troops,

and a square of 900 Consular Guards forced
Ott's plecdding columns to redeploy, halting
the Austrian advance on the right. Desplte

these tenaclious counter-attacks, Victor's men
Tan out of ammunition, Marengo fell at 2100 and
by 3100 the entire French army, 23,000 men,was
in full retreat at all points. If the Aust-
rians had made one more charge, their victory
would have been secured, turning the retreat
into a rout., But no such attack was crdered ,
and the exlausted General Melas retired, leav-
ing chief-of-staff Zach to pursue the “defeat-
ed" eneny,

In Bonapartes frantic HQ, the weary Desaix
galloped up, soon to be followed by Boudet's
division, and exclained, "This battle is lost,
but it is only 3100 and there is time to win
another!"”

Napoleon decided to draw up a 2nd line ex-
tending from Villa Nova to Cuiliano, all unlts
in position by 51301 Monnier and the Consul-
ar Guards on the right, Lannes, Victor,Boudet,
and Kellerman on the left. The unfortunate
Austrians were about to be dazzled by a Nap~
oleonic masterpiecetl

With a massed 18 gun battery in the cen-
ter ccntesting Zachs advance, Desalx lead for-
ward 8 demi-brigades in echelon formation,

Zachs men were still in columns of route
and only partially deployed when the French
assault came blasting away thelr front ranks,
It was the right psychological moment. With
the Austrians stunned and frozen in thelr tra-
cks, 400 of Kellerman's forsemen crashed 1nto
the exposed Austrian left. Several thousand
soldiers and Zach himslef were captured, as
the entire Austrian right broke and fled. The
battle turned into a slaughter, only Ott's wing
withdrawing in order,

Despite 6,000 Austrian casulties, 40 guns,
15 colors and another 8,00C men captured, the
victory was & hollow one, for Desalx had been
shot dead, leading the charge. It was probab-
1y his victory as much as, if not more than,
Napoleon's,

The Army of the Reserve was not exactlyun-
scathed either: % of the 28,00 men engaged
were casulties before the day had ended.

By the eve of the next day, Awstria had
signed the Treaty of Allesandria, by which all
of her possessions west of the R, Mincio were
capitulated., In December, Moreau was to att-
ack and defeat the Archduke at Hohenlinden, So
ended the beginning of the 19th century which,
for Bonaprte, denoted the destruction of the
2nd Coaliltion,

In March 1801 a British espeditionary for-
ce landed in Egypt and coupled with a Turkish
army, forced the French Army of the orient to
surrender,

In February 1802 the Treaty of Amiens was
signed between France and England, glving all
of Europe a temporary peace. For thils, the
grateful French citlzens appointed First Cou-
ncil for 1life cn August 2, 1802,

+ IW +
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introduction to

A@@@Qﬁ Leon Tucker

Thls game caine intc existence nearly two
years ago as a ncdest manuscript named Ches-
sym. As the name 1implies, thne game was 1n
fact a chess variaat of sorts. Unlike most
variants I have been zcquainted with, however,
the idea of Chessym was to deal with aspects
of the parent game whlich struck me as unrepre-
sentative of anclent warfare. Playtesting of
the game soon revealed <that it had potential
for development and some aprveal as a game 1n
its own right. My colleagues 1Insisted to a
man, however, that the original name was re-
pellant in the extreme; I finally abandoned 1t
in favor of the current name of ARES.

It 1s worth a moment +to list thnose as-
pects of chess whicn I found personally unsa-
tisfactory: a) the relative combat strengths
of the pieces seemed inacdequztely represented
by the "cake" which emphasized only mobllity
and not armour nor disciplire; b, the field of
pattle was too constricted both to the flanks
and to the rear; c¢) the one-picce-at-a-time
movement system emphasized <the wrong kinds of
manuever; and d) the victory condition, while
baslcally correct, was too narrow in scope,
The filrst manuscript dealt with all four of
these areas, and even the extended playtesting
and evolutionary period which followed did not
alter any of the fundamental solutions indica-
ted there. Moreover, apart from the four ar-
eas 1ndicated, ¢the final game of ARES still
contalns much that indlcates its origin; it is
not difficult to see the herltage absorbed
from chess.

Perhaps the most important quality which
has been preserved 1s that of beinys simultane-
ously tactical (almost miniatures-like) and
yet avstract. Thus, while the pleces repre-
sent scme oI the qualities of the military
formations they spring from, being stronger or
faster or more manecuverabple, etc. than specil-
fic opponents; they do not even attempt ¢to
duplicate 1n a truly historical manner the
ratios involved. In shori, the representa-
tions of historical relationsnips are order-
preserving rather than ratlo-preserving; thus
they are abstractlons. Relatlonships have
been adjusted to create a balanced game; not a
strict simulation.

FIW+
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THE USE OF ARTILLERY

by Jay Richardson

One of tne more neglected aspects of World
War Two miniature wargaming is in the use of
artillery. This is an unfortunate situation,
The importance of artillery in any World War
Two battle cannot be stressed enough. During
the war artillery accounted for 75% to $0% of
all battle casualties, Even the rather inept
Russian artillery managed to account for  50%
of the Germmn Army's casualties in Russia.

The purpose of this article, then, is te
examine the possible ways of using artillery
in miniatures play. You must not, however,
let those figures I cited above go to your
head. Most miniatures battles will NOT find
artillery causing 75%-90% af all casualties,
Even 50/ is too much to expect. You might
well ask why this is so. Let's see why.

The vast majority of miniature battles are
contacts. that is, they are instances when
the two opposing forces come into actual con-
tact. (Remember that I am talking about World
War Two miniatures battles, not about older
periods where the miniature battle may repre-
sent the entire battle. WYorld War Two minia-
tures tend to be small unit battles.)

During this period of contact individual
weapons will cause far more casualties than
will any supporting artillery, unlecs one side
has a horde of artillery, or one gives nice,
compact tergets to the ememy artillery. What
you fail to realize from a miniatures battle,
is that it takes at least as much time to get
ready to fight as it does to actually engage
the enemy. All the time in which you aren'tt
fighting artillery can be and most likely is
quite active, shelling away at targets of
opporiunity., This is where most of the damage
artillery causes is done, which explains  why
artillery causes such a large proportion of
overall casualties,

Now let's move on to what this article is
really all about: how to use artillery in
your minfiatures battles. The first thing I
will discuss is the wmee of the artillery bar-
rage.

The artillery barrage is most often  used
to soften up an enemy position before an at-
tack. In situations where you are staging a
reconnaissance of an enemy pesition you would

not use an artillery barrage. Its only use
should be as a prelude to an attack by a large
force attempting to capture an enemy held

objective or breakthrough the enemy lines.

The trouble is that if you say to the
attacking player that he may use his artillery
in a barrage before he attacks, that's very

likely all he'll do. It's no fun to play a
miniatures battle in which the whole battle is
the destructidn of one player by the othert's
artillery.

The most common solution to this problem
is to either limit the game to so many turns,
or to assi/m points to the objectives and
forces and give the defending player so many
points per turn. These methods, however, have
their drawbacks. The major complaint is that

the attacker must balance the time he can
spend in pure barrage to the time he will need
to accomplish his objectives. This is un-—
realistic,

Tre time alloted for the attack and the
time alloted for the barrage are two separate
things. Different artillery may be attackipg
at sevaral different places along the front in
order to confuse the enemy as to where the
actual attack(s) will occur. If the situation
has bean relatively static preceding the day

of the attack it could be that an artillery
barrage is a periodic thing, so why force the
attack to take place before the barrage is

completed? Last but not least the playe?s do
not get the correct impression of an artillery
barra~e using the common methods.,

To treat more realistically the instance
of artillery barrages, I sugsest that tpe
players give the attacking player a certain
number of turns in which to barrage the enemy
before bringing on his forces for the stmri of
the actual battle., If the rules reaquire that
targets be under observation, a forward cbser-—
vation team should be allowed to enter the
battle arca.

In most cases enough time should be allow-
ed to throughly saturate the enemy position,
In some cases the amount of time for the bar-
rage may be equal to or even longer than the
time allowed for the aotual engagement!

Continued to page 18



IEB o Artillery, from page 17

Tracklinks Tidbits, from page 9 The player that is given the right of +the
barrage may still be able to continue to call
mount and glue the mount and shield toge- down fire on his opponent, it is up to the
ther, Trim the pin on this assembly so vlayers to cecide.
that it fits into the hole in the 120 mm
platform, To the 88 barrel add the muzzle Perhaps the ost common use of eartillery

brake from the 6 lbr, The AIRFIX 88 gun
kit provides the wheel assembly which is
added to complete the model.

to veinforce a defensive position, In this
> it's tle otl cker that cotches all the
le Defensive ortillery is rolatively easy
wnloy, dbut I would like to call your at-
>ntion to one highly effective tactic vhich
2 sive artillery can cimloy.

SMALL
SHIELOD

I—

Yaswo
(2)/]

MAIN One of tle moot LooutiT™al urcs o
SHIELD tactic ic 1o zero in on an important
7 11 your forces so that you no long-—

t
= rvation, As tle

actic 18 previously zerocing in your
y on ~ critical noint on the battle-
a nass virough which you kaow
cae.  (This assumes wse of
ve artill-ry firing =t increased
longer they firec at a certain

Gemmn 98 Pax H3/41

f this

-

> roa’ under o
ce nours tlro ch, ZAP!

German 88mm Pak 43/41 (90/L70). Parts
== gun barrel from a ROCO Grille, AIRFIX 6 Periinns you see one ~roblenm confronting
lbr. gun muzzle brake, carriage of German tie us- tiis trctic. Jlow 4o you orove  to
105/150 gun howitzer, plastic ,020 sheet. y 'y nn-ered omnoncut that Jou
Take the field gun carriage and put a very v had the position zoroed in? Simple,
small piece of plastic sheet across the end down =% the inuing ot % e batile
of the carriage. Then cut the ends off the ars meroed in whare.
upper recoil cylinder (see drawings). Put
the long piece you get onto the carriage
where the small piece was. Glue the 88mm
Grille gun with the slit in the breech up

n

u mast rememoer, howovor, that yon are
in on a 71 > of terrain, not an  eneny
If your on

ent's forccs lon't halt on

onto the gun carriage as far forward as it the zeroed in terrain, your artillery will
be Hloa to att ck with maximum accuracy Irom
e st chot, ozld <he cuemy

b
actually 11, of course
o ’ ’

REemovE cter tian tlhe artillery Jjust

N
Kﬁ comacnced firing on the moving tarset,

o O(,wg B Ti of using artillery which

20 \\ 9 5 I have ented hece should =H=art you Hhi

\ ing. Theve are, of course, unany other

K R comnl x uses for srtillery. Perhaps I
38 o 43 oive a thovsht to these in a future article,

Gefman Pl
(70/1_70) Comnents to: Jay Richardson
109 5. Yawhis 5
will go. Cut out the shields (template) Lindsbors, X

and mount them, The small shield is bent
as shown and glued on the front of the
upper recoil cylinder,

I hope these modifications will help
to give your infantry the firepower that
they need. Comments to: Michael Reese, 103
McKinley, Harvard, I1l., 60033,

@ G

Hopefully these morale rules will prevent some

freak things from happening. As you will not-

ice one small loss could move through the rank-
s so an entire regiment could rout -- but that

is very rare!

+ IW +
Troops and vehicles are carefully painted for realism.




S&T A.M., from page 13 IE)

is now worth 9 cards, Infantry not effected.
The entire unit is not checked at this time,
note: let 10 men = 1 tank for the purposes of
morale checks.

Now is unit 4 gets 8 men killed by MG fire from
forest C you check the infantry unit first. 8
out of 20 is 40% so morale goes from 10 to 6
and you pick 6 cards TWICE for 17. On check
one you get 22 on check two only an 11. That
is six points below your requirement and you
start a running retreat, Note that unit four
armor drops to 9 for no infantry support but
does not check at this time. On the next turn
the 12 men will take & six card rally check.
Now a tank in unit three gets it and one in
unit 4 is immobilized., The immobilized  tank
checks to see if the crew will abandon the tank,
9 minus 6 (contested territory) = 3 cards for

Example: a 17 are picked three timgs; If they/do, then
- unit four armor drops to down 33 1 ) and
Force # 1+ 5 MIV F 2 picks twice for 17, Lets say he gets 2% 13
2: 40 infantry men and retreats. Unit three dces not check  be-
3: 5 MIVF 2 cause of only one tank lost, but drops to 9.
1 ¥IV H command tank When unit 4 retreats then a total unit morale
" 3 ztracks with 20 men must be made, Had 14 vehicles, 80 men for an
'+ 2 M III equivalent of 22 vehicles, 2 destroyed, 1 im-
1 SGIIT SB mobile, 2 retereat, & men killed for 2 + 1 + 2
20 infantry men + ,8 out of 22 for 5,8 out of 22 or over 20%
1,
If unit 1 advances (MP=17) and one tank is iggi.isUgif g 2 ?nra%gkewgiggré: ng fgmmandIf
destroyed your card total goes from 10 to 8. you make it then overall goes up to 8, " Notes
You dropped two levels (20% of unit was dest- Unit 4 armor may rally with only six cards. If
royed, 1 pt/10%) so pick 8 cards for a 17. it checks 1t goes up to 7. '

If you get 17 add one for a rally. This unit

BASIC MORALE TABLE (see text)

MORALE POINTS Elite Troops 11—;&—17 General Army 13-16-19
Green troops, battle weary 15-18-21
Basic morale point is underlined

CARD SUBTRACTIONS

Unit being checked Reason for Morale Check Resultant card subtraction
Squad Loss of Sergeant -2
Loss of Lieutenant -1 , if in sight of troops =2
Loss of Captain ~1 on turn AFTER the loss
or higher -1 two turns later if this
higher officer is not replaced
-2 if in sight of the troops
Platoon Ioss of Lieutenatn -2
Loss of Captain as Lieut. above -1, =2
Loss of Major or higher as Captain above, =1, =1, =2
Company Loss of Captain -2
Loss of Major or higher as Captain in Squad =1-1,~2
Regiment Loss of Commander -2
Any unit exposed, no retreat -2
Single vehicle Immobilized -4 your lines, -6 compromised lines
Single vshicle Gun destroyed -7
Any unit Men or vehicles destroyed -1 for each 10% of unit loss
Any unit Unit superior in strength -2 if you will expose yourself
before you -3 if you are already detected
Any Unit Infantry without armor -2 if you never had armor support
-4 if your armor was destroyed
Armer without infantry -1 If enemy infantry exposes itself
Any unit Suicidal act +6 to morale point, ~ 3 cards
CARD ALDITIONS
Any unit Reinforcements +1/ 20% strength increase
Any unit Addition of command fig. +1
Any unit For a Rally +1
Any unit For a kill (vehicle) +2 for unit that killed the enemy
+1 for all units that saw the kill
Any unit Possession of superior force +1
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Americans reliasd on field bunkers during the German counter attack.

On the 4th, Allies opened the day's hos-
tilities by blowing the main steel bridge con-
necting Sectors A & D on the field. This coup
was one of the highlights of the convention, A
true stroke of brilliant play, the entire oper-
ation--bringing a three man commando team with
plastic explosives, along a % mile of river fr-
ont at the water's edge, finally getting them
under the bridge--was the project of the entire
first day. It had taken him four hours to man-
euver the commandos into position, unknown to
the German players! Fortunately for the Ger-
mans, all reinforcements,coming into D Sector,
were being routed through the village over the
bridges to the east.

A minor coup during the battle was sabotage

of this bridge by a commando raid.,

German commenders expected an all out
offensive by the Allies all morning of the 4th
as the German front was only minimally defend-
ed, and reinforcements were still coming from
various positions on the field. Gradually, by
mid-afternoon enough of the 21st Panzer Div-
ision's troops had been assembled to begin an
all out counter-offensive. The Allies had dug
in extremely well, in elaborate trenches, anti-
tank ditches, and log bunders, with many mine
fileds blocking all the roads leading into th-
elr landing zone, The German counter-attack

lasted nearly three hours and when it was over

the Allies were still in their landing zone,

but were sandwiched into a narrow corridor,with
a virtual ring of steel surrounding them. At

this point the game was terminated dve to dark-
ness and the termination of the game set for

another day., See the accompanying photos for

some of the action,

Contestants recon the area prior to the battle.

Persons interested in obtalning a compl-
ete battle report of the convention and other
data about 1/32-1/35 scale wargaming, please

contact Dan K, Ralston, 1642 Clear Creek Road,
Redding, California 96001
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