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DIPLOMATIST
Edi Birsan

This is just the beginning of a series of articles on the
tactical aspecte uf Diplamacy. iIn a sweep of the board from one
vital ares of conflict to another it is hoped that a general im-
provement in the playing qualities of all players can be made,
Thus, gsmes need nct be marred by foolish moves and wasted tac-
tical moves, For the most part this series will ignore that hazy
and owrvorked tople of Strategy and Alllance fomation., The
reasons ig a game of chess-lile preclsion an the tsctical level
snd a game of personalities on the strategic level, Players will
forever meke allisnces with others based on the principles of
trust, creditebility and image of the poesibilities: the emphasis
usunlly being placed on the first two always at the expsnge of
the third, Thus no matter how often and qualified are coments
made sbout X, ¥, and 2 alllence systems players will ignore them
and 40 as they feel psychologically sulted to do. Tactical con~
giderations are far fram deveid of psychologicel considerstions
but the degree of emotional interference is far less pronocunced
in tactical matters than in strategic coneiderations. Hence, each
discussion ahall make suggeations of tactical matters in a manner
th«t wlll allow players to apply the advantages of approach and

sition to whatever alliance system they use, This is pnrticu.lar-
of the Scandinavian region, where angle of approach and
38 of fleets and armies in vital provinces will sweep the
s

SCAKDIHAm This reglon covers all th.ree traditima.l Vild.ug
areas of Owedsn, Dermark, and Norway as well as Finland and St.
Petersburg and all the Sea regions that barder on these pro-
vincea, For expansion into this region fram either the West or
the South 1t 18 of utmost importance to position e fleet in the
Skaggerak. In fact, most any operation in the region will find
additional agrength if a friendly unit is located in the Skag-
gerak. For not only does thls position sllow you to threaten
the three major supply centers in the area, but it also can elther
gafe guard or open up the North Sea, Thus, the Skaggerak can be
seen as the optimal position for a fleet in relatiop to the Scan-
dinavian area. '

While the Skaggerak may provide optimal deployment for one's
agval forces, the same advantages can be gained by the position- .
ing of an army in Finiand. From Pinland the army can support or
inttiate operatious againat Norway, Sweden and St. Petersburg as
well as providing the staging area of moving an s1my luoto St.
PeterTsburg and thus thresten central Russia with the same kind
of force that a fleet in the Skaggerak can be used via its posis
tion on the North Sea to threaten the centers of England, While
on the offense, the army in Finland is & most valuable ald but
when fighting s long down hill campaign the Army in Finland can
be considered a suicide stand as retreat 1s usually imposeible
when and 1t it 1s dislodged. Russia, when she plays s northern
game, will usually place an Amy in Fnland during the first two
yeare of the game in recognition of this valuable position for
penetrsiing the North as well as i1ts defensive value v:t. 8t
Petersburg.

The tree of rivals for the reglon can include many cumtriea
but the principle roots of conflict orginate in England, Germany
and Bussia., All three have cexrtaln advanbages and disadvantages

eglly in regard to the regio,. Both Ruseia and Germany have
ﬁrunﬁeuthatbm&rmthengimmmmtoss in
built units rather quickly. This allows for effective stabs
. made in short order. This nmayness can als¢ helghten the
amclety that each player has 850 any tactical errars can place an
enemy in s home supply center. England on the other hand does not
eanjoy or suffer from bopdering directly on the supply centers of
the Scandinavian ares, but in counter balance to this England has
early sea power to make a swift pensiration of the regiom in
1901 as well a5 early access %o the Skaggerak. Epgland also has
the unique opportunity of writing off the reglon and heading else
Continued page 4
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CHOCK FULL OF DIPLO~INFO:

PRIORITY DIPLOMACY VARTAMNT

In the 1900'8 no cne nation really plamned to conguer Europe
such grandiose Concepis were left to Napoleon and Hitler, It was
really & contest of position and influence, Esch nation had cer=-
taln obJectives that they were trylang to attain so as to give
then an sdvantageous positiot. Thls era was the beginning of the
end of Ioperialism and the outs (GQermeny and Italy) vanted to get
in on 1%, Germany vorried over 1ts hemmed in position. Russia
still was looklng for an open warm water port uninhibited by
other nations., Turkey vas trylng to maintaln what it had left and
was debating whether to Join the 20th century. France just would
like 0 malntaln the status quo so 1t eould have biennjzl elect-
ions. England simply wanted to control the waterways of the world.
(Perhaps it really wasn't that emayll)

The minor naticns were the pawns of Burope. They were looked
upon as buffers, lnhibitors, rescurce users, etc, Thelr councils
and counsels were not valued much and in moet cases they were no
more thah meens to an end. Very few had amed forces that anyons
would worry about. The only reason most were lsft alone ware the
lask of resources to fight them, This is the reacon the othar
fronts of WWI never meant much, froots llke Salonika, Gallipoli,
ete,

This variant should help to more fully bring back the flavor
of those diplamatic times. Each nation haa & set of national ob-

" jectives. The objectives gre rated fram 1 thru 6 polats. The game

should have a time limit, but 1t is not necessary - 10 game
years is likely to have the best results, but at least 6 are re-
quired.

Below are the rules for Priority Diplamacy,

1. The rules of Diplomscy are to be followed except as a~
mended below and/or by GM rules if played by mail.

2. After the first diplomatic period and coineldent with
Spring 1901, orders, each hetion should write down 1ts main ob-
Jjective (by number according to the 1list for that nation) and
its limited objective which must be differsnt. The contents of
this liet should be kept hidden fram view of other players, how-
ever, everyone's list should be kept together in full view of the
other players (or kapt in trust by the GM).

3. These objectives may be altered at the heifway point of
the game or after 5 years if not time limit is set. Objectives 8o
changed are reduced 1/2 & point value,

k. The winner wil)l be he who accomplishes his main objectlivecs
and has the highest point value assigned to this objective, There
may be mutusl winners if theye 1s a tie, Or use the year ote ate-
compliched his cbjective enda as a tie bresker - earliest year
wins. If no one accamplighes his main objective, then use limit-
ed objectives in the same way. An exception to the above would
be aomecne who achieves his limited objective would win if his
point value 1a higher than that of the person who accompliches
his main ocbjective with the high point value.

5. Accomplistment of cbjective sasumes no lost of one's
original provinces.

6. The only objective valued at 6 points is the maintenance
of the Btatus Quo (see table ITT), This 1s available to all
nations. If four or more natlons choose this cbjective - the
game reverts to standard Dipiamacy rules. This i objective #100.

T« An objective may consist of 2 or more listed objectives.
The polnots are accumulated for ohe's total point value; however,
all objJectives must be accomplished to succeed,

You mey not, howewver, choose an cbjective that includes other
cbjectives and the other objectives at the same time, For example-
the English may choose mumber 8 or number & and number 2. Nor
may you include objective 100 with any octher objectives.

8. An alternats variation is for each naticn to select sn
cbjective by lot and this he must follow.

Cantinued page 5
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JUDGE'S COLUMN
: 0. DeWltt
ROADS IN WATERLOO AND AFRIKA KDRPS
Not a little confusion exists over the rules concerning roads
in conjunction with woods (in Waterloo) snd escarpments (in Af-
" zika Korps). This is understandable; Waterloo appeared firet an and,
- not surprisingly, says very little on the sub, subject in the rules.
Afrike Korps ceme later and does glve one parsgraph to the topic,
but lesves much unanswered. Also, those who first played these
gemes probably have a more simple approach to the rules than
scmeone who started with Bulge, which has more sophistlcated (but
not always clearer) rulee on the subject. Therefore, let us
standardize our rules.

Those players who wish more camplication in the geme are free
"t0 ugé the rules fram Bulge dealing with woods and rough fér-
rain in relation to roada., But the players must agree on this be
fore the set starts,

If the above agreement is not specifically made, the following
rules will be in effect:

AKs - Units may travel slong a road t¢ a roed - rough terrain
square and then move off that square to clear terrain and keep on
moving. {E.g., Units traveling east on the coast road to H-2L may
move fram H-24 to I~24 and continue to the southwes:t). The re=
verge movement 1s aleo allowed.

A unit traveling east on the road to H-25 may move onto H-26,
but 1t must atopthnreandconunun along the roed only on the
next turn,

WATERLOO - For wniformity, thu Tules will be consistent with
the sbmAK.ruleu. if a square conteins & road of eiiher type
aunitmaymove onto that square and use the road immediately.
{E.ge & unit may move fram BE-38 to E-39 to E-40 and then along -
the road in the same tuwrn.) The sffect of the rule (almost) 1s to
turn any square contalning a roed into & rosd/clear terrain
square. Square QR-22, then, 1s effectively a clear terrain square
because of the road; eo is DD-23 and Y-27.

A unit cannot, however, move frdn one woods sQuare to a rosd-
woods square and then directly intc another woods square. That is
a unit on C«h3 cannot move to C-4h and then to C-45, Onme om B-L43,
howvever, could move to Bekl, take the road to A«45, and then move
off to B-4S. A unit, then, can start in the woods, move %0 a road
square, and then move off into the woods again after using the
road.

Repenber; 1f you and your opponent agree, you can use Bulge
nies.

BULGE: In advances after cambat, a unit may AIWAYS advance ine
to the vacated aquare. If, after it has advanced ope aquare, it
is not in en emeny 20C, it may cootinue advancing in any direct-
ion, but 1t must NOT enter the ZOC of any enemy unit after that
first square. (It may enter the ZOC of the unit it Just pushed
back IP 1% 1s not slso in the ZOC of ancther enemy unit.)

In retrests, the defender has the choice betwesh separste
roads. The attacker has the cholce betwsen different road s
of the same road, and he may detertaine the direction of retreat
along that roed.

EDITOR'S NOTES ' i

Well, everyone seeme to have 1iked the last "K". But %o main-
tain that lsvel, I'll need more articles. I 4o have a few items
from people who never contrlbuted before and thet plesses me 1
no end - von't same of you others try your band st scmething?

I'w still bhoping to get games from other people for public /
in the "K". Cames that do get published, will definitely be i
need of comments fram those of you who play them. If eny others of
you desgigners out there want to get in the "K" - you are most wel-
come !

In this 1ssue wa have sort of a pot pouril ofgmesandvaz-
jants. In the Maditerranean Theater column we present a "Modifi-

‘cation & Aberration” article, instead of the ususl fare. However,

thig column will proceed apace to glve ‘you the nev geme. The
new mapboard is Dearly complete and the Q0B is shaping up. Supply
rules will soon be ready as well.

Then we have Nuclear Destruction. Fot a map game in the true
sense, but 1% seemed to fit quite nicely. Finally, there is
Eriority Diplomacy, a brand new variant with a new twiat,

T recently partook in a gems of Barbarossa om a 5' x 8' board.
It was good fun and I enjoyed it (even though I was badly beat im
one game ), however, in persan play requires good time limits and .
3 commanders per side. What emases me 1g that no one has done this
type of thing for Bulge - blg board, small units - how about 1%
Bulge enthusiasts, are any of you game for thie pro.Ject? We could
print the resulting map, OOE and rules in the "K"!

We have a lot of things for you to respond to in this lssue -
dues, Constitutionm snd By-Laws, questionnaire and camltiees.
Let's hear from everyone out there,

Another nice item. Dave Wood (Europe, ICRKMeister) msde same
shike ashtrays. At this writing, I have the only one in the
tnited States of America. It 1s & masterplece. In a hexagon de-
eign, (clever those British) with the society name written on the
edges and ‘ahiks' in the middle of the bowl, I think Dave can be
persuaded to make more, if you are patient. Write to me if you
are interested {don't send money) and I'll see 1f Dave can be
convinced, Price will be about $3.00 including postage. You are
welcame o came and vislt me to see what it looks like. Else t-'=
my word - it is superl

80 ends ancther year - god! Next year I'1l be 30; good @

My pessimism seems to have been unwarrented. That is fine, b

see how happy I am, my worat fears never came true and my pesaim-
ism sametimes brings out same of you. Abhh - I'm sly like a drunk-
en fox.

I wish 0 extend a very special thanks to those 5 or & pecple
who offered to help in the "K", etc. I'm sorry if I haven't given
you a full or satlsfectory ansver. Do oot glve up, as there are
areas you can help in. With the many comittees now being formsd,
perheps you can find one that you are interested in,

Our new Diplamacy Editor (Edi Birson) also dabbles in other
geming activities. For a start he has designed a new Bulge PBM
sheet, Using the unit location and battle resolution charts like
Avalon Hill's on one side, he hss put a reduced map of the board
on the other sides Bamples can likely be had for an SAE; they
will be sold in packets of 50 sheets for $2 If these get a good
reception, he intends to follow with A.K. and S'grad. Good for a
try = sees gddress on masthead.

. Mhe gtaft of the "K" and all the officers of ahiks wishes to

_glve pause to wish you

MERRY
CHRISTMAS
AND HAPPY .
NEW YEAR

A2
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" Lignt response again - hmm coly & few vant to pay for a_post-,
card or stsmp to win $2,50, I don't believe it. So I'il try again
and you can answer on the questionnaire. lLet me know which art-
icle from 1968, 1969 or 1970 "K" you thought was best. Even 1if

you dom't answer the coutest will you plesse circle letter "B" on
qQuastion 13 of the questlommaire, Also, on contest, llst the

three articles you think will rate the highest. If you are Tright
you share the prize money 50/50 (pf $5.00) with the author of the -

You will al) taks note - there 1s & nev ICRKMeister, Feter A,
Rosamilia {addresa 1nsid¢). This Job causes more wear and tear on
menbers and we are lucky that Pete will give up Raquel . enmough to
set up game assighments. I only know £00 Well what a chore this
Job is. If you haven't heard fram your last request and/or ready
for a nevw cne, contact Pete. Please -~ remember to return uhused
portion of ICRK when a mateh is cowplete; fallure to do so could
cause you not 10 get a new aseigmment.

NEW REGIONAL SET-UP .

If any of you 40 not get a Bulletin from a regional director
by December 31, 1970 - please inform me right awvay so I can rece
tify the eitustion. We now have four regioms - Pacific (West),
Central (Central and Southwest), Atlantic (Bast ard South) and
Europe (British including Africs, and non-Pacific Asis). This op-
ganization seems tO best sult our needs, While regiomal get to-
‘gethars should be planned as such vhenever possible, there should
be no limite co sub reglonal get togethers using the regional

bulletin tp spread the word. o

Pete wants everyone to realize that be will provide ICRKS far

8 and any others,

DIBS ARE DUE AND UP! *

Well, inflation has caught up with shiks. I am & bearer of bad
tidings -~ dues are nov $6 per year. Please make out your checks
or paywent t0 ahiks and retiun same 1o Dieter Cordes, our trems-
urer, with enclosed dues notice. If you already paid plesse note
that on the card and return it, Ddeter would sppreciate it if you
would include the following information on the back of the notice:
Birth year; year/month joined shiks; 1ist 10 gmmes moet preferred
(12 order and may include any map zame o political geme), This
is t0 help us improve services,

OURNEY MEWD :
c . s Tioished with the first rownd sod shovs
3 drop oute out of eight, One perscn had 0 be put off and the
other four are golng at it at the second round which will deter-
mine the winner. Proopiness scores were good for those who played.

The Bulge fourney is in the third round (snd final round).
Jndging this game is more difficult than neverthaless,
we have preceded space. Thers were 2 drop outs io the second
round, so ve ars down %o six. Prampiness has not been & hallmark
of this tourney, with obe member in Africa and ancther having to
move, Nevertheless, ome game did reach Dec, 23 in 10 veeks of
ﬂiﬂhﬁuﬂdtﬂmphuﬂﬂgﬂd,hﬂnr,uamﬁ
Bulge and a second 3'grad toursey are planned, we also will Yy
t0 get tourneys in other games. I think we have learned a few
things frem the first two tourneys. There will be stricter rules
a8 £0 turme-arcund. Hereafter, no oot should enter a tourney unless
he knows that he can mail his move wishin three days of getiing
hies opponent’s move. Immedlate disqualification for snyone vho

not return s sove vithin 7 days by postmark to postmark

+ -If a problem comes up and someons disagrees the player

4 call the Jwdige for an imuediate ruling vwhich is confirmed
. «ttter and is binding.

We also see the need for more time %0 play each set above 10
wveeks, Pifteen weeks should suffice, This should be encugh ror
et least 20 moves {Jan. '43 in S'grad/Dec. 25 in Bulge).

Flease make your desires known cn the questiconaire - fees
¥ill be collected later. If you read this, but don't want to en-
ter a tourney at all, circle letter "C" of questiom 13 on the
questionnaire. -

ﬁwmstwmbenﬂshtoplay.ﬂaimhﬂesgmu,

winning article. a .
ERITISE REGIONAL MEETING - October 30 = 3i, 1970
A record mumber of members (155 gethered in the Sneyd Arms,

Tunetall, Staffordshire last weekend for the third regimal meet-
ing. Ve wexe especlally grateful to greet Ksn Norris (the longest
standing member of the region) and two new members since last time
Carl Eley and Ivor Moseley. )

The Friday evening was malnly spent in drinking and reneving
old friendshipa. However, Bob Stuart and Ivor managed to fit in a
quick Stalingrad game.

On Saturday the mseting started with a vengeance. The center-
piece vas the multi-comsander Blitzkrieg with Michael Nethercot
ganesmastering and trying %o keep the tesms from camunicating
verbally with allies and enemy alike. Kén Norris companded Elue,
with John Poole and Bob Stumrt doing the subordinste tasks. John
Poole was heard to remark just before the game started, that he
would like to borrow a rulebook since he hadn't played the game
before, Ken asked the gamesmagier whether any provisions had been
made for courts-martial, Harry Tucker commandsd Red, baving Henyy
Ealice and Tony Jones as subordinatea. Henry was appointed Minis-
ter of Propaganda and waxed lengthily over the despicable conduct
of Blue units in invading peaceful and harmless neutral countries.

The gase ran from 10 a.m. until around 6 p.n. and ended in a
vin for Red, vho apeekdily gained a large smount of points cn the
last move by putting e minor invesion into Blus's home country,
knowing that the game would end befare she unlts could be knocked -
out again, Much beer was consumed and an interesting time was had
by all.

Other gaues wers, of course, in yrogress simu)tansously. David
%odamcm:mﬂmkplmedthaﬂrstmdml a new
game designed by Michael Nethercot. I think we will be seeling
much more of this game in the future, Ivor and Carl played AX,
Malcolm Watson snd I played TAC 14, with Eric Slack and Sheila
Minion in the spectator's gallary.

Later Ivor and Ken played Stalingrad, Malcolm and Tony played
&mmmmmm«mnmnmﬂ, wvith Henry
%aidng over after the rout of ihe csvalry. Harry and John played

As is ustial, the games carrded on into the mmuall hours with
mich beer being consumed and many ham rolls brought fyom the bar ]
downstairs, . o :

A short report sich as this cannot cover tiore than the bare
detalls - I have not mentioned the Hexagonal Ashtray Corporation
sales, the rude remarks simed at SAT {many members are awalting
delivery of arders), the conversatious, the magarines, etc., etc,
However, suffice it t0 say that a really marvellous time vas hed
by all. Everyons agread theti the time vas far $00 sbork. A more
conplete repart on the meeting will be published in the Aritish
Begion Meabers Bulletiz for December.

BATIFICATION OF BY LAWS AND CONSTITUTTON

We have updated thess documents with events in shiks of the
last 3 years. We now need your approval. Please mark on the
questionnaire your agreement or dlsagreement with these dociuments.
Each mmbered/lettersd item can be voted individually and thereby
be accepted or rejected. Please read everything over carefully
before voting.
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The Diplanatist con't.

where for expansion., This permits the English to make tactical
congidaration of 4 more risky nature as an error will not nec-
essarily bring the enemy directly into London Harbor, The Eng-
lish also have the additiouel advantage of approach fram the
West., Such an approach angle is more favorable than from the
Bouth or fram the East. In fact, 1t might be ressonable t¢ ccn-
clude that only Eugland stands a chance tactically of holding off
the other two local powers in a Scandinavian flare-up.

For those interested in following s aveeplng Scandinavian
battle, see 1965A0 pleyed in Erevhon under the gamemsstering of
Rod Walker (5058 Hawley Boulevard, San Diegp, Calif,), and for
those less inclined to this kind of research following are some
interesting initial moves for each of the local powers early in
the game. (Note: Same of the moves take Por granted certain
previcus moves).

ENGLAND: Fall '0l1 F North Sea to Skaggerak, F Norwegien Convoy

Army Edinburgh to Norway.

Followed by Spring 1902 Army Norway to Finland, F Rorw. Sea

to Norway; F Ska support F Norw. Sea %o Norway, F Lon to

Horth Ses.

ALTERNATE FALL '0l: F Nth S. Convoy Army Edinburgh t0 Norway

¥ Norv. 5 ko Barents

ALTERNATE SPRING 02: Army Morway to Pinlend, ¥ Nth Sea to

Norway supported by ¥ Barents. F London 0 North Sea.
RUBSIA: Spring '0Ol: ¥ St. Pete asc t0 Dothnia, A Moscow to St.

Pate followed by A Mosccw to Finland and F Both to Swed 1o

F 'Ol and building a fleet in the north coast of St. Pete,
GERMANY: Early penetration in 1901 1s rare but can be atiempted

by: Fall '0l: F Denmark to Skaggerak, Army Kiel to Demmark

Otherwioe Germany may stand Russia off in Sweden im 1901 Fall

by Fleet Demmark to Sweden. And hope to move in further by the

bullding of fleet Kiel and the shifting into a position of
fleets in Denmark and either Skag or the Baltic depending on
the slliance,

Next icsue: Balkans Eest and Wesh

Camnentes are of course, lnvited.....

DIP 'ZIRE SURVEY
Es Birsan

The following is by no means a complete listing of all the
Diplamsey zines now ln existance, It is, hovever, a falr
Yisting that will provide some ides of who is who in Diplomacy
and some of the problems invclved with searching for a zine to
play in/read/line your garbage can, etc.

A,D,A,G, Hal Naus: 1011 Barret Ave., Chula Vists, Callf, 92011
At the moment no game openings but usually s few substitute spot
open. zine is published rather regularly, dependable and reapon-
sible editorship on Hal's part keeps this zine devoted strictly to
game reporking., Very rarely will any material appear oot directly
related t0 one Or more games run in the magavine, Strictly for
players end those who follow the progress of games run in the
zine. Mimeo production, three veek deedlines. Subseriptions: 104
an 1ssue, N3F meuber

ALBION - Don Turmbull, 6 S%. Georges Ave,, Timperley, Cheshire,
England - probably one of the best, if not the best zine arcund
for those interested in a dlversified zine, Combined with 1ts sub
zine, Courler, Don provides the subscriber with everything fram
running Diplamacy games, %0 reviews of Avalon HIll type games,
Test Series games, recent periodicals of interest plus a host of
humcr and special interest articles. The 50¢ per issue for An-
ericans is well worth the buy. Geme fees are $1.25 plus subscrip-
tlon for as long a8 the game Mins, The International game is open
50 far and players from all over the world are expected t0 play.
Hurry your game fees and you might get in: Warning, only one
player may be chosen fram the U.8.//Ablks and N3F sssocisted,
(Bd: No Lomger cerries Diplomacy games which are now reported in
Courier ).

GRAUSTARK - John Boerdman, 23k East 19 St., Brook_lyn, N.Y, -
11226 - One of the more controversial zines in Diplomacy history.
It is also the most efficient, gquickest, depsbdable and has an
unsgualed record in holding firm to its two week deadlines for
the last 224 issues. Game fees are ususlly $4.50 but the games
£111 up 80 fast the best means of entering the game is %0 sub-
scribe for a while at 10§ per issue and walt for & new game to
open. While only the crankiest players iz the Diplomery world
have even dared +to atiack John's mamer of adjudication of hia

games a large group of people In the Diplomacy world have been
offended by John's un-merciful and oo haolds barred attack upon

the gocial/political/ecomomic 1lis of the U.S. as HE sees them,

Be 1s alpo rather rough oo lh-coming mall attemptlng o highli~ -’
various dissgreements with his political views, but in matber
dealing with Diplomacy he 15 quite acceptable to moat. I /
recommend you risk a dime for an issue and determine if you

care for such a zipe,

LEGATVS - Henyy Kriegeman, Jr., 12 Kilburn Ave, Huntington
Station, New York 11746. At the time being there 1s Do new game
opening, issues ore being run on carbon copy ti1l a source of
mimeo/xerox can be attained. Geme fee was $1.25, limited to game
reporting only. Mot recomended till a permanent source of copy
can be attalned and the GM gets use t0 keeping deadlines.

LILLIPUT - Rod Walker, 5058 Hawley Boulevard, San Diego,
Calif. - zine devoted to reporting ocnly on the games it is run-
ning, very regular and responsibly run, Geme fee is $4 or $3 for
N3F or IFW members as geme 1s assoclated with both organizations.
Generally, three week deadlines although it appears that each
game has dlffersnt desdlines depending on location of plsyers and
game cSeascn. A new gome is open and three spote are availsble, un-
like most zlnes countries are asalgned by choice of player not
chance of draw. So send in your country preferences with game
fee, Highly reccmmended; subscriptions $1 for ten ilssues.

LA GUERRE - Bernard Tretick - 3702 Wendy Lene, Silver Springs,
MA, 20906 - like Grausiark, LaGusrre is another controversial
zlhe: ooly while Boordman's bag is politics, Beroard seems to be
getting into arguments over Diplomacy. At last notice, a standing
feud with Rodney Welker was still burning bright as well as
sparka with Hsl Naus and Cherles Beinsel in the wings. Zine of -
fers many veriaots on Diplowacy and game fee 1s usually $3 but
may heave gone up since my last affair with this zine. Advise that -
further information be procured frau Bernard himself.

NUMENCR - Rod Walker (See Lilliput) - this heavy zine goes for
30¢ an lssue and contains listing of Diplomacy games throughout
the Diplomacy world. Gives ratings in terms of experience of
players and has several sub zines attached vhich are not yet
fixed in either pumber or type. Issue also conbalns various
articles on Diplomaty and occasional political commestery alt’
gh not as antj~establishment or status quo, as the politics ¢
Graustark., Rod seems to have trouble with his few subzines whi g
nay be tied to the ole ghost of Diplomacy: Conrad von Metzke, But
neyer the less s worthy zloe to subscribe to if you are intarested
in the latest happenings in the Diplomacy worid.

SERENDIP ~ John MeCallum, P.0.Box 52, Ralston, Alberta, Canads
A thip zine rarely going over two or three sheets and carrying a
small mutber of games with rare openings. The big point in this
zine 15 the steady manner in which i1t comes out as well as tha
publication of the Calhmer Master Point rating system and pub=-
lishing the results of recently completed games. Occasional
article type comments on Diplomacy and a usuelly interesting
serles of letters to the editor appear in rather regular thrust
of enthusiesm. Subscription - 10¢ per 1ssue or 100 pages per
dollar. At thet price, well worth the buy.

STAB. - Jobn Eontug, 318 8. Belle Vista, Youngetown, Ohio U509
1% appears that John has had considersble trouble in zmeeting his
deadlines and I advise you to stay avway fram this aons for g while
at least. Subscrdptions were 154 an issue and no game openings
vere posted or game fees indicated.

THE VOICE - Jeff Key, 4611 K. Pennsylvania Ave, Apt. 1D,
Oklshoma City, Oklehcma, 73112, As s00n as Jeff 1z able to re-
sume publication, his zine will no doubt once again top the
majority of zines around for interest and enjoyment. Unfortunate-
ly, Jeff has been unable to continue for sbout 2 months and his
revival is expected shortly. Game fee was $5 and subacripticns
ran for 15¢ each or 10 for $1.25. No game openings at this time,

DIPLOPHOBTA « Dem Miller, 12315 Judson Road, Whesan, Md,
20906 « Don iz sbout one of the most hablitusl Diplomsacy GMs
around, Always running tens of gsmes and addicted o starting new
games without overt pressure. Ususlly planty of substitute
positions being filled and numerous veriants end freaky versicns
of Diplamacy gemes avallable for pleyers with a flare for the un-
usual or hew. Don, slso has several other zines such as Hydrop'
bia, Diplomanis and the Games Letier devoted to everything fr
reports an the N3F Diplomancy (Ed., should read Games Bureau)}
Buzesu (vhich he is head) to special variants zines to general
articles oo the wargaming world at last notice, Highly recommended

Diplophobia is 15¢ each, Mplamanis is 35¢ each (4/$1.10). Game
fee is $5 at last notice, £
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Friority Dip con't
' TAELE I OBJECTIVES

SH OBJECTIVES
f E»,vum a% one point:
» Malntaln origloal borders

e Inhibit German movement into apd around North Ses

3. Obtain territory oo contineént by garrisoning with an exmy -
and mairitaining seme with & supply line to home.

Valuad at two points:

L. Obtain and maintaln eantrel of Atlantic by inhibiting
other countries use of MAO, MAD, Hwg, FthsS, and Zng C. (One other
oount;y, 0 be selacted Spring ‘Ol may be allowed use, if so de=
aired).

5« Inhibit French growth (See Table II)

6. Inhibit German growth (See Tuble II)

T+ Inhibit Ruesien growth (Sae Table II)

Velued at four points:

8. conguer all of Germany

9. Control gateway to Medlterranean Sea by halding Pou-, Spa
(8C), MAD, NAF and WME o

Valued at five points:
10. Guarantee sovereignty of all minor natlons,.
11. Conguer France
124 Conguey Russia
12 fnoludes 7, 11 includes 5, 8 includas 6 ‘and 2, -
B. FRENCH OBJECTIVES
Valued at one point:

l. Meintain original burders

2, Control Atlantic traffic by holding MAO

3+ Guarantee sovereignty of Iberian nations.

T 1]
Velued at two points: «  Every fit:Briton #
<hould poin our brave menf

%m the me L‘.,’
""ENLIST Now A

b, Guarantee sovereignty of low land naticas
s Inhiblt growth of Germany
6+ Inhiblt growkh of Italy
T« Inhibilt growth of England
Valued =t three points: £
8, con?ro]). Mediterranean Sea by holding WME, Lyo, Iom, 'J.‘tm,
8C)a
Eetablish Fapal Control by holding Ple, Tus, Rom
Valued at four polnts:
10. Control greater France by holding BOL, BEEL, RUH, PIE, SPA
il, Congquer Italy
Valued at five polnts:
12. Conguer Germany
13. Conguer England
13 ineludes 7, 12 includes 5, 11 includes 6, 10 includes 9
and L,
C« GERMAN OBJECTIVES
Yalued st one point:
1, Maintain original borders
Velued at $wo poinks:
2, Irvhiblt Russian growth
Valued at three pointa:
: 3.&%&%&”5}“&%“6&1%%
MAC by any route at end of game
4. Betablish Pan- Gerwanic Band by holding Boh, Vie, Tyo, Tri
5. Inhibit Ecglish growth
6. Inhibit FPrench growth
T» Greater Oermany by holding all provinces and sess aljacent
o original borders excluding Switzerland, of courss.
8. Guarantee sovereignty of Scandinavian naklions.
Valued st four pokots:
9« Bstablish Orient Express route by holding any provinces
that established a continuous link between Ber and Con.
10+ Bs-sstgblish Holy Roman Espire by holding original yro=- -
vinces, Burgundy, Tyrolia, Vienna, Bobemlis, Trieste, Venics,
P:I.odnont, Tuscany, Rome and Merseilles.
Valuesd at five points'

11, Conguer France
12. Conquer Rusaia
« Conquer England
3 ineludes 5, 12 includes 2, 11 includes &, 10 includes T
7 1neludea i,
ALIAX OBJECTIVES
Valued at one# point:
1. Maiotain original borders
Valuad at two polnts:
2. Obtain territory in Balkans by garrisoning with an army
and maintaining same with & supply line to bome,

3. Control Mediterranean by holding Ion, Tun, Gre, HAL and WME.

L, Inhiblt Austrian growth

Velued st three pointe:

5. Inhibit French growsh in Mediterrsnean including any and all
provinces bordering the seas in the Med, area excepting Mer, by
holding some or keeping neutral.

6. Inhibit Turkish growth

T+ Create Catholic Eupire by holding Spa and Por.

10. Congquer Turkey

Valued at four peolints:
T ;‘M
11. Conguer- France

8. Congquer A/H.
9. Inhibit French growth
11 includes 9 plus 5, 10 includes 6, 9 includes 5, 8 includes

Valued at Pfive pointa:

Ly
E. AUSTRIAN OBJECTLVES
Valued at one point:
l. Maintsin original borders.
Valued at two points:
2, Inhibit Turkish growth
3. Inhibit Italisn growth
Valued at three points;
4. Inhibit Russian growth
9+ Control Adriatic Sea by holding Adr, Alb.
Valued at f'our points:
6. Control Balkens by holding Ser, Gre, Fum, Bud,
T« Conguer Italy
8, Control Med. by holding Jon, Adr.
Valued at five points:
9. Conquer Turksy
10. Conquer Russia
11, Re-establish 1815 Cerman Convention by holding Mun, Ruh,
Kie and keeping German control in Ber, Pru and Sil.
10 ineludes 4, 9 includes 2, B includes 5, 7 includes 3.
F. RUBSIAN OBJEC‘I'IVES
Valued at one point; 9
1. Maintain original borders
Valuad at two podnts:
2, Inhibit Austrian growth
3. Inhibit Gemman growth
L. Establish Pen Slavie Bund by holding Ser, Rum.
5. Control Black Sea, by holding Rik,
Valued at thrwe points:
" 6, Guarantee sovereignty of all Baltic naticoms.
Te. Inhibit Turklish growth
Valued at four points:
8, Cain route to Med. by holding or neutralizing Blk, Ctm,
Bul and Asg.
9. Conquer Austris
10. Conquer Germany
Valued at five points:
1l. Conguer Turkey
12, Gain route thru Baltlc by mutra.l:l.zing or halding Bot, Bal.
Sve {or Den}), and Ska.
11 includss §,.7 plus 5, 10 includes 3, 9 includes 2, 6 ine
cludss L
G+ TURKISH OBJECTIVES
Valued st ons point:
1. Maintain original boundaries.
2. Cootrol Esstern Mediterranean by holding Aeg, EMe, Gre,
Valued at two points:
3. Inhibit Austrian growth
L, Control Black Ses by halding same ~
Valued at three poibis:
5. Control Balksne by holding all Balkan nations !
€. Inhibit Russien growth .
Velued at four points:
T« Conitrol Meditwrranean by holding Ion.
8. Conquer A/H
Valued at five points:
9+ Regaln early Eurcpean empire by holding Sev, Bud, Rum, Ser,
Alb, Gre, Bud, Tri.
10, Conquer Italy
11+ Conquer Russis
12. Contral Gibralter by holding ION, WMe, BAf, Spa (SC) Tun,
Aeg, and EMe.
12 ineludes 7, 11 includes 6, 9 includes B, 5 plus b,
TAELE II
To ilohibit growth is similar to maintelning status quo, but for
cne nation. Any time a nation is able to hold more than its own
boundaries and sphere of influenca, than it has been sble to grow
and you ha.ve falled in inhibiting its growth. (See table IIT).
Continued page &




Priority Dip con't

TARLE ITT

Spheres of influence under status quo - status quo is main-
talned when one nation invades and/or holds any provinee or sea
not in its sphere of influence or attemps to keep anyone from
passing thru a neutral sres.

Eng - Nth, ENG, WWG NAt, IRI,WWI

Fra - LYON, SPA, HEL

Ger - BAL, DEN, HEL

Its - LON, TYN, TUN

A/H -

Tur - EMe, AEG, BUL

Rue - BOT, BAR, RUM

NEUTRALS

Hol - W

Bwe = ADR

Por - MAQ

Gre - HAO

_TABLE IV
TERMINOLOGY
Inhibit = to not allow the thing to oeccur
Hold - t0 not allow anyone else the use of
Conguer - to remove all units of that nation and hold 2/3s of
" the supply and 2/3 of the non-gupply provinces including the Ca-
N pltal,
Guarantee of Soverignty - to keep any nation fram holding any
minor nation, and if recapturing such a nation not building for it
Supply line - an open or held contiguous route frox a garriscn
to any home province still in one's control.
Neutralize = owned by no power, if supply center than no unit
built for comtrol and declared neutrasl by last holder.

DIPLODEUR

Diplamacy as & game should be one of carsfully shifting al-
lia.nnes;far too often, too much weight is given to the tactical
manuevering of armies and fleets. In fact, it would probably be
a good strategy to not let the good tacticions get too far ahead.
Don't ever give up hope, I've seen a player with 15 units get
wiped out and the one with four units win the game - it's rare
however. One of the weaknesses in Diplomacy is that there is no

" value in caming in second. The practicsl game should end in &
" three or four way draw or should at least go on for 20 or more
#BIME YeArs.

There 15 far too much complete destruetion of powers! Use
your weakened powers! After flattening him try to ally with
him! TUse force to make allies, not empty thrones! Try to wean
Junior partners from burgeoning powers! It is a boring game that
haa rigid alliances!

There are five subjects covered in this discussion - 1. Types
of treaties, 2. Theory of the Stab, 3. Small power diplamacy,

L., Alllance shifting, 5. Unususl moves.

TYPES OF TREATIES

The most coumon treaty is the Mutual Offense, lat's get to-
gether and go after X. This is usually short range, but often de-
velops into Long Range. .

The Short Range treaties usualiy have a limited goal and are
elther scrapped or renegotiated or they turn into

treaties., These Long Range treaties are usually meant %o last the

gsme &nd either ineclude provisions for & draw or to help one or
the other win. The long range treaties are not always obvious at
" the start.
Another useful treaty 1s the Non Aggresion pact, we pledge
not to attack each other and you go one way and me the other.
Try to use Neutral Zone treatles; neither player will ad-
, vance into province X.
Do not neglect the Support pact. If I help you survive or
get X, you help me get Z.
Pick your treaties carefully, make only what you need and
. break them carefully. Try to make treaties with those you attack
a8 well.
THEORY OF 3JTAB
You always have to stab sameone or else you are being too
transparent, but don't get stab happy. It is an important weapon,
uge it carefully. A stab is only useful if you really gain fram
it and sre set up for it., Usually youwr first move is a stab, be-
- cause you have lulled somecne into false security., Be Judiclous,
you may want him as an ally later in the game, however, if you do
stab sameone he usually 1e an epemy thereafter. Remember also,
you have to stab a friend when you stab!

QUICK EEVIEW OF PANZERBLITZ

I glve thisgmmyeupobecmathc avorite game of most
map gamers. While the ldea 1s not new, it is the first time a
tactical treatment was applied to & map gsme. It is not quite,
but nearly, the same asimble topping - while lends itself to &
febulous cambination of both. For those of you who have TSG's
TAC #3 game, you'll have an idea of what it is all about; but\J
Panzerblitz is far superior, more than I expected.

The components are of campersble guallty to previous releases.
Red Simonsen's art work makes this the nicest board ever. Larger
than normel hexes are used, while the board is in three parts for
meldng cambinations a la Kriegsplel; L.e., 22 x 28 inch if aide
by slde or 66 x 9 inch if lengthwise,

Counters are ¢asy to read ouce you learn all the new fsctors.
The nrmor and same other counters use shadow profiles rather than
symbols « a nice effect. Fule book not a booklet but a clumsy
fold out that takes away from its good layout. The rules are ree
latively unambiguous and easily understood, however, there are
hew concepts o learn.

A campalgn analysis is an interesting extra, not needed %o play
the geme, Historlcal data, armor praofiles and unlt data are in-
cluded - much information for the table topper,

Twelve situations on situstion cards are the blg innovation
and you'll love them, They represent situations, not actual con-
ditions, of various battles from 1941 thru 1945. Plus they con-
tain veriable winning conditione, They include 8 move, 10 move
and 12 move gemes and from less than 20 units per side to 7O plus.
And I bet everyone will want to play Situation 10. I have yet to
decide which I like best.

Those who Jnow me well, kmow that I rarely enthuse over a new
game, but this one is the best since Bulge (sorry Anzio fans).
After the size of Jutland, the nothing cadled 121&, the color mad-
neas 0of_Anzio and the k:l.nd.erga.rben toy called Kriegspiel, we have
a game for the simplicists and the realists.....sbout Time, Thank
¥ou Jim Dunnlgen for doing 1t right.

SMALL, POWER DIFLOMACY
A severly neglected part of the game. Vindictiveness and

annihilation are not the choice courses of action. Attempts t /

annihilate bring about vindictiveness and vindietl
insures antililation in its turm. v Glivenses usual

Countries with one to four units should be courted and
should go courting. If you are being clobbered, try to become an
ally of your antagomist. Try to keep cne of your own supply cen-
ters for building, but forget about it if you have no choice. I
played & game where cne player had four units but hadn't
controlied a home center in five or six gsme years. You should
perhaps try to have an slly, who will support your existance out
of your homeland, other than your antagonist.

Big powerse should not ignore small powers. Use them to pro-
tect flanks, as a buffer. Small powers have to be grateful for
support., Try to oo them away from your enemy.

8mal) powers sheuld work on diplomacy with big powers. You
often carry the key to the game, Shift to maintain balance.

ALLTANCE SRIPTING :

This is not only for small powers, but everyome. To win you
need strong friends, especially early in the game, if they are too
strong they'll beat you, however. So you nmust shift your al-
liances now and then. This often accampanies & stab, An exampla
is you (A) Join B vs C. After a whils switch allisnces and Join
Cand Dve B. Get E to work on F and D. Now you have everyone
fighting everyone else and you pick them off at ease, "Promise
them everything, but you take what you ¢an.” Don't make, or let
yourself get into, rigid allimnces - they seal your fate!

UNUSUAL MANUEVERS or POTPOURRI

Why doesn't Germany get England and Italy to attack France
and then go after Russis and/or Austria?

Why doeen't France ever go after Italy and the Meditteranean?

Why does Italy always want to go after Austris or Germany? =
he only meets ancther enemy, why not support Austria and go after
France?

The idea is not to allow yourself to see only obvious course-
of action. Not only be aware of your strengths and weaknesses,
but play on those of other nations. Attempt to get other natic
to follow .courses of action that will benefit you. Don't be pas\J
sive and reasct to what others are doing., Be active! Fassivity
mever wins! How mbout Gemmany trying to be allies with &ll five
nelghbors?

Attempt to umite nations together who will menace your neigh-
hors. There is s0 much t4 do. Break up alliances,-advise stabs,
make friends. Don't sit still, Diplomaey should be a game of dip-
lomecy.
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_MEDITERRANEAN
~ THEATER

Fraau various sources ithe glesm of a grand concept to fight
W II oo & board without t0o much confusion has burst forth with
this articls, Tis can be played with acltl-oomsanders or just as
“wall by two players, all you need ia @mes of Afrike Xorgs and
a fev apare counters and an imsgination that will al-
low a fev sssunpiions o pass by.
mnmew:ﬂﬂllmtiuplriod épring 1941 -
Winter 1G42-k3; AX starts a bit early sod B'gred ends samwwhet
later, but it ynsonts RO large problem. Why would I play both
games simultanscusly’ Well, for cne, I wish to see whether, if
the Germans had concentrated s bit more oo Africs and the Mid
East, they could have conquared the Soviet Union. I think a lot of
people have asked this questionm - here is a chance to answer it.
All ahiks yules for thess m-mnmm&nﬂaﬂmn
suggested. Changes in the rules, 00B's and OOA's are pressnt in
thu articls.
. mwaym-mpllyedlimﬂtmlymdmmsofm
games ghould be coordinated so both are in the smme time epan;
i.e., June 1341 move in 9'grad should be mada while June 1941 1a
the move in AK. Move June 1 in AK, mm_s;gaa_mmma
in AK - mtild\alylmg,etc. )
lloting that Jermans generals admitted that Greece ouly held
up the Russian frontal assault for two veeks, we can plunge into
our changes, The AX game will begin at March 31, 194l. The Ger-
wan/ITtalian forces are placed as follows: El Agheils equals 21/3
Recoe; W-5 equals 21/5, 1 Sup; W-3 equals Ariete; also at W-3
_egusls Trenta, Savena, Bologna, Pavis, Brescia {may not mowe on .
firet turn). British forces: X-9 squals 2/3 armn {rated at 2=2-5);

%); Msus egquals O Sup (rated at 0-0-5) {May not move first

); Beb equals 9 A/20, 9 A/26; Tobruk equals 9 A/24 (may not

: £irst two turns); Mechili equals 3 I mtr {rated at 1-1-7);
Solluwm equals 5/22 Gds (may not move first turn); Mersa Matruh
squals 7 A/18 (rated at 2-2-4), 32 Tank bds; J=62 equals Pol/
0(9, 2 supply.

At the start of the game the British em.r mwet decide
vhether he shell go t0 the ald of Greece or not. I he does not
g0 to the ald of Greece be brings cn &% J-62 on the April 1, 154l
tum: 1 Am bde, 14 bde (1-1-5), 6 A/16 {1-1-4), 6 A/AT (1-1-b),
6 A/19 (1-1-k}, 2 WZ/h (2-2-6), 2 MZ/5 (2~2-6), 2 M2/6 {2an2uf)
Ignove OCA referstice o these units hers after, Otherwise, these
vnits ave in Byria as of 6/15/41, if alated o come oo AX board,
they do so 1a their appointed turn. However, if he doss 30 then .
+he Germans start the S'gred guos witk so lmmediste 5 factors iz
tteir replacement coint; plus an extre sdvantage detailed laser.

In the Juns, 1941 moves the Ghyman oclswnier sy dstach one
Corps from §'grad and put 1t enroute to Africa. This unit must
leave the §'grad bosrd from Werss¥ or Bucharest and arrives in

!-chu.uaa/aspan(nteaatl-a-Emdemmibcuuduau-

Afriecs on the July 1 wove. If the Brisish did not go o Giwek ald,,

then the first unit is assused %0 have left in May (if the Ger-
. mep player so decides) sud c¢an arrive June 1, 1541 move. The
Osymans may oontinne to ship a oorps at the rate of one & mowth;
m,uumwilmt,thmapmemu
oorps must follow and vise-versa.

These new units in Africa are «lso subject to lmlylim:l.t-
ationg. The Axis may sever have more than 100 fadtors in Africa
st one time sand all Italien amd AK wmits {2, 15, 50 and 165k
Divisions) sust be glven proferencs oo board over §'grad rwin-
forcegante. mmummmmmnrm
or yeturned to Russisn freut.

Delow 1s W4 table for conversion from §' tog.

8e8+6 Px equala’ 3:T=T-10, 3:2-2-12 (n mah-s-éw

- be used in plase of & 7-7--

10) o E i .

/7 N6 Pt equade 3:7-7-10, 1:2-2-12
36 Pz equals 2:7-T-10, 2:2-2-12
.<k=6 P/ wquals 3:3-3-10 (2 3-3-7 may be used a3 &
3-3-10)
3-3=6 P/G equala 2:3-3-10 .
beliali Inf equals 4:2-2-7, L:2-2-12
3=3-4 Inf equals 3:2=2-T
as & 2=2-T)
Only Gdarman and Italian units can be sent to Africs

{mny 2+2-h, 2-3-U may be used .

Co anstﬁnmemduntimmmbm Between
mommmﬂ:mmmmmmmt of the es-
onzpaaTts: below Tobauk £0°Quttere Depression, all movewsnt is
balved. !w-hmmmwmstﬁmum-mim

‘thtlhmncmlmtnm:otm Furthersore, anly

3 unites may be at eea for eithar side at a tims,

Now that we have aet the situstiom let us determine cur
cbjectives. - Basieally, it is up to the Germans to win and they
munt meet the winning eomditions for both games to eucceed., The
cblective of the srticle however is to show how the German
foress can get to the Southern Caucasus. )

Once the Garmans capture Alexandris, they still have the
Sinai and the Mid Bast to conguer, The MiduEast is bearly ime
possible to properly defend if the Sinai is breached, so all we
really have t0 do is determine (Oerman.conquest of Sinal and time
necessary to start funneling troope into the Caucasus region,

See the table a: the end of the article for Britisk 9th and
10th Amies' T00. These treops plus troops who can escape from
the AK beexd at J62, J-63, K63 or L-63 may be used for the Sinai

" defense.

Iryuuusethcrollawinsaectorctthemboud, you have an
area thet will suffice as the Sinal: I-16, J«17, K-17, L-18, M~
18=Bupl-5-2Faun0aBY, N-28, M-2B, L-27, K-27, J=26, I-26~--I-16.
The British oo the sscarpmente are doubled to u:lmuhtn the effects

. -
ot the sens, The Germms have only to breach the area between I-
26 and 0429 inclusive 3o have ceptured the Sinai. ALl British
troops still on Sinal when the Germans breach the Sinal (with a
supply that stretches across the Sinat to Arr:l.ca) surrender o the
Gennans .

The retreat and advence across the Hid-Ea.st takes one full
month {2 AK turns). Por every British factor saved from Africa
the Axis must detach an equal number of factors to form a defenw
sive wall, In sddition, the Axis must detrsct 16 fastors to
garrison Africe and Mid Emat.

mmdmmmmmmmrwem-
vert the proper nusber of factoers to S'grad units, placing them
any square between XX-29 thru XX-33 inclusive moving them that
turn., Movement thru the Caucesus mountain areas is two Bquares
per tum, rather than the cme square per turn. When the Germans
Teach Fersia, then the S'grad replacement rate is reduced to U
per turn.

Even after the fall of Alexandris the Germans receive their
replacement rate plus one (l.e. 3 factors per turn) until the end
of the AK game. These factors if converted to 3'gred board are
converted at the rate of 3 AK factors to 1 8'gred factor: This
ney only be done if the Sinal has falien.,

Same of the assumptions not inferred earlier are that Turksy
vould join the axis if the Germans took the mid east, Spain would
likely became more active causing the British to lose Gibralter
mmn.mm-ummmnmm.mmmm
the loes of Malta any way, Free Allied forces would cnly be left
south of the Sshars and I frankly don't imow if they would be mach
of a problem. mmmlpmmvm“mwmt, ville
the Rusatans wanld 5000 ‘be fucing them. Fiee Forces, other than
Africa, would only be in India, Trana-Ural/Siberias, Australia mnd
the Jmericas. Staggers the mind, nicht Wahr?

1. Free French bde

2. T A/21 and TAS25 (2-2-4) until Jan. 1, 191»2

3. 6/16 inf. bae (1-1-4)

44 20 Axmored Division wntil phced on AK boerd

S+ Plus (Greek force if not used in Africp.

+ 10th Awy-Ireg snd Iren

1. 10 Indien Divielon - 17, 20 plus 21 bdes {1l-1-5)

2. Arsb leogim (mnd Treas Joxdan Rifles) (2-2-7)

3. b Cav, bde {later 9 Azme bde) (2-2-7) .
TABLE OF CHANGES IN OOA g
A: CGermen ;

1. b/1/M1 - 15/115, 21/104, 21/8 M3 (2-2-10)

2, 4/2/41 = 15/33 Recce

3. 5/1/b1 - 15/8; 15/15 MC (2-2-10)

4o 7/1/40 - 90 Lt Div
Bs. British

1. 6/15/81 = 7 Armored Division

2, 5/3/41 - 4 Ind/fS in Syris (note & Ind Alv. units should

rate at 2-2-6)
3« 6/1/4) = k Ind/11 ay J-62

k. 8/2/61 - b Ind/5 mnd b Ind/T at J-62 43

5. & Ind/23 did not exist - Ao not use
6. 201 Ods is the 22 0da renmmed - do not use
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AGNE 0 END pvERYrEING? OB LN e e

I responded 0 an ad about a Hew game Tecelved the follow
ing rules from the inventor. The game looks very interesting and
could be fun. It ias for an unlimited mmber of players (T would
guess at leasat 12 are required) and is relatively simple, If T
get a sufficient number of responses, I'll monltor g game {unless
someane else will??), otberwise those who want to get into a game
can Write to the inventor who runs many games, He charges 10 cents
& move. I would charge $1 for each 10 move block of moves,

KUCLEAR DESTRUCTION
Copyright 1970 Hichazrd Loamls

Thie is a gamwe for any number of players and a moderator.
The moderator cannot play. Each player will have a ecountry with
a population between 25 and 60 million pecple. The cbject of the
game is to destroy the population of all the other players while
keeping at least one million of your own alive, There will be an
agreed upon number of minor countries (usually about 20), alsc
with 10 million population each.

STARTING - Each player will have $100 million in cash, 9 factories
20 missiles, and 10 anti-missiles, Minor countries will have 1
factory, 5 mlssiles, and a popularity index for each player,
(During a nuclear war, a minor country will fire his misslles
vhererer directed by the player whose popularity index is highest
in that country at that time). Beglmning each normal turn, the
moderator will give esach player a list of his present assets
(including $5 million income), a list of all the minor countries
where his popularity index is either highest or second, all dip-
lanatic nessages sent to him by other players last turn, and the
regults of his spies.

PLAYING (NORMAL TURN) - When & player recelves this information
he must do two things and may do any of five more things. The
player must:

1. Say what to build with his factories. Each ‘turn a factory
will produce either a missile, an anti-missile, or 1/3 of anoth-
er factory. A player may not spend more than 1/2 of his factory
production on antl-missiles.

2. Say where to send his spies. The player gets 3 spies per
turn. These may be sent to 3 different minor countries or 1 to a
player and the other 2 to minor countries. A spy to a player will
tell how many missiles and anti-missiles that player has. A spy
to a minor country will find out all of the popularity indexes
there, This will tell the player exactly how far shead or behind
he is in that ¢ountry.

The play=r may:

1. Give any amount of his cash to any minor country(s). {Tou
ney not go in debt), Each million dollars given to & minor coun~
try makes your popularity index in that country go up one point.

2. Give any mmber of your missiles to any mwinor country{s).
(You may give cash or missiles to ancther pleyer). Esch missile
given to & minor country increases your popularity index in that
country by 10 points. :

3. Offer & factory for sale. Minor countries will each bid
all the caeh they have been given. The minor country with the
wagt cash will get the factory, and the player will get the c¢ash
{to glve away again}, If 2 players offer a Tactory on the same
turn, they will each get the second highest bid.

L. Send a diplomatic message t0 ancther player. It should be
on a separate sheet of paper and should be titled like this:
"Diplamstic message from Nigeria to Egypt". Message will be de-
liversd next turn. You may say anything you want (even lia).

5. Start nuclear war by saying, "I am firing my missilea™.

! 1 battle portion of the game.
Eirix.::tum;; Tt he be::nnins of the pext twrn, each player will
be informed thet ruclear war has been started (and who started
1t), Also, each player will be given a list of the minor coun-
tries who will fcllow his tnstructicma on where to fire that
country's migsiles. The player will thepn imstruct these countries
where to Pire their missiles, and also say where e wents his
migsiles fired (a player does not have to fire any mlssiles uc
less he ls the pisysr wbo started the nuclear war. That pleyer
must fire at least one of his missiles), Generally missiles
should be fired at players, but you can fire same of your misei-

lea at a minor country. You may divide your missiles up anyway
you want. After all pleyers have fired their missiles, the mod-
erator will add up the missiles fired at each player, and sub-
tract the number of anti-missiles that player has. The remsinder
is the number of missiles that got through. For each missile *°
gets through, the player loses 1 million pecple and 1/3 of
factory. Minor countries lose only population, not factor
Anti-missiles aye only used once. Then all the players who EM
have at least one million pecple will have another production
turn where they spend money and build missiles again. After this
is angther battle twm, and this continues as long as there are
at least two players left. If, in one turn, all the remaining
players are wiped out, no one wins, and the game starts over.

The player who starts nuclear war has a slight advantage
of surprise. To allow for this surprise, the player{s)who starts
nucleay wer, on the first battle turn only, gets to fire 5 extra
missiles {only if he fires ot least 5 of hiz own missiles. If
he fires less than 5 of his own missiles, he gets one extrs mis-
slle for each one that he fires. This does not count minor coun=-
try missiles). Thase extra missiles must be flred on the first
battle turn along with the missilea that started the war,

GLOSSARY OF TERMS FOR REFERENCE

Anti-pissiles - produced by factories. They are fired by the
moderator after & battle twrn to stop as many missiles as pos-
gible, One anti-missile will shoot down 1 missile. They can only
be used once. They may only be used to protect the country which
owns them.

Battle turn - when a player announces in his turn that he is
firing his miesiles, the next turn will be a battle turn. At the
beginning of the first battle turn, the players will be informed
who started the war. Every second turn after that will be s bat-
tle turn. At the first of each battle turn, a player will be
given & list of all the minor countries which will follow his or-
ders that turm. In a battle twrn, & player will direct vhere t
fire hic missiles and those of the minor countries following
nis orders (you do not have to fire all of your missiles).

Cash - each player starts with $100 million cash and $5 mil-
lion more egsch turn. He also getse cash when he sells a factory
or when some other player glves it to him. The only use for cash
is to glve it to winor countries to increase your popularity
index there (oune point for esch $1 million).

Factory = produces elther: a missile, an gnti-missile, or
1/3 of snother factory each turn. A pleyer may not spend more
than 1/2 of his factory production on antl-missiles. A factory
may be sold by auction. The minor country with the most cash will
get the factory and the player selling the factory will get the
cash,

Minor countyy = a noo-player, small country operated by the
modarator. Minor countries will build missiles with thelr fact-
ories. During & battls turn, each will fire hig missiles as dir-

. ected by the player whose popularity index is highesi then, If

two indexes are tied, the minor coumtry will not fire his mis~
siles, but inform both players thgt he 1s walting to see who is
the moet generous,

Migsile=- produced by factories. Missiles may be fired during
& battle turn, at any country. Each missile destroys 1 million
people and 1/3 of a factory.

Moderator - the individual whom gll the turns are mailed.

Rormal turn = any turn other than a battle turn. At the be=-
ginning of each normal turn, the player will be given a list of
his total assets (includtng $5 million income) and a list of the
minor countries where his index is either firat or second. (This
1ist will be reported as if the player was tled for first in each
o those countries). For normal turns after battle twms, players
will be told the remaining populatiom of all the countries o_f the
world, snd aleo who fired missiles at them. In a normal tum, a
player will build, spend cash, send spies, send messages, and/or
glve away missiles.

Popularity index - each minor country has a popularity i
for each player. A player's popularity index will go up whene
he glves that country a misstle (10 polnts} or eash (1 polnt pe
$1 million}. The player whose popularity index is highest will
direct that country during the battle turn.

Spies - & player has the use of 3 spies during each turn.
Sples will be sent to minor countries and will report the popular-
ity indexes there, One spy per turn may be sent to a player to re.
port how many missiles and antl-missiles that player has. The 3
spits are never caught or detected, end ere used over and Over.
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D.).T. SAYSHH!H

ZEST GERIRS GAMES - GRID SYSTEMS
Mcﬁu

Lethsrs A-XX along the north and south edges, starting in the
/\ Funbere 1-58 running dlagonally south-west to north-east,

ting north-west. Ford MW of Adski is 825. State Fam 90 cove-
equares J16, J17, K17. The village north-west of the pond is
HHA2, That in the extreme south-east 1s VVSh.

Letters A-X{ alomg tha south and north adges, amithing partial
squares, Humbers i-55 running from south-west to north-sast. Fort
on beach 1 1s 0010, Carentan is QQl4. Fort on beack 12 1s CCA8.
Fort on beach 10 is 027. Fort on beach 3 is F3h,

1

Letters A-MM down the east and west edges, Mumbers l-i$ run-
ning north-east to south~west, starting in the north-west, St.
Pol 1a (3. Doullens is MY. Arras 1s Gl6. Peroone is V27. Hem i3
m35.

Fortress

Letters A-FF along the north edge, Numbers 1-35 rumning north-
east t0 south-wesi, starting nearly in the northewest coxmer.
Breman is Rll, Maounheim ig R24. Berlin is CC18, Munich 1s Z3l.
Barbarossa

Letters A-ﬂalmgtheustmdmtcdau starting in the
north. Mabers 1-35 running north-vest to scuth-east, starting
in the north-east, Heleinki is D18, Moscow 1s K. Kursk is Q18.
Rou?ov is Wi8. Bucharest is Z30.

Note - this mai-m-muﬁcmm, forget-
king the extra sire of the hexagons),

1t .

Lesters A-XX along the north and south edges, starting in the

vest, Mumbers 1=57 rmning south-west to north-east, starting in

Latters A = XX porth to south. Numbers are tricky singe they
csa't be put et the side of the board {black ses squares) and
will have to be made in white Letraset on the actual coastline.
Start mmbering st the south-west corner so that Mokp'o is on line

. Continue up the side s0 that Kwanglu is on line 7, Kunsan on
Ag, Soul o line 17. A% some point the mmbers must cross ihe

n the coastline so that An-Tung is on line 13, Final check -
an is L26.
Tannenberg

letters A - XX north to south. Numbers l-49 running south-west
to north-esst, starting in the south-sast. Tarnopol is M5,
Krekau is L128, Vilna is P28. Riga is G33. Danzig is QU2.

Bast

Letters A =~ II down the vest and east edges, starting in the
noren, Numbers 1-57 along the south and north edges, running
southewest to north-east and starting in the southesest. ;
Bastogne im X25. St. Vith 1s M21l. Vianden 1s AAl3. Dinant is M47.
Spa is D31,
Anzio Beschhoed
. Letters A to Y running west to east, down the north edge. Nume-
bers 1-24 running south-east to north-west, siarting in the porthe-
east, Aprilia is I13. Conca is P16. Anzio is H2k, Cisterna is TH.
Crete

Buds, Bay board, Letters A-CC west to sast., Numbers 16-30 alanmg °
the southern edge, Maleme sirfield is DlS. Suda
Bay is R10.
Letters CC to RR on the northern edge, west to
enst, Mumbers 37wkl on the southern edge.
Retimo is GG30. Western X square is CC43.
Heraklion board letters CC to RR along the northern edge, west

%0 aast. Numbers 52-59 along the southern edge.
Heraklion is GG51. X square is CC53.

Retimo board

Tactical Game 1k

Latters A to EE along the north edge. Numbers 1-37 rusnlng
aouth-west to north-east, starting in the north-west. Villages are
at F1Z2 and 122, Bridges are at Gl3, J22, T19 and AA2S. There is a
damsel in distress tied to a tree in 521. If you take the wrong
road late at night you will fall Into the marsh at M27.
I ’ 3

Strateglic board, letters A-Z down the emst edge. Numberas 1-25
running south-west to north-east, starting in the north-west.
Fome 15 I4, Pescara is Mi6. Termcli is T20. Napoli 1s Wl2.

Tactical board. Letters A-NN down the enst edge, Numbers 1-35
running south-west to north-east, starting in the north-west.
Civitavecchia is HL or I2, depeniing vhere you think the actual
buildings are. Rowe covers the aqums W2, x12, and X13. There is
a 6-6 unit marked cn KK23.
Fiylng Mgers

Letters A-YX along north and south edges starting from west.
Mumbers 1-56 along east and west edges, running south-west to
north-esst and starting in south-sast, Hanol is Ui-2, Zigon is H-
27, Kuming is PP20. Shwebo is P35. Chabua iz ULE,
lel

Letters A-XX along north and south edges starting froam vest.
Mmbezrs 1-57 along sast and weat edges, running south-west to
north-sast and starting in northwest. Pregue is EB-4l, Dresden is
X=30. Glogen is 00=32, Lelpzig is N-21., Berlin is V-13.

-> As noted in Commlttee Reports, Don Turnbull is chalrman of

SURVEY OF ARTICLES TN THE K"
R. Jolnson

I have been going thru the old issues of the "K" with
thoughts of complling an index. I sevw right away that Volume I
{2 issuee) had nothing in them of much interest as it coutalned
shiks notes and shiks mies and rulings.

vVoluss II (1 issue) vas mimeoed; but had an interesting
-arkicle of &n hisborical nature snl olber interesting items.
Valume IIT (2 1ssues) was similar to Volume I but had & new formabt

Volune IV (5 issuss)} began my editorship. My goals at the
time were to get out the "K" on time and reguiarly, and to begin

printing some articlss of a mere general iseus.

Yolume V smbarked the latest era. A larger newspaper/magazine
concentrating on stories of a general interest and famenting
saateur game deslign. The inttial idea being that we might re-
place (on a less grand scheme) SAT whick seems to have been a dead
issue last year, Of course, SAT has made a splendid recovery for
which we are all glad, but the "K" has been left out in the cold.
Fow our goal is. to try to be cua of the better amateur magazines.
Tor this, we require your active support by sending us articles.

For this survey I bave ignored articles that are of interest
only to ahikes and ahiks rules, vhile choosing those of a gonaral
nature, news ltems or of special interest.

 This goee me & list of 25 auwthors, vhich is hss than 1/5 of
total membership of ahiks. Besides a few of these articles vere
tten by non-shiksers- a policy that I hope to inerease 1f I'm

L]
A fow facte: 63% of the articles written by 6% of shiks
Bob Johnson wrote 30%
Don Turmbull wrote 0%
Dick Holcombe wrote &%
I listed 17 categories of articles %o see what kind of spread
of interests we vere publishing. The leaders are:
Miscellanecus - 25%
Diplomacy - 16% v
Variants -15%

BAT/Test Cerles Games rulings, He and/or his committee will assign
grid coordinates and collsct rulings on all TSG games. Aunyone

vho has received any answers to questions, rulings, ete. from TSG
or 84T should send him a copy for dissemination,

|
A

It vwe combine the articles on a particular game, we have
another 16% with Battle of Britaein leading this group with 8%.
Other topics were: history, geme strategy, theory and philosophy,
PEM rules, comlc, book review, rule changes, and an actual nevw
emgteur game (of which not included at this time).

I vas memmmunnsoruuumsua )
historical nature, Not so gurprised that geme strategy and theory
and philoscphy were low. What we need now is to kaow what you the
readsr are most interested in. Won't you let us know?

The Courier
AMERICA'S
NEW
WARGAMING MAGAZ INE
Articles on Napoleanics,
Ancients, AMR, ACW, Naval,
Modern wargaming
BY

Scruby, Sweet, Vietmeyer,
Featherstone and others

Published 10 times per year
$3 USA, 34/- foreign
Sample copy 35¢ USA, 4/- foreign

THE COURIER 45 Willow St.
Brockton Mass 02401 USA
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COMMITTEE REPORTS

‘@ Multl Plasyer Game Committes - Glen Hertz {622 Pine, Owasso, Mi.
L8867) . ‘ ..

The response to the last call for monitored and multican-
mandered games players has not been exuactly overvhelming, Eight
replies 15 all that I've received. Bob suggested that perhaps a
questioonaire was in order., The fallowing lists games which might
not be familiar to everyane, but have been suggested by some as
poseible games, The name of the perscn- to contact for more info.
on the game 1s included. If you want to pPlay it, please 1list it or
the gheet. The games I've listed elther incorporate hidden move-
ment or enough counters om each side io warrant the use of several
camnanders. For this resson games 1like Afrika Korp are not listed.

STALINGRAD IT (suggested by Glen Hertz), The OBs appeared in
84T, A game is currently being played by non-Abiks players and is
published in a magazine, "Barbarossa Bulletin”, at & cost of $3.
50 a year. Magazine published by Paul Jameson, 24§ Magnolia Fl.,
Plttsburgh, Fa., 15228, Rules, 0B, counters, and 8 x 11 sheets to
construct the .8' x 6' map can be obtalned fram George Phillies,
510 Ashdowne House, 305 Memorial Dr., Cambridge, Mass. C2139.

GALAXY (suggested by Sid Cochran) - Sid is the only Ahiks mem=-
ber I know of who can monitor this game, I'l]l pass your name along
to 81d if you want to play.

WEST WALL &b (suggested by Bill Heim) - designed by Scott
Berschig, Bi1l Heim, 27964 Bdgecliff, Haywaxd, Calif, glisha,
should be able to answer any questions rertaining to rules, ete.

Plegse ill in the proper Iccations in the questionnaire. If
¥ou desire another gsme be played that isn't listed, please send
camments as well, . :

@  Meubersnlp Booklet Dealgn Comaitbee - Mike Malome {10500 SE
220th, Eent, Wa. 95031)}. Another new committee. Mike will need
some help, ineluding anyone with an artistic flair. This booklet
will replace membership cards, welcome letter end back "K"s. It
will ineclude the information a member will need to know about
ahiks, the ICRK, PEM, etc. Flus have a page for every game that
will include guides, rule changes, rule clarifications, ete.

Gonsiitution/By-Tsws Committee - (all officers) - Well, our

Job seems to be about done, now 1t is up to you to ratify the
documents or not - then this committee will be disbanded,

75G/84T Committee - Don Turnbull (6 St. George's Ave, Timperly,
Cheshire, U.X.) - Another new caomittee and the obvious choice
for chairman. I don't think anyome has & greater interest in
these games or has done more thinking on them. Don {and his ¢
mittee) will mssign grid coordinates for each game, and colle
rulings for esch of the games, It is requested that anyone who
has asked for rulings fram S&T, and has rTeceived tkem, to please
forward them onto Don {or to your RD, who will forward them onj).
Such rulings will start appearing in the "K', ete,

@ RULES COMMITTEE

A new coamnlttee that has had meny interested members; however,
we need a chairmen - 1s anyone interested? It would have three
functions:

1, Rewrite or reorganize marufacturer's rules so0 they are more

readable and logical;

2. Alter manufacturer's rules so they represent a more cogent
reaagning;

3. Extensively modify and/or create rules for produced games
to increase enjoyment {(i.e,, make % simpler or AK more
complex ).

in the case of the first two functions, these will not con=-
flict with games already begun snd/or ruled upon by the Judgs.

In function 2, the result to be official will be voted on by the
nembership. Function 3, is not to produce officiasl rules, however,
they may become official variants if so voted by the membearship.

If there are T of you out there who would like to try thls var—
ient on a 10 year basis, let me know and I'll run the game in
Diplodeur. Cost is $2.50 {$2.00 if you already are playing a game
in Diplodeur). This could well be the last geme started in Dip-
lodeur, so 1f you want to play in this poor substitute for great
literature - here 1s your last cheance.

REPORTS ON GAMES FROM STRATEGY AND TACTICS
D.J. Tarnbull

Normandy {Test Series).

A tactical gewe concerning the Nomendy landings and the first
veek of fighting ashore. Flay is about Bulge level of camplexity.
The game is very sultable for postal plsy - Tony Jones snd I are
already locked in battle.

The rules are clear and easy to apply. There ls rather an are
tificial supply rule which effectively restricts the Allied ad-
vances inland; also naval gunfire support can cnly be applled to
beach squeres, which might be thought unreslistic. However, in
general, the game i1s most playsble.

Rating {on 10 point scale ) = 7
Flying Fortress I (Test Series).

A ptrategle game coocerning the Allled bambing of (erman ine
dustry towards the end of the war.

A most interesting game - perfectly sultable for postal play.
There are cersaln arguable polots 1n the rules, but on the whole
they are quite well thought~out. The presentation of the rules is
a little confusing., The cambat results teble 1s perhaps rather
harsh, and the game 13 alightly blased towards an Allied win. On
the whole, an interestiog and playable game. Cuamplexity sbout
Stalingrad level.

Ra.ting - 6.
Tactical Game 3 (Test Series),

The closest approach, on a board, t¢ a table-top game. Very
playsble indeed = the game is the forerunner to the AH Panzer-
blitz, which means we are looking forward to the production of
the latter,

Quite sultable for postsl play.

The rules are clear, although there are some arguable points
which hawve been improved 1n Prnzerbllitz. An interesting and ex-
cltlng geme to play, with plenty of opportunity for tactical
maneouvre, Complexity about Stalingrad level.

Rating 7. (When Panzerblitz arrives, we reckon we will rate it 9
on the same scale).
Bastogne (From S&T 20).

We haven't tested this one yet in the Albion. However, com-
mente from others indfcate that this is a "flerce" game - more of
an exercise in traffic coutrol than in tectical/strateglc thought.
There are some very interesting new design concepts in the rules,
and 1t seems perfectly sultable for postal play. It looks about
as camplex as Anzio.

The Flight of the Goeben - Strategic (From S&T 21).

A very good game, rather on the linss mechanically speaking,
of Midway or Jutland, The rules are clear and well thought out,
and contain one or two interesting new features. This would make

an excellent postal game, using & monitor to control the search
procedure. No grid system is needed, since the board already has
area references, Complexity sbout Midwey level. Rating - 8.

{There is a tactical version of this game, spparently b
the Fletcher Pratt system of combat. We haven't yet tested
version; we anticlpate that we will not regerd 1t as a sul
adjunct to the strategic game, since the latter stands up well on
its own. However, both games come in the same issue of 3§T. Some
unit counters have been cmitted fram the set, which is an anncy-
ance ),

Anzio Beachhead (From ST issue 20).

A marvellous ‘mini-game' concerning the landinge at Anzic.
This is not, by the way intended to be an adjunet to the AH Anzio
nor does there seem to be a sultable way of combining the two
games,

However, this is & very interesting game which can be played
in a relatively short time, either by mail or face-to-face (the
latter is marginally preferabls, we think since the sixelmpulse
system of movement means that come letters in a postal game would
refer to a few units only, the majority staylng in place}, The
rules are very clear - we dldn't find a single source of contra=
diction or of possible misinterpretation. Complexity sbout
Stalingrad level. Rating - 8.

Itoly (Test Series).

We haven't tested this geme yet, s0 we cannot rate it, It is
en attempt to do what the AH Anzio falled to do - glve a combin-
ation strategic/tectical game on the Italien cempeign, using two
boards %o do so0. There seems to be no reason why this game should
not be played by mail,

Barbarosss. (Test Serdes),

A re-design of the Russien campalgn, using a two-ilmpulse sys-
tem of movement. It is an improvement on the AH Stalingrad in the
sense that the German break-out into Ruseia ¢an be reproduced
more accurately. However, the campalgn gome itself is too long,
and we think players will be well advised to stick to one of the
four 'short' games, rather than trying to cambine them into a
mammoth campaign. Unless you have many many years available, that
is.

The rules are quite clear, but there are scome gaps. T '
partial squares or otherwise is s criticsl factor in the ;
yet we appear to have a most unrealistic ruling on this matter
fram S&T., Similarly there seems to be some dispute as to exactly
what constltutes a river square, These things aside it is an in-
tereeting and enjoysble game t0 play and qulte suitable for PEM,
Complexity about Blitzkrieg level.

We ati1] prefer the AH Stalingrad, though if you wang to play
4 game on the complete campalsn ln s reasonable length of time.

Rating - 6,




