
OPERA TlONAL ANAL YSIS 

A PRODUCTIVE APPROACH 
Developing Economic Strategy in After the Holocaust 
by Steve List 

There are early sig ns that After the 
Holocaust is building up a v igorous 
multiplayer following tha t takes the whole 
business very seriously and operates at a 
very intense pitch, The game system is prob
ably too comp lex and demanding to 
generate a widespread network of players 
such as surrounds Diplomacv but, never
theless, it seems that Irad Hardy and I have 
put in motion a system of considerable 
momentum Here Mr, List tells you how to 
give it a run for its money, - RAS 

Playing After the Holocaust is much like 
riding a bicycle - learning how takes con
siderable time, during which one's perform
ance is painfully inept. Once mastery is 
achieved, it seems so easy one lets his atten
tion wander, often with a painful "crash" as 
a result. This is a game in which the internal 
logic of the system is the chief opponent. 
You must be able to beat the system before 
you have a prayer of beating a human oppo
nent. 
A TH depicts the continental U.S. after a 
nuclear war, fragmented into areas of sub
sistence agriculture coalescing into four 
distinct "regions" whose leaders, the 
players, are competing to dominate each 
other. The game mechanics provide for 
military forces, but this is not a military 
game. Players must produce the food, raw 
materials and manufactured goods to keep 
their economies operating, and (appropriate
ly for a part of the "Power Politics" series) 
the game requires that competition, to be ef
fective, take place on several levels, not all of 
them overt. Skill at trading and diplomacy, 
long range planning and administration can 
win without it ever being apparent there is a 
real conflict going on. 

Militar)' Action 
Initially, let us dispose of the question of 
military activity. For the sake of discussion, 
each working labor and mech point is said to 
be able to produce one "production point" 
worth of output. Thus one food, fuel, or 
metals point is "worth" one production 
point, the labor needed to produce it. 
Similarly, a single mech point is "worth'" 
1.5, a Consumer Point (CP) is 1.4, and so on. 
Consider a hypothetical, "typical" region of 
8 or 9 areas, in Social Stale 3.lt has a popula
tion of 50 labor points and is fully mechaniz
ed with 150 mech points. The region can turn 
out 200 production points each turn (always 
assuming a 100070 harvest), To maintain itself 
in Social State 3 requires one food and two 
CP per labor point, or 50 and 100 respective
ly, which will cost 190 production points, 
which shrinks to only 2 when we consider 
that two labor points must be in the transport 
sector where they produce nothing and can-

not be mechanized. The cost to mobilize 
military units is the direct cost plus loss of 
production, which in this Social State ranges 
up to 20 production points for a mechanized 
division. Obviously, the cost is out of reach. 
If military units are somehow built or ac
quired, they must be maintained, and this 
cost runs from 6.4 to 8,8 production points, 
depending on unit type, which could be paid 
out of stockpiles only as long as they last, 
while the production lost by labor in military 
units is unrecoverable. 

Drop down to Social State 2. Here the 
labor:mech ratio is I :2, so the region can put 
out only 144 production points (after deduct
ing labor for Transport). Now only one CP 
is needed for each labor point, which com
bined with food means the output for state 
maintenance is 120, leaving a surplus of 24. 
Likewise, at this Social State it costs less to 
mobilize and maintain military units (as the 
lost productivity per labor point is less), so an 
army of perhaps a half-dozen divisions could 
be created Over several turns and maintained, 
depending on the food and CP stockpiles . If 
such stockpiles or outside supplies are not 
available, only three divisions could be sup
ported by this size surplus. 
Mass armies are just not compatible with the 
higher Social States. But if the region were in 
State I, it could produce 96 points while 
needing only 57 (50 food and 7 for 5 CPs) 
which would leave a surplus of 39. This 
would allow mobilizing two mech divisions 
per turn, or a whopping 13 militia points . 
Again, maintenance costs are lower, but 
again only 6-7 divisions could be maintained 
without drawing on stockpiled or imported 
goods. The only "good" thing here is that 
the larger your population, if it is maximally 
mechanized, the larger your surplus as the 
cost for CPs remains fixed. Thus larger 
regions in State 1 can afford to support larger 
armies. Unfortunately, there isn't enough 
time in a ten turn game to expand prodigious
ly, build an army and still industrialize 
enough to get above Social State 1, so having 
the biggest battalions on the block is a sure 
way to lose. 

Players cannot afford a standing army. 
Neither can they afford to continually 
mobilize and demobilize the same units, so 
the moral is don't build them unless you have 
to, and once you've got them, use them for as 
short a period as possible. Brief, if non
existent campaigns are best. The blackmail 
potential of mobilizing first may cause an op
ponent to build units he can't afford, with 
the resulting damage to his economy being all 
the edge you need to beat him non-militarily. 
In other circumstances it may pay to attack 
an undefended area control marker to either 

give you a better chance to take it by 
plebiscite or just deprive someone else. But 
recognize that sustained, large scale military 
operations are too parasitic. Usually, you 
can use them to destroy an opponent only at 
the cost of your own chances for victory. 

The Gradual Approach 

Assuming no one cares to play soldier, what 
are the chances of victory? In order to be 
eligible to win at all, a player must have his 
region at least in Socia.1 State 2 on turns 9 and 
10. This is achieved by awarding each labor 
point one Consumer Point in each of those 
turns. While it is possible to stockpile CPs, 
for now it is assumed that they will be 
manufactured in the turn they are expended. 
Another set of simplifying assumptions is 
that each region will not have added any 
areas, so that after two rounds of population 
increase the population will be either 36 or 
43, or on the average, 40. Thus the player 
must be able to produce 40 CPs each turn, 
which will require an industrial capacity of 24 
and raw materials of 16 food, 8 metals and 8 
fuel (plus one for domestic transport). Com
bined with the 40 food points needed to feed 
the population, this requires 97 production 
points per turn. This must be produced by 38 
labor points, since two are required for 
transport, so each one must turn out 255070 
productivity. This would require there be 
1.55 working mech points for each labor 
poin t, for a total of 59. This is well within the 
2: 1 ratio allowed for Social State 2, but it ex
ceeds the ratio for State 1. Since production 
must occur at State 1 before CPs are expend
ed to reach State 2, this means it is impossible 
to produce enough to go from State I to 2 in 
one step. There are of course ways around 
this, the most obvious being to stockpile the 
CPs needed on turns 9 and 10, since there is 
not turn II. Trouble is, as soon as the CP 
stockpile reaches 500/0 of your "deprived" 
labor force, you run the risk of a strike that 
could blow it for you. 

A somewhat better approach is to stockpile 
the raw materials you will need and as much 
of the CPs as is safe . For a labor force of 40, 
35 would be "deprived" normally in Social 
State 1: so a CP stockpile of only 17 is the 
best that can be done. Allowing for 
shrinkage in the stock and the fact that CPs 
must be built in lots of 5, you would still have 
to build 35 each on turns 9 and 10, so the in
dustrial capacity requirement would have 
dropped only to 21 . This approach would 
also cost money, as you stockpile excess raw 
materials and then on turn 8 spend grea1 
sums to transfer labor to industry and build 
up capacity. 
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A far better approach is to work up to it 
gradually. Go to State 2 a sector at a time, 
starting with the ones using the least labor. 
This will increase productivity by addition of 
mech points rather than manpower to the 
sector, leaving the manpower in agriculture 
to build the farm surplus needed when you 
start building great slugs of CPs. Industry 
should of course be increased in small in
crements throughout the game, as this is 
cheapest in investment terms and allows pro
duction of more and more mech points each 
turn. By turn 6 your industrial sector should 

. be large enough to build the CPs needed to 
boost it up to sector state 2 itself. One labor 
point with its attendent mechs will produce 
the CPs needed to allow 4 other labor points 
tQ be mechanized 2:1 for a net output of 12. 
Similar advantages hold for the fuel and 
metal sectors as well. The last sectors to be 
upgraded are transport (because this gets you 
nothing but the right to upgrade the region as 
a whole) and farming (both because of the 
number of CPs required and the fact that it 
will be late in the game before you have 
enough mech points in farming to need the 
higher state). Just watch out, because as the 
number of' 'deprived" labor points falls, the 
fewer CPs you can safely stockpile. 

Achieving Social State 2 is not impossible. It 
is not even difficult. It just requires that you 
know what you are doing and that you plan 
ahead several turns, not making any foolish 
mistakes. Social State 3 is achievable in time 
by the same methods, but it will seldom be 
reached in only 8 turns. The player with the 
largest number of areas in Good Control in 
Social State 2 should normally win the stan
dard game. 

Productivity 
Before discussing the peculiarities of each 
region, productivity in and of itself should be 
touched on. In sector state 0, a site can pro
duce only I production point (for the 1 labor 
point allowed). At state 1, this jumps to 4 
(for 3 labor and I mech point), and after that 
it increases by 1 (due to added mech) for each 
increase in the Sector State. Since only one 
CP is needed in the sector to maintain Sector 
State I, it is obvious that this State yields the 
greatest productivity per consumer point per 
site. It is also the least productive per labor 
point (barring state 0). While 2 metal or fuel 
sites would allow any of the regions to get 
most if not all of their needs, they would be 
losing the benefit of mechanization, and this 
would hamper the climb to higher Social 
States. A more effective approach is to ini
tially staff a sector with only one labor and 
one mech point; expending one CP on this 
lone labor point raises the Sector State to 2, 
allowing a second mech to be added so that 
an output of 3 per CP is achieved, which is 
more cost effective than having three labor 
points with the two mech points for an out
put of 5 per 3 CP per site. 

To increase output, though, it is necessary to 
have more sites and expend more CPs in the 
sector. This kind of quandary is what pro
motes trade; as long as a player's needs for a 
commodity is low, he can either not produce 

it at all or use this cost effectiveness trick, 
while trading for what he needs above that. 
Eventually, though, his needs will require in
creased output, necessitating additional 
manpower and mech points, and possibly 
more CPs. The ultimate key to effective 
overall productivity is the player himself. He 
must do things by plan, not improvisation. 
He must on one turn be aware of what his in
dustrial capacity on the next turn will be, 
what manufacturing, production and trading 
he must do this turn to properly use his 
capacity next turn, what labor reallocation 
and investment will be needed to accomplish 
all this. He must always arrange to have an 
industrial capacity such that he can build 
what he needs and has raw materials for 
while fully utilizing his capacity. Under
utilization is not only costly in monetary 
terms; it means labor and/ or mech points are 
sitting idle, consuming food or depreciating 
while producing nothing in return . 
The four regions are started with widely vary
ing resources , but only one can be said to 
have enough of every type site . In the early 
game, when most production is of mech 
points, fuel is not as big a need as metal, so 
the Midwest's 3 fuel sites can be considered 
adequate, while its 6 metal and 14 plant sites 
are more than enough. The Farwest has low 
but adequate numbers of plant and metal 
sites (9 and 4), but only 2 fuel sites (and fuel 
may be more important to the FW since it is 
so far from the other regions; they can trade 
among themselves with the fuel left over 
from domestic transport, while a round trip 
to the FW costs nearly a whole fuel point). 
The Northeast has abundant plant and fuel 
sites (16 and 7), but only two metal sites. The 
Southwest is in the worst shape, though. Its 7 
fuel sites are more than it needs, while it has 
only 4 plants and 1 metal site. The MW and 
FW will probably have to import some fuel, 
and the NE metal. The SW will have to im
port both metal and manufactured goods un
til it can build or acquire additional plants. 
As noted, metal is generally a more valuable 
raw material than fue l. In the initial setup, 13 
metal sites are controlled by the four regions. 
There are only four other metal sites (2 of 
which are in Canada) "unaffiliated"; for 
fuel the figures are 19 and 4 (all in the original 
US). There a're also 11 unattached plant sites 
(1 in Canada). Unfortunately for the SW, 
none of the metal sites is adjacent to the 
region. FW is the only region adjacent to 
metal site area 1207, MW to the Canadian 
metal area 1615, while MW and NE are both 
adjacent to Canadian area 1320 (with a plant 
and metal site) and to the extra-rich area 0718 
(with 2 plants and a fuel site as well as a metal 
site). The SW is adjacent to 1014 and 1015 
with 3 plants between them. 

Given the above, "logical" expansions of 
territory would see FW getting 1207 and 1408 
for a metal and a fuel site, NE getting 1320 to 
ease its metal problems, and MW 0718 to 
pick up more fuel, leaving SW to alleviate its 
plant if not metal shorts by getting 1014 and 
10 15. The problem is that expansion itself is 
not too logical, especially early in the game. 
Only MW and SW have extra transport to 

devote to this, and no one really has enough 
CPs (or money, for that matter) to expend on 
it. Adding areas will add population that 
must be mechanized and ultimately provided 
with CPs, meaning that the ultimate in
dustrial capacity will have to be larger. Ex
pansion done too early will slow industrial 
growth and possibly allow other players to 
get too much of a lead; waiting too long will 
run the risk of someone else grabbing the 
choice real estate . In addition, lack of sites or 
the need to have the most areas in order to 
win may force one to expand. In short, the 
question of expansion is one of the many 
headaches the game provides for us all. 

Regional Strategies 

The various stockpiles and allocatable mech 
points each region begins with wil1 cause 
them each to "start up" in a different 
fashion. Possible strategies for each are 
outlined below for the first twO or three 
turns. 

NE: With a food reserve of only 3, this 
region must put most of its labor into farm
ing and hope for at least a 901170 crop on the 
first turn (the odds in favor of this are 5-1). 
Put 26 labor into farming, 2 into transport 
(mandatory), and 2 with the 2 allocatable 
mech points into industry. On the first turn, 
build 4 mech points , placing 2 into farming. 
If you don't need to trade for food and can 
trade a mech point for at least three metal 
points, do so, placing the last mech point 
(and another labor) into industry. This will 
allow the building of 6 mech points on turn 2. 
If you cannot trade for metals, place the 
fourth mech point and a labor into your 
metal sector to provide raw material for turn 
2 production, when you will again build 4 
mech points. On the first turn, expend CPs 
only on sectors in which you have mech 
points, so they can be used the next turn. 
Failure to expend a CP on transport will 
cause you to drop into Social State 0 on turn 
2, but this is no real problem. It will prevent 
you from conducting plebiscites, which you 
are in no position to do anyway. At any rate, 
you will now have 25 labor and 8 mech points 
in farming, allowing you to withstand 
another 901170 harvest even if your food 
reserve is gone. At the end of turn 2 you will 
be out of metal and CPs, so plan on produc
ing these on turn 3 if no trade prospects are in 
sight. In general, concentrate on building 
mech points to put into your farming and 
manufacturing sectors, and for export to get 
the fuel and metal you need to operate. After 
several turns, you should have enough 
cushion in farming to divert labor and mech 
to your own fuel and metal sectors if 
necessary. If you can export fuel to obtain 
metal, do so and keep your mech points at 
home. 

MW: This region has a larger food reserve, 7, 
but has on!y one fuel point on hand. Still, 
this is enough for domestic and limited 
foreign trade on turn one, so this region can 
essentially follow the same plan as the NE, 
with the advantage of having an extra 



allocatable mech point, and not having to 
trade off mech points for metal. The extra 
mech point can go into production of metal 
for export, hopefully to obtain more 
mechanization. Unlike the NE, though, the 
MW will have to trade for or produce both 
fuel and CPs on turn 2. 

S W: This region has the largest food and fuel 
stockpiles, enough metal for first turn use 
and enough CPs and extra transport on hand 
to expand on the first turn. But where to ex
pand? Area 1015 wou ld net 2 plants im
mediately, but taking area 0616 would place 
you adjacent to the rich 0718 area, in a posi
tion to battle NE and MW for it. The SW has 
an advantage over the other two eastern 
regions in that it can start with 3 labor and 3 
mech points in industry and build itself 6 
mech points on the first turn. It can for a 
while out-manufacture the industrial NE, 
but it will have to import more metal and 
spend a lot of capacity either building plants 
or expanding into plant-bearing areas . 

FW: The FW is essentially the same as the 
NE except the threat of a bad first crop isn't 
as debilitating. Fuel is less available and more 
in demand for foreign trade, but more 
allocatable mech points and CPs are 
available to permit fuel and/ or metal pro
duction on the first turn. Because of the 
distances involved, the FW may find itself 
less involved in trade and forced to be more 
self-reliant than the other regions. 

Free Market 

Trade is heartily recommended by the 
designer; it allows you to obtain goods 
without expending labor or CPs directly on 
them. It requires, however, that somebody 
has a surplus of what you want while you can 
provide him with what he wants . Obviously, 
if everybody produces mech points for ex
port on the first turn , trade will be stymied. It 
is of paramount importance for players to 
constantly communicate, so they can plan 
production of goods and raw materials based 
on what they anticipate importing and ex
porting. Unfortunately, a string of bad har
vests in the early game can sink you; a player 
who finds himself continually forced to build 
mech points to pay for food imports will 
never be able to adequately mechanize any of 
his sectors until he either gets a run of good 
crops or resorts to draconian measures like 
starvation and dissociation. 

As the rules on trade say, "this is a free 
market situation," and the old saw applies 
that the true value of a thing is what someone 
is willing to pay for it on the open market. 
Values will fluctuate, of course; you will 
gladly pay more for food when facing starva
tion than when you have a surplus yourself. 
It is in trade that much of the competition in 
this game arises, as players deal not only to 
obtain for themselves but to deprive others . 
Certain principles apply, epitomized by such 
phrases as "over a barrel" or "by the short 
hairs." It is easier to deal from strength than 
weakness, and jf you are the sole source of 
something, you can name your price. But no 
one is likely to either corner the market or be 

totally out of something, so absolute 
monopolies will be rare. Most of the time, 
mutual back-scratching will be required 
(though mutual backstabbing must always be 
watched for). 
While market values will have to fluctuate, 
everyone should have his own guidelines 
when entering into deals. Those presented 
here are not holy writ, but seem to be a 
reasonable basis for negotiation. First, cash 
is a minor commodity. Unless you frequently 
engage in contested plebiscites, you should 
be able to tax yourself for more cash than 
you will ever need. Take it in return for real 
goods only if you must or if it is a sweetener 
to a deal. On the other hand, if you can buy 
real goods for cash you don't need, do so 
gladly. Secondly, real goods can be classified 
as one or more of the following types: Raw 
Material, Manufactured, Durable, Con
sumable, and Productive. Food, fuel and 
metal all are consumable RM and as such can 
be regarded as basically equivalent, or equal 
in value . This is biased by the general market 
condition that food is scarcer in the early 
game, fuel becomes more in demand later, 
and metal starts out valuable and gets more 
so; even so, short-term supply/ demand con
siderations will be the final determinant. All 
other goods are manufactured, and all but 
CPs are durable. Of the Durables, mech 
points are Productive as they can be combin
ed with labor to create more RM or manufac
tured goods. Plant and transport points are 
in their own ways essential to productivity, 
but are not directly productive. Plants are 
like RM sites and transport something like 
idle labor in that they consume without pro
ducing, except that they are "essential 
overhead." 
Trade of manufactured goods for other 
manufactured goods or RM is muddled by 
the fact that industrial capacity has been used 
in their making. A trade of 2 plants and 3 fuel 
points for 3 transport and 1 metals point plus 
$4 is exactly even in one sense, but not in 
others. Similarly, the face value of 1 
transport point is the same as 2 mech and 1 
fuel point, but this ignores the productive 
nature of the mech points. 
The player trading them away is giving up 
not only the 3 "production points" it cost to 
make them, but the productivity they would 
yield in the future as well. Along these same 
lines is the consideration that when any 
manufactured goods are produced for trade 
purposes, the manufacturing player is 
foregoing the manufacture for his own use of 
mech points and the productivity they repre
sent. Consumer points are especially hard to 
evaluate, since they are by definition con
sumable manufactured goods. A player 
trading one away should certainly try to get 
in return the RM represented, but something 
additional as well to pay for the manufactur
ing "cost." Trading of mech points should 
recover the "face value" and something 
beyond to pay for the future productivity 
(which of course will decline as the end of the 
game approaches). This concept is similar to 
that of the present value of money, or dis
counting. 

Keeping all this in mind, one mech point is 
worth at least one transport point; early in 
the game, it is worth at least 5 RM points 
(more, if payment is deferred or spread out) . 
On the other hand, a Consumer point (face 
value 1.4) should bring at least 3 RM, if not a 
piece of some other manufactured goods. In 
one game, a player chose to make 10 CPs 
which he traded away, for a net result of 3 
mech points received for 2 fuel points ex
pended. This was lousy trading because he 
could have built himself 6 mech points at the 
cost of 3 metal points. In effect, he "saved" 
one point of raw material at the cost of 3 
mechs. A transport point, as noted, is worth 
less than a mech but should always fetch 3-5 
RM points in a trade. The value of a plant 
built for export is hard to pin down, except to 
note the building player coul.d almost build 4 
mech points for the same cost. 

These arc all rough guides, highly sensitive to 
market conditions and a player's immediate 
needs. For example, two players may make a 
seemingly unequal trade of manufactured 
goods just because producing what they do 
allows 1000/0 utilization of industrial capaci
ty. Cash values have not been discussed 
because they are distinctly secondary. These 
guidelines will not guarantee prosperity in 
every trade, but they should prevent unmer
ciful fleecing. 

Options and Variations 

In the ordinary ten turn game, no one should 
be able to reach Social State 3, let alone 
higher . There are optional rules worth con
sidering, however, which will alter this. Rule 
28.0 provides for investment in R&D to in
crease productivity, and rule 30.0 allows ex
penditure of fuel in the farm sector (as fer
tilizer) to increase harvest dice rolls . Neither 
of these will have time to have much effect, 
however, unless coupled with rule 36.0, the 
Open-Ended Game. This dispenses with the 
10 turn limit, allowing the game to go on 
"until one player literally dominates the 
others." This is all that is said about ending 
the game, or victory conditions. I suggest the 
game end when one player controls 31 of the 
60 areas, at which time the standard victory 
point formula is applied. 

While this open version provides plenty of 
time for a player to bootstrap himself up 
several social states, it will probably see 
another phenomenon - rapacious expan
sion and military adventurism. An industrial 
capacity of 10, with sufficient raw materials, 
would allow a player to build 10 CPs, a 
transport point and 2 mech points each turn. 
If he stays in Social State 1, this would allow 
the acquisition and partial farm mechaniza
tion of one new area a turn. Industrial 
capacity above ten would allow for more 
mechanization for internal growth, of 
course, including building up to be able to 
take 2 or mOre new areas each turn. And of 
course once most of the areas on the board 
ha ve been taken and a lot of mech points pu t 
into farming, the player will have both 
surplus population and industrial capacity 
for building armed forces. As long as he stays 
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in Social State I, size will make might and 
forcible territorial expansion will be feasible. 
This sort of game will have a different com
plexion from the standard one. Since there 
would be no time limit to meet for improve
ment in social state, ' this becomes a secon-

Military Units 
The discussion in the main text of the cost 
of raising and maintaining military units 
was not strictly accurate in that it 
overstated the pessimistic case. For one 
thing, if a labor point is used in a military 
unit, it does not also consume food and 
CPs as a civilian. Infantry and mechaniz
ed divisions eat one food and two CPs 
each turn, the same as civilians in Social 
State 3, while militia consume the same as 
State 2 civilians. Military maintenance 
costs are then at least partly absorbed by 
the reduced civilian labor support cost at 
all social levels. Similarly, the cost of 
mobilizing a unit need not all be paid in 
one turn - transport and metal points 
can be drawn from existing stock. The re
maining cost which must be paid at time 
of mobilization is the industrial capacity 
used and the production lost because the 
labor is not available for other work. 

In a fully mechanized society, the latter 
loss is one plus the number of mech points 
idled. Since most military action will 
probably take place in Social State 1, this 
will be a minimum, especially since the 
labor will probably come from a not
fully-mechanized farm sector anyway. 
The lost productivity cost to raise an in
fantry division will usually be only 2 or 3 
Production Points. The cost to mobilize 
militia does not involve any productivity 
loss, since the labor involved must be 
drawn from the farm sector after it has 
produced its share of the harvest. In fact, 
a somewhat weaselish procedure can be 
used with militia. The rules do not clearly 
state it, but demobilization occurs after 
mobilization in the military mobilization 
phase. If a player were unable to use his 
full industrial capacity due, for instance, 
to a raw material shortage, it would be 
well worth the $1 per unit cost to mobilize 
enough militia to utilize full capacity. 
These could then be demobilized back 
into the farm sectOr in the same phase. A 
more far-fetched but still possible ploy is 
to convert labor points to militia to reduce 
the number of CPs needed to maintain 
Social State 3, assuming the lost produc
tion would not be missed the following 
turn. 
The average region discussed in the text, 
with its population of 40, would need 97 
prod uction points worth of raw materials, 
CPs and industrial capacity to maintain 
itself in Social State 2. Call this its Gross 
National Product. For each infantry divi
sion it would maintain (assuming 
available labor and neglecting the effect 

dary consideration, while expansion takes on 
a greater meaning. Even though no one can 
really afford to expand on turns 1 and 2, they 
cannot really afford not to. The NE, for ex
ample, is adjacent to only 4 unattached areas 
at the start, and 3 of these are shared with the 

on GNP of the added CPs required) it 
would need J Food and 2 Consumer 
Points, costing 3.8 Production Points . 
This is about 4% of the GNP. In com
parison, armaments cost as a percent of 
GNP in J 975 were for the US 6070, for the 
USSR between 11 and 13%, and for Israel 
34.6070. This comparison is highly 
suspect, of course, as it is absurd to 
equate a region of this game in Social 
State 2 with one of these countries in 
terms of GNP per capita, and the" game 
GNP" I have defined is only roughly 
comparable to GNP as computed by 
economists. But it is useful as a rough 
guide, and it shows that enormous size 
and affluence is needed to produce and 
maintain major military forces without 
wrenchingly high costs. The gamer cannot 
avoid the fact that to maintain one Labor 
Point in the form of an infantry division 
will cost the output of almost 4 
Labor/Mech Points, which in turn will 
have to be supported by the remaining 
productive force. 
Despite all these difficulties, there are sure 
to be games in which someone will employ 
military units. How are they best to be 
used? Because of the small numbers of 
units a player can afford, armies will not 
be very large and it may seem that to 
eliminate the enemy's army is the best ob
jective. This Clausewitzian approach is 
not always applicable, though. Because of 
the mechanics of combat, it requires a 
great force to have a decent chance of 
eliminating units in combat, and even 
when this can be accomplished, exploita
tion is not possible until the next turn, giv
ing the enemy time to mobilize new units. 
In such circumstances, action against an 
opponent's economic base is more prac
tical. Most of the areas on the map have 
control center hexes adjacent to one or 
more other areas, and no area has more 
than one hex between its control center 
and at least one other area. The supply 
rules are such that as long as a unit is itself 
adjacent to a friendly area (barring enemy 
Zones of Control) it has a supply line. 
This means every control center can be at
tacked from at least one nearby area. Fur
ther, since military supply is determined 
prior to movement, divisions can move 
"out of supply" to attack and not face 
the consequences until the following turn 
(by which time they may be in a friendly 
area as a result of a plebiscite). A few divi
sions, not necessarily supported by supply 
units, could go about forcibly dissociating 
enemy areas. The only way to defend 
from this would be for the victim to have 

MW. The MW shares 3 of the 8 unattached 
areas it starts adjacent to with the SW, which 
is adjacent to 8 altogether. Only the FW does 
not have to "share" any of its 7 unattached 
areas. Of the 6 unattached areas east of the 
Mississippi, only two (Florida) are not adja-

nearly as strong a force and to be in the 
happy position of moving after the ag
gressor. 

To be used, units must be mobilized. This 
should not be done until the turn they are 
to be used, to save costs and possibly t.o 
surprise an opponent (another case where 
player order can be important). However, 
unemployed labor must be available at 
the time of mobilization, and deliberately 
unemploying labor in the prior turn may 
spoil the surprise . The alternative of 
always having some unemployed labor 
floating around suffers in that besides the 
productivity loss incurred, their presence 
may force the degradation of good con
trolled areas to poor ones. 

Order of Play 
The rules state that most of the time, the 
order in which the players move is irrele
vant, but when it may make a difference, 
they should determine who should go first 
by some random method. The trouble 
with this is that if they still move in the 
same order, much of the benefit will be 
lost. Consider the NE player. 75070 of the 
time he would move before the MW 
player or after the FW player, and 50070 of 
the time he will move before or after the 
SW player. In other words, any player 
stands only a 25070 chance of moving after 
the player who follows him in the normal 
order (i.e, when that player is the first to 
move) . To eliminate this bias, the com
plete order should be determined at ran
dom, not just the starting point. 

Limits to Growth 
As long as players are sticking to victory 
conditions that require upgrading of 
social state, CPs will be the main brake on 
growth in that one must always be able to 
produce or obtain them and/or the raw 
material needed to make them. This is not 
strictly a zero sum proposition, but 
resources are limited. If the 60 areas on 
the board were treated as a single region 
with a population of 300, then to main
tain a social state of 2 would require 300 
CPs. This would require an Industrial 
Capacity of 180, and 120 Food points 
(plus 300 for subsistence), 60 Fuel Points 
(plus 6 for internal trade) and 60 Metals 
Points. The available plant and raw 
material sites could produce 68 Metal, 92 
Fuel and 216 Industria.l Capacity points if 
each were manned with three Labor and 
one Mech Point, the maximum allowable 
in Social State I. This would leave insuffi
cient labor in the farm sector, however, so 
greater mechanization, paid for by in-



cent to a region, while the Great 
Plains/Rocky Mountain stretch from 
Canada to Mexico contains II non-adjacent 
areas. Clearly the FW and SW can expand 
freely for some time, the MW less so, and the 
NE only as much as the MW and SW will let 

creasing the sector states of everything 
but farming would be needed to allow a 
stepwise increase of the regional social 
state. In Social State 3, 120 Metal Points 
per turn would be needed, but with only 
17 sites, a maximum of 102 could be pro
duced (if the sector state for metals were 
bumped to 4, it could still only produce 
119 Metal Points). The ceiling for fuel is 
somewhat higher, and the Industrial 
Capacity ceiling is of course mobile since 
more plants can be built. This is just 
another way of demonstrating what Gary 
Kodish proved generally in MO VES 32, 
that the upper social states are unat
tainable. The only way to get around the 
site limitation is to increase productivity 
by buying R&D. 
R&D can be undertaken in all four sectors 
plus the military. Assuming "rational" 
players, the latter will be ignored as no 
one will build an army. Transport will be 
ignored because it mainly benefits those 
who expand to many areas. Of the rest, 
farm R&D seems the most attractive. 
Most of a player's labor is in farming, so 
an increase in productivity would bring 
the largest increase in actual output (and 
the most $ return on investment). 
However, the cost for this is stiff $6-8 on 
the first turn for any of the players, and it 
will go up as Mech Points are added. 
Farm R&D, if successful, will be most 
beneficial early in the game, before 
mechanization increases so that surpluses 
are generally obtained anyway. Similar 
considerations on a smaller scale apply to 
plant R&D. As Mech Points are added, 
the costs go up. The situation is a bit dif
ferent for fuel and metal production, 
however. Most players will soon reach a 
plateau in their manning/mechanization 
of these sectors, because of site limita
tions or actual need, so the in vestment 
cost will stay fairly constant (and fairly 
low), at' least through the mid-game. 

Cash payback of R&D costs, in the form 
of increased production and therefore 
taxes, will be very slow in most sectors 
though. If, for example, a player invests 
$6 on Turn I in farming and immediately 
gets a 100/0 bonus, this will amount to 
only 3-4 extra Food Points for the next 
several turns. Taxed at 50070, this increase 
would take 3-4 turns to pay back the cash 
invested (not that a cash payback period 
of 3-4 years is all that bad in the real 
world). There is no question that suc
cessful R&D will help one's economy, but 
it should not be thought of as a money 
maker. 
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it. The NE can't control 31 areas without 
taking some away from other people. 

tion expansion every four turns he will have 
close to 200 labor points to provide CPs for 
just to make Social State 2. This will pro
bably force him to build plants, since there 
are only 54 on the board. At the same time, a 
smaller region may be using improved 

The player with the most areas will determine 
w hen the game ends, by not taking the 31 st 
area until he is ready. In the meanti me, he 
will have a lot of building to do; with popula-

There is an activity which is "profitable" 
for the player. To build 5 CPs costs $3 
cash, but requires 4 points of Raw 
Material and 3 of Industrial Capacity be 
produced and thus added to the tax base. 
When the 5 CPs are consumed, they can 
be taxed as well, for a total contribution 
to the tax base of 12 factors. Taxing at 
300/0 or better will thus recover more cash 
than was needed to build the CPs. 

A Military Variant Scenario 
The designer considers victory in the 
game to be the improvement of the lot of 
the people by the upgrading of social 
state. Less altruistically minded people 
may argue that the true "best" way to 
serve the people of this war shattered na
tion would be to reunite them under a 
single government.. For them, the primary 
objective is thus the acquisition of land. 
This variant is designed to allow a player 
to pursue either of the two courses, and it 
includes a simplified "pre-deployment 
recovery game" that gives each player 
more of everything to start wi th, so he can 
throw his weight around earlier without 
worrying so much about where his next 
meal is coming from. 

Each player has as his capital the capital 
of one of the four regions. Each then adds 
another five areas through the following 
bid procedure. Each player will1ist three 
areas in order of the priority he wants to 
claim them. Each then reveals his number 
1 pick, and if he is the only one to claim it, 
it is his. If more than one claim an area, 
possession is determined by die roll, and 
the loser gets his number 2 choice (unless 
it was claimed number 2 by someone else 
who did not get his first choice either, in 
which case repeat the above). If somehow 
a player is unable to get any of his three 
choices, then after everyone else has got
ten an area, he can pick any available 
eligible area. Each player may get only 
one area in each round of bidding, and 
only five rounds are conducted. Players 
may only bid on areas either adjacent to 
their capitals or adjacent to an area adja
cent to their capitals (similar to the rule in 
26.0). No money is expended in this bid
ding. 
After five rounds of bidding, everyone 
will have 6 areas. The areas come with a 
total population of 33, 6 Mech Points in 
the farm sector and 6 Transport Points. 
In addition, each player may freely build 
up LO 16 Industrial Capacity Points of 
anything except CPs. He need not pay any 
other cost for these items (except if he 
builds a military unit he must provide the 

[continued on page 14/ 

labor point and spend part of his 16 points 
to provide the transport needed) and can 
build odd numbers of Mech Points if 
desired. After this building is completed, 
the players will determine the size of their 
various stockpiles. These will be the sum 
of numbers rolled on dice; for food, 2 
dice; metal and fuel, one die each; for 
CPs, 3 dice; for money, 3 dice plus $6. 
Having determined the stockpiles, players 
allocate Labor and Mech Points and 
begin play. All sectors are considered to 
be in Sector State I for the first turn. A 
player is out of the game if his capital area 
is ever dissociated. If this happens, any 
player who acquires one of that region's 
areas by plebiscite in the same turn gets 
the Transport Point for the area, a pro
portionate share of the region's popula
tion and of the Mech Points assigned to 
agriculture or sites in the area. Once the 
turn in which the region falls apart is past, 
all the areas are treated like any other 
unassociated areas. 
There are two victory conditons. The 
game ends following the turn in which 
either was achieved. If both are achieved 
in the same turn, the player achieving con
dition A wins. 

Victory Condition A: Be the first to be in 
Social State 2 for 3 consecutive turns. 

Victory Condition B: Have at least 31 
areas in good control and be at least in 
Social State I. 
Milit.ary Mobilization and 
Maintenance Costs 

Produc-
Unit 
Type 

tivit~.. Stock 
Cost Cost Total 

Mech Div 
Mobilize 5,6,7 
Maintain 2,3,4 

Inf Div 
Mobilize 3,4,5 
Maintain 2,3,4 

Militia Pt 

13.0 18.0, 19.0,20.0 
4.8 6.8,7.8,8.8 

5.0 7,8,9 
3.8 5.8,6.8,7.8 

Mobilize 1,1 ,1 0 I, I, I 
Maintain 2,3,4 2,4 4.4,5.4,6.4 

Supply Unit 
Mobilize 1,1,1 8.0 9,9,9 

Productivity Cost is the industrial capaci
ty required plus the lost production of the 
Labor Point involved, assuming full 
mechanization at Social States I, 2, and 3. 
Stock Cost is that part of the cost that can 
be stored prior to mobilization/mainten
ance, i.e., food, fuel, metal, CPs, and 
Transport Points, all expressed in terms 
of the "productive points" needed to 
produce them. 
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SCENARIOS & VARIANTS 

THE LONG PATROL 
A Campaign Structure for Patrol 
by Steven M. Dickes 

Every once in a wh ile I have a conversation 
with a gamer who has found his name on one 
of the Patrol counters and seems inordinate
ly pleased about it. Do we all long for immor
tal ity? Sans namesake, Mr. Dickes offers 
here a simple system of connected scenarios 
that gives you a chance to see how long your 
alter ego survives. - RAS 

One of my favorite conflict simulations is 
Patrol. It takes a rather complex situation 
and portrays it in a rather simple but novel 
game system. It is quite fun too, with the 
hand grenades, horses, claymores and the 
barbed wire, which provide fo r endless op
portunities and variants with this game. 
There is one thing that needs to be portrayed 
better, and that is the idea of minimizing 
losses. The preservation rule touches upon 
this to some extent, but what is needed is a 
way to portray a battle where survivors of 
one skirmish are used in another skirmish. 
This brings us up to the Patrol Campaign 
Game. 

In the campaign game, the players will use 
the three basic scenarios - reconnaissance, 
assault, and patrol, in that order. To do this, 
first determine who will be the Alpha (attack
ing) player and who will be the Bravo (de
fending) player. Next pick any scenario that 
has orders of battle for both the Recon
naissance situation and the Assault situation. 
Now set up the maps and the pieces as per 
Case 26.6: The Reconnaissance Situation 
and the orders of battle, except the number 
of pill-boxes used is the number listed in the 
Assault order of battle. If there are no 
pillboxes listed in the Assaul t order of battle, 
then the players should use one pillbox. 

After playing this situation, move on to the 
Assault situation, but leave the maps set up 
as in Case 26.6. The pillbox(es) are also left 
on the map in the same state as they were at 
the end of the Reconnaissance situation . So 
if Alpha saw two pillboxes out of three, the 
two that were sighted are placed on the map, 
and the other remains hidden. Use the order 
of battle from the Assault situation. Also 
write down the casualties, by unit type from 
the Reconnaissance situation. 

After playing the Assault situation, move on 
to the Patrol situation. Set up the maps and 
the entry, exit sides as per Case 26 .5: The 
Patrol Situation. The orders of batt le for this 
situation are much different from the other 
two situations. The survivors of the first two 
situations are the forces in the Palrol situa
tion. Also, both players may get extra men 
that were wounded in the previous situa
tions. A player may also get incapacitated 
men if they get the men off the map or have 

possession of the field. The states in which 
men are received is summarized in the 
fo llowing table. 

State from State in 
Previous Patrol 
Situation Situation 
Wounded (Recon . Sit.) F 

(Assault Sit.) 1-2:F; 3-6:W 
Incap (Recon. Sit.) 1-2:F; 3-5:W; 6:1 

(Assault SiL) 1 :F; 2-3 :W; 4-6:1 

Explanation: If a man was incapacitated in 
the Assault situation, for instance, a die is 
rolled to determine his status in the Patrol 
situation . If a 1 is rolled, he is Fit (F); 2 or 3 
and he is Wounded (W); 4, 5, or 6 and he is 
Incapacitated (I) for the Patrol situation. 

All fit and wounded men may participate in 
the Patrol situation. Of course, killed men 
can not be used, and neither can in
capacitated men. If a tank or APC is used in 
the Assault situation, it can not be used in the 
Patrol situation. 

Victory Conditions: Points are awarded to 
each player for each situation by that situa
tion's victory point schedule. If a player uses 
wounded men in the Patrol situation, he 
must remember which men started the game 
wounded to avoid giving the other player 
points for wounding them. The player with 
the most lOtal points is the winner. 

General Observations: In this campaign 
game, a player will be forced to obtain his 
military objectives with a minimum of 
casual ties. I f a player takes high casualties in 
the first two situations, he will probably lose 
the Patrol situation, which would give his op
ponent at least 10 points ror possession of the 
field. This would probably be enough points, 
in conjunction with his high losses, to cause 
the player to lose the entire campaign game. 
If a player needs men for the Patrol situa
tion, he will have to use his wounded men 
(those which have been upgraded to wound
ed or those that could not be upgraded to fit 
rrom wounded). This is dangerous. because 
they cou ld be incapacitated easily and they 
arc sloV>' and weak in terms of firepower, 
grenade throwing ability, and hand-la-hand 
strength. But it may be necessary to raise the 
needed manpower to seriously challenge his 
opponent in the Patrol situation . 

Preservation will playa slightly greater role 
than in a normal scenario of Patrol. In the 
Patrol situation, if a player is close to 
reaching his preservation level, he should 
consider exiting the map. The player will lose 
possession of the field, but he should still 
have his points for wounding and killing the 
enemy. In the Reconnaissance and the 
Assault situations, both players should stick 
it out unless losses become too high . Then a 

player should consider exiting just so he can 
have enough men for the Patrol situation. 

Final Observations: [ believe this campaign 
game adds more realism to Patrol. You can 
play it in two slyles (or combinations 
thereof). One style is like the U.S. Army. 
That is to minimize casualties to the point 
where the entire operation is hindered . Or it 
could be played like the World War II Rus
sians with allout attacks regard less of 
casualties . 
This campaign game is similar to a couple of 
games already on the market. There is 
Avalon Hill's Wooden Ships & Iron Men. 
and there is Simlation Publications Inc. 's 
October War. T hey both have a campaign 
game in their rules . These campaign games 
provide more hours of enjoyment from the 
games while adding more realism . 

A Productive Approach 
{conlin~.d from page 2J} 

technology 1O push above Social State 3 and 
be in a position to win that way, so that 
military force to tear down such competition 
will be required . This type of game should be 
virtually endless . 
Players can always chop a monster like this 
down to size by creating new victory condi
tions. Social State could be dispensed with, 
so the winner is the first to have 31 areas in 
control, or the one with the most areas in 
good control when no uncontrolled areas are 
left, or the first to double his original popula
tion and keep them fed for 2 consecutive 
turns, ad nauseum. 

Details and Diplomacy 
Players should take to heart the advice given 
in the Player's Notes section, especially the 
notion that this is a game that can be lost 
before you know it. The game requires cons
tant attention to detail. You must plan ahead 
the manning and mechanization of each of 
your sectors to utilize them most efficiently. 
You should a lways watch your opponents' 
activities to be aware of what they are doing, 
how it may affect YOll, how you might pro
fitably interact with them Or cut them off. 
You must possess the charm and subtlety of a 
snake-oil salesman. Whenever you stab 
someone, do it by inaction or by helping a 
third party , and always have a plausible 
reason for doing (or not doing) what you did 
so your victim doesn't see the animosity 
behind your move. AI"'iays be valuable to 
someone else, the more the better. This 
discourages the others from ganging LIp on 
you, and makes it easier to recruit your own 
gang if needed. This game demands all the 
skills needed for Diplomacy and War in 
Europe, and not a small amount of luck as 
well . 
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