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OPERATIONAL ANALYSIS

VERACRUZ

Along the Straight and Narrow

by John D. Shelby

| am attempting to get an article on each
S5&7T game published as rapidly as possible.
This is easy to announce as policy and less
easy to actually do. What with turn-around
time and everything else, it can be six mon-
ths until a good enough article is produced
on an issue game. Mr. Shelby comes to my
rescue with this piece that is something mare
than “good enough.” —RAS

Veracruz simulates the climactic cam-
paign to the war that is at once perhaps the
greatest blot on the history of the North
American character while at the same time
being the greatest testimonial to the resource-
fulness, courage, and daring that have been
demonstrated by North Americans under
arms throughout our history.

Reflections on the excesses of our imma-
turity aside, Vergcruz is an accurate and fun
simulation of the campaign that won the
praise of Europe’s greatest military men, The
simulation, though of necessity somewhat
biased in favor of the U.S, player, is an incre-
dibly tense affair in the opening stages where
one lost battle, however small in terms of
numbers of participants, can result in an ava-
lanche of crumbling morale that ultimately
determines the final victor. Each side must
win the first battles: the U.S. player to com-
pensate for his overall disadvantage in num-
bers, and the Mexican player to counterbal-
ance his inferior battlefield generalship and
battle morale. The tenseness of these oddly
balancing liabilities in the engaged forces is
further reinforced by the U.S. player’s re-
quirement to escape the effects of yellow
fever by quickly assuming the offensive
against the easily defended Mexican interior.
Yet uncertainties in supply, transport, and
Mexican numbers — not to mention two
fortresses that must be reduced — all work to
perplex the U.S. player. As for the Mexican
player, his initial inferiority in numbers and
his inability to effectively organize his forces
into armies will equally frustrate him when
he has the U.S. forces busily occupied at
Veracruz and agonizingly open to attack.

The Mexican player begins the simula-
tion with the most unusual situation of hav-
ing the first move but not the initiative. He
knows the U.S. player will most likely open
with an invasion in the vicinity of Veracruz,
and to resist this invasion he has only the gar-
rison of Veracruz and five untried militia
units, Furthermore, a quick look at his rein-
forcement chart will reveal that sufficient
force to resist the U.S. in battle is at least a
month and a half away. Until mid-April
then, any forces he can field will be easy pick-
ings for the U.S. player with his overwhelm-
ing initial advantages in numbers, organiza-

‘tion, and leadership. He must both delay the

U.S. forces as long as possible and keep his
field army out of the reach of the U.S. This
dilemma can best be resolved by withdrawing
Morales and four strength points from Vera-
cruz and using them to form the nucleus of a
field army in the Sierra Madres. Morales is of
no use in Veracruz, and a brief study of the
Assault Table will show that four strength
points in Veracruz will make that fortress
most expensive to carry by storm. Yet with
the reinforcements that arrive in April, four
strength points are a small and easily
recoverable price to pay to delay the U.S. By
the end of March, turn three, the Mexican
player can have an organized field army of 11
known strength points and seven militia, ora
total strength 16 to 20 points. The U.S.
player would be hard pressed to deal with this
force unless he lifted the siege of Veracruz.

Here it should be pointed out that the
militia arriving in Alvarado on turn two rep-
resent an actual liability to the Mexican
player. They are too far away to reach the
gathering Mexican field army, and they are
well within range of any U.S. division
around Veracruz. The U.S. can attack these
units at any time, and definitely will if they
move far from Alvarado. An attack by a
U.S. division on these militia will not only
result in their loss, but will also increase the
U.S. National Morale Level by one. The
Mexican cannot prevent this from happen-
ing, but by placing these units in a swamp hex
or leaving them in Alvarado, he can make
their loss as expensive as possible in terms of
possible U.S. losses or delays. Under no cir-
cumstances should these units go after the
pack mules at 2406. This will only play into
U.S. hands and give the U.S, that Basic Na-
tional Morale advantage sooner.

The U.S. player begins the game with
nurnerous invasion options, but some reflec-
tion will indicate that the environs of Vera-
cruz offer the only viable options in view of
the U.S. need to get inland quickly and
secure an easily protected source for supplies
and pack mules, If the Mexican player has
been foolish enough to place a field force
within reach of the initial invasion hex, it
should be attacked. The result of this will be
Mexican unit losses, Mexican demoraliza-
tion, and U.S. Basic National Morale in-
creases. These advantages are worth delaying
the actual siege of Veracruz. If such an easy
early victory is not possible, and it shouldn’t
be, the U.S. should invade at hex 1807 and
invest Veracruz from there and from hex
1709 with two divisions, The third division,
without artillery, should move toward
Alvarado and the pack mules at 2406 to pick
off the Alvarado militia, should they move,
or to collect the pack mules. With a division

at 1807, U.S. supply units can come ashore
without need of further transport and still
keep the besieging forces in combat supply.
The available pack mules and some supply
units will then be free for the mobile third
division.

The U.S. player’s allocation of units to
his three available divisions should be under-
taken with great care. All the artillery should
be allocated to the two divisions necessary to
invest Veracruz, and the obvious desire to
restrict losses to volunteer units if possible
should dictate their placement in the mobile
division. This mobile division will eventually
destroy the Alvarado militia and will be in
position to protect the rear of the besieging
divisions, so its probability for experiencing
losses is somewhat greater.

During the siege of Veracruz, the U.S,
player should consider his supply situation
above most other factors. He should not cap-
ture Alvarado too soon before Veracruz
falls, or he will, in effect, be placing his arriv-
ing supplies two turns away from doing his
divisions at Veracruz any good. Further-
more, he can count on the Mexican player
positioning his cavalry in such a manner that
the U.S. supplies will require a large escort to
make the trip from Alvarado. The U.S. sup-
plies would be just as lost if they were re-
quired to place their escorting forces in com-
bat supply as they would be if the Mexican
player captured them. Additionally, once the
Naval Battery comes ashore and the Ohio
and the Mosquito flotilla arrive, the U.S.
player can conserve supplies at 1807 by al-
lowing his divisions to lapse into general sup-
ply. His divisions are large enough that he
has little to fear from a Mexican attack be-
fore mid-April, and even at half strength he
can still get nine artillery strength points to
batter Veracruz. Granted, this would prob-
ably lengthen the siege, but this course could
be forced on the U.S. by some unlucky die
rolls.

Once Veracruz is invested, the Mexican
is faced with the tempting option of sur-
rendering the garrison before the fortress
strength is reduced to zero. Though he would
save whatever strength points he left in the
city for future use, he would also give up the
fortress of San Juan de Ulua which could
otherwise be a drain on the U.S. until it is
reduced by bombardment, The Mexican
player should weigh these considerations
carefully before surrendering. The possible
extra week’s delay in the culmination of the
siege and the potential attrition of the U.S.
garrison by San Juan de Ulua afterward may
be worth the small Mexican garrison. Then
too, the garrison should be able to hold out
until mid-April when it will probably be too
late for the U.S. Army to move out of the



yellow fever zone in time to avoid the worst
effects of the disease. Awareness of this im-
pending danger might even arouse the U.S.
player into attempting.an assault on the fort-
ress which can only work to the Mexican
player’s advantage. An assault would, at
worst, yield an even exchange and would
benefit neither force’s morale. The Mexican
can well afford exchanges of this sort with his
overall superior numbers.

The eventual fall of Veracruz, usually in
early to mid-April, again places both players
in the type of dilemma that characterizes this
sirnulation. By this time, the Mexican forces
outnumber the U.S., vet the Mexicans have
two possible routes to the interior to defend
and a slight disadvantage in Basic National
Morale, thanks to the Alvarado militia, The
U.S. player, however, is faced with the
necessity of getting his forces west of the
yellow fever line before the end of April, and
he will find both the large Mexican Army and
possibly his exhausted supply situation work-
ing against him. If he is out of supplies, the
U.S. player will have little choice but to wait
in Veracruz and accurnulate some extra sup-
ply units, despite the ravages of yellow fever.
If he has supplies, the U.S. options will de-
pend to a great extent on where the Mexican
chooses to defend,

The choice of the Mexican defense site
should be based on where the greatest threat
to the interior of the country exists — ob-
viously the route of the National Highway.
With the U.S. in Veracruz, an initial defense
at Cerro Gordo would close this road to the
U.S. and still afford the defenders protec-
tion, for a turn, from U.S. flanking moves.
If, given the Mexican concentration on this
route, the U.S. advances along the Cordova-
Orizba-Puebla road, the Mexican Army will
have more than enough time to either
withdraw ahead of the U.S. Army and/or
advance a force to invest Veracruz, an action
that could cause the U.S, player great con-
cern given the threat to his supplies. In this
early stage of the game, the U.S. won't have
enough supplies to cut himself off from his
base as Scott did some months later in the
campaign.

Consideration of this possibility pretty
much commits the U.S. to an advance along
the National Highway, despite the Mexican
advantages of numbers and position. To suc-
cessfully attack the Mexican Army, the U.S.
must reduce it to a more manageable size.
His initial attack odds will at best be 1-2, and
he can expect no more than a one or two col-
umn combat adjustment shift in his favor
given his minimal edge in leadership and mo-
rale. Odds of 1-1 or even 3-2 with a minus
one addition to the die roll don't give the
U.S. player much of a chance to inflict a
morale crippling loss on the Mexican Army.
However, if the Mexican Army can be placed
in general supply before the U.S. attacks, the
odds go up in the U.S. Army’s favor. This is
the key to the initial U.S. attack: in the turn
before the planned attack, move two divi-
sions to the flanks of the Mexican Army and
isolate it, The Mexican Army will be in
general supply in its turn and either be forced

to attack one of the isolating divisions at an
horrendous disadvantage or be easily handl-
ed by the U.S. in the next turn.

Unfortunately for the U.S., any flank-
ing move on the Cerro Gordo position will
take two turns to develop, so the Mexican
Army should take advantage of the time it
has to withdraw from the trap, falling back
to Las Vigas where it can’t be flanked and
put into general supply. At this juncture,
however, local politics should, by causing the
withdrawal of Santa Anna and 20 strength
points to the capital, suffice to give the U.S.
initial even odds in an attack — if, of course,
the U.S. volunteers aren’t withdrawn before
an attack can be made. If Santa Anna is not
withdrawn, the U.S. will have little choice
but to attack anyway, hoping for the best, or
expend numerous supply units in a sweep
through the other mountain pass with a
sizeable force.
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The most common occurrence is, how-
ever, an ultimate U, S, victory in this battle of
the Sierra Madres. Given this, and the inci-
dental improvement of U.S. Basic National
Morale vis-a-vis the Mexican, the Mexican
Army should not attempt a second defense
before Puebla with its terrain defense advan-
tage; and here too, the Mexican Army should
not remain if the U.S. can place it in general
supply before attacking. A small force left in
Perote can delay the U.S. follow-up for
several (urns, and some units should be
dedicated to this end. In choosing this force,
the Mexican player should not leave more of
his strength than his current disease ineffec-
tiveness rate renders viable. If his current dis-
ease rate is 15% or worse, a force of four
strength points is worth the same as a force of
five. This force, which should be surrendered
before Perote is reduced to zero strength, will
be quite useful in the Mexico City area by
building fortifications once Puebla is aban-
doned or taken.

The U.S. player would probably be
forced to halt for supplies and reinforce-

ments before a move on Mexico City, Rather
than attempt to escort supplies through the
guerrilla infested countryside, he should con-
sider accumulating supplies and pack mules
at Veracruz to be taken inland with the
volunteer division he will be able to organize
around Major General Quitman. This ac-
cumulation, which will probably be suffi-
cient for the U.S. player to cut himself off
from his bases as Scott did in 1847, should
see him through to the end of the game. Of
course, the Mexican Army will not have been
idle in this time, and superior numbers with
all the advantages of terrain, fortifications,
and reinforcements will await the U.S,
before the capital. U.S. morale and leader-
ship advantages will be the only means to a
U.S. decisive victory, If the U.S. Basic Na-
tional Morale isn’t at least four points better
than the Mexican, the U.S, player will find
himself hard-pressed to take Mexico City and
vulnerable to a RD result that could cost him
not only the capital but Puebla as well.

These strategic/grand tactical consider-
ations give some insight to the basic tension
that produces the dilemmas that, as stated
above, characterize this simulation. The
simulation is unusual in many aspects, not
the least of which is the fact that morale is
more important than numbers and that one
most important factor changes with almost
every battle. This unusual aspect results in
both players seeking to win the initial battles
with terrain objectives secondary to the goal
of increasing the morale of their own forces.
This very closely follows history where the
United States sought to so demoralize the
Mexican government that it would yield
through negotiation the desired territories of
California and New Mexico. This aspect of
the simulation Veracruz works inordinately
well and should be duplicated in future
simulations.

One aspect of the simulation doesn’t
quite work so well, however. The historical
designations of the counters, however well
researched and however interesting, is just so
much ““chrome’ — a term applied to-other
games in this magazine. Losses shouldn’t be
applied arbitrarily to the units involved in
combat, vet rules to resolve this would add
much complexity to the simulation without
changing the overall effect. Change-type
counters would have radically reduced the
counter mix required and would have eased
the problem of keeping hidden units hidden.

This brings up another facet of the
simulation that doesn’t quite work, and that
is the limited intelligence provision for the
U.S. forces. Unless the U.S. player suffers
horrendous setbacks, the Mexican won't be
taking the initiative and voluntarily attacking
him, When one is on the strategic and tactical
defensive against a force basically attacking
along one avenue of approach, the inclusion
of dummy units in that force is of little con-
sequence. In other words, there is little ad-
vantage to the Mexican player not knowing
the exact composition of the U.S. forces,
because the Mexican player won’t much care
anyway. He won’t be in any position to use
his knowledge for the most part, nor will the

frontinued on page 31}
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After Thoughts

Tournaments are very popular at the
various national and regional conventions.
Winners are announced as the best players of
a specific game or a specific set of games, I
would think, however, that the ultimate ac-
colade would be **best wargamer.”” Unfor-
tunately, it will never be given because it is
too much work to arrange. Whoever devised
the tournament would have to take a widely
known game (or system) and create several
new situations. During each round of the
tournament, each pair of gamers would play
the same new situation. As in duplicate
bridge, all players of the French (say) would
be evaluated amongst themselves, and their
opponents would be evaluated amongst
themselves. After perhaps three or four
games (opponents in each case assigned at
random) winners could be determined from
total scores. There are various ways this
could be arranged, but a timing system
would be necessary. A tournament of this
type would test the ability to wargame, not
just the ability to play a specific wargame,

Veracr“z feontinued from pave 1]

U.S. player be able to exploit any misinfor-
mation the Mexican might have, The dummy
counters could be effective if the U.S. player
attempted wide flanking moves, but the U.S.
supply situation and the terrain fairly well
preclude this from happening, or from being
very effective if it does happen. (As an aside,
the untried militia rules work well, par-
ticularly in the early stages of the simula-
tion.)

As for the units in the game, the Leader
counters represent the most important. The
U.S. player should carefully plan his attacks
to ensure the highest possible preliminary
leadership level, This level for him should
never be below three, nor should the Mexican
player ever fight with a level below two. This
necessitates both players restricting their use
of the one-level leaders to instances of ab-
solute need or to attacks against unled
forces. In fact, the U.S. player may be better
off using one less division rather than
organizing one around Major General
Pillow.

The artillery units are the most restricted
land units in the game. Not only can they not
move without benefit of division or army
organization, but they are also forfeit in a
force that suffers a flee result in battle, Given
his slim chance of ever attacking a U.S. fort-
ress, the Mexican player should take his bat-
tle losses in artillery units to preclude losing
mere than necessary due to a flee result.
Likewise, the U.S. player should take ar-
tillery losses after the volunteers have with-
drawn and Perote is in hand, He will have no
other targets requiring the use of artillery,
and the stipulation of no more than three ar-
tillery units per division can restrict his flex-
ibility at a critical time, If Santa Anna is call-
ed to the capital, he should take three ar-
tillery units with him as part of his required
20 strength points as well.

The U.S. Navy battery is of very limited
use once the U.5. takes Veracruz, With a
movement rate of one hex per turn, it is far
too unwieldy to do the U.S. forces in the in-
terior any good, yet it is an ideal garrison
force for Veracruz. Once in Veracruz it can,
with the fleet, reduce the fortress of San Juan
de Ulua and serve to keep the Mexican Army
out of that key port once the fortress is
rebuilt,

As for the other units in the game, their
utility is fairly obvious. The cavalry units,
dragoons for the U.S., are perhaps the most
flexible combat units available to each side.
The Mexican units can strike deeply along
the U.S. supply path in the middle and late
stages of the game. Though the U.S, player
has only three dragoon units, he will find
them of particular value when he attempts to
cut the Mexican Army off from its supply
sources. The reconnaissance units can be
useful in obtaining information about flank-

ing forces, though the Mexican player will |

find he will need to reconnoiter with many
units to obtain any information at all and
that his strategic situation may render that
information unusable as discussed above.
More useful to him will be his insurgents who
can tieup large U.S. forces in escort duty.

All things considered, the simulation
Veracruz is a success. It's a rare game that
provides such graphic beauty with the
balanced tension of its subject matter. What
is more, the morale rules of Veracruz should
become classic.

s !
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his platoon headquarters (which will affect
his artillery).

The proper use of command control is a
very important consideration as it affects the
ability of your units to fire, Be careful when
carrying out offensives or defensives that re-

quire your forces to be spread out, because |

the destruction of platoon headquarters will
probably put a great deal of your forces out
of command control. Likewise be careful
when using radios—the destruction of one
will again put units out of command control.
All heavy weapons should be kept within six
observation points of the platoon head-
quarters so that, in case line-of-sight is inter-
dicted these weapons will remain in control.
The headquarters unit itself should be stack-
ed with a fireteam since these units have the
greatest number of men and correspondingly
they take the longest (on the average) to kill.
The other fireteam should be kept close in
case the one with the platoon headquarters is
killed. If possible, one should make sure that
not only are his units within radius of the
headquarters, but also within radius of the

nearest unit to that headquarters since this |

will assure his units of not being out of com-
mand in case of the destruction of the unit
containing the headquarters. Make sure that
this unit has a good field of sight so that it
can continue to plot artillery missions.

We’d Like You to

| Write For MOVES

Most of the article in MOVES are wrilten by
readers. S0 if you can write a well-organized arti-
cle about a conflict simulation that will be of in-
terest (o the MOVES audience, there is a good
chance that your article will be published.

The Topic of your article is, of course, up Lo your
discretion, so long as you select a subject with Fair-
v wide appeal.

The Types of articles we are looking for fit essen-
tially into seven categories:

1. Game Profite. Describes and analyzes (he game
with regard to system, technique of simulation,
and overall effectiveness of game design wis @ vis
its subject,

2. Operational Analysis. Deals with the tactics and
strategy of play in a specific game and its
scenarios.

3. Scenarioplex: An cxperimental column of
scenarios (each no longer than two double-spaced
pages) in the same style as the parent game rules,

4. Design Critigue. Deals with the strengths and
weaknesses of a game system vis a vis playability

and historical accuracy.

3. Field Report. Provides organized and valid in-
formation on some aspect of conflict simulation of
general interest,

6. After-Action Reports. A well-researched treat-
ment of actual history, reflecting how the
historical event occurs on the game map.

7. Footnotes. Short essays of less than 750 words
on almost any subject related to gaming in general
ot specific games.

How Articles Should Be Done, All articles should
be typewritten, double-spaced, on 8% x 11" white
bond paper. Each typewritten line should be no
more than 635 characters long and no less than 55
characters (including word spaces). Type no more
than 25 lines per manuscript page. A cover sheet
should include the author’'s name, address, a
phone number; the category of the article; and the

| suggested title for the article.

How Long an Article Should Be. All articles ex-
cept Footnotes should be at least 1,000 words
long. Articles should nol exceed 7,000 words.

What Yon Get For Whai You Write. MOVES
magazine pays an honorarium for all articles
published except Footnotes. This honorarium is
currently $4 per running 10° column of edited text
(calculated to the nearest half-column). Alter-
natively, authors may receive their honorarium in
the form of SPI products. This will be rendered in
terms of current list price of items, and paid at
double the rate of cash honorarium, i.e., 38 per
running column of text. Please state vour
honorarium preference on the cover sheet of your
article. Honorariums will be rendered thirty days
alter publication.

Copyrights and Conditions. All submissions to
MOVES become the property of Simulations
Publications, Inc. SPI assumes no responsibility
for submitted material. Authors who wish their
unpublished manuscripts returned should include
a stamped, self-addressed 9° x 12" envelope.
Material should nof be submitted if it has been
previously published or is currently under submis-
sion to another publisher or will be within the en-
suing six months.

| Articies Should Be Submitted To:

Redmond Simonsen (MOVES)
Simulations Publications, Inc.
44 East 23rd Street

New York, N.Y. 10010
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