GREAT WAR INTHE EAST

SPl seem suddenly to have discovered the First
World War; in the last two plus years they have
given us "Green Fields Beyond”, “Tannenberg"
and now Great War in the East Quad. The physical
components may be dealt with briefly; 4 standard
SP| folio maps, 200 counters per game, standard
and exclusive rules and a 16-page historical article,
All of these are of the usual SPI standard without
being especially memorable,

The four games in the set are: Serhia/Galicia, The
Brusilov Offensive, Von Hindenburg in Poland and
Caporetto. The first deals with the two-front
campaign of the Austrian Army in the first months
of the war, the second with what might be regarded
as Russia's last fling, the offensive against the
Central Powers on the barders of Austro-Hungary
in the summer of 1916, Von Hindenburg in Poland
covers the Russian counter-offensive in front of
Warsaw in  October-November 1914, whilst
Caporetto simulates the Central Powers' incursion
into Italian territory in October-November 1917,

Game-System.

Readers who have played Tannenberg can safely
skip this part, as the same game-system is used.

The system is simple Movement before Cambat
with just three added extras — Supply, Command
Control and Cavalry Withdrawal Before Combat.
As will become apparent, Command Cantrol is
easily the most important of these,

Movement.

This is very standard, and it is necessary only to
comment on the influence of Supply and Com-
mand Control. Supply for movement purposes is
traced at the beginning of the Movement Phase.
There are three types of supply source; friendly
map edges, friendly railroads and Supply Depots,
although the second and third must trace ultimately
to a friendly map edge. In order to be in supply,
unjts must be within Supply Range of a Supply
Source (Supply Range varies from game to game
and nationality to nationality). Units out of supply
at this stage have their Movement Allowances
halved. Command Control is based on Head-
quarters., Every HQ has a Command Radius and a
Command Capacity. The former is the radius
within which it may give Command, and the |latter
is the number of stacking points within that
radius which may benefit from the Command.
Thus an area of the front in which the player wants
to move many units may need more than one HQ,
although it should be noted that this control
applies only for the Movement Phase. Mot all is lost
for a unit which is not Commanded by an HQ; the
general level of efficiency of each army is asses-
sed by a Tactical Competence Rating from 1{best)
to 4, and units outside Command range may mowve
on the throw of a number greater than the TCR.
Units out of supply at the end of the Movement
Phase face a 50% risk of 50% attrition.

Cavalry Withdrawal before Combat.

Immediately before the Combat Phase the nan-
phasing Player may attempt the withdrawal of any
of his cavalry units which are adjacent to enemy
units. The withdrawal, if effected, is exactly two
hexes; each unit attempting the manoeuvre must
throw a number higher than its Tactical Com-
petence Rating. The reason for allowing this tactic
is of course to simulate the use of cavalry as a
screen; withdrawal allows enemy units to advance
into the vacated hex, but no further. Thus cavalry
may delay enemy units at little risk to themselves,
Only units with TCR of 1 may withdraw into or
through an enemy-cantrolled/occupied hex.

Combat.

Combat between adjacent opposing units is volun-
tary. Most of the Combat system is familiar: odds
ratios with adjustments for terrain. But Combat
Resolution is preceded by a Command Control
Segment. The principle is similar to that used in
the Movement Command Control Segment, except
that there is no saving die-roll for units not com-
manded from HQ's; units out of Combat Command
Control may not attack, It is impaortant to realise
that the same HQ unit may give command to one
set of units for movement purposes and to guite
another set for combat purposes.

The Combat Results Table is original only in the
options provided by its various results. The most
important point about the Option Table is
that the attacker can never take his losses as
retreats; thus attacking is always likely to be an
expensive business. Further, since defending units
can usually take at least some of their losses as
retreats, the attacker is likely to find that the only
product of his heavy losses is a few hexes of
ground which do him little good and which he will
find difficult to hold, There is but one exception
to this. Units with TCR 2, 3 or 4 may not retreat
into unoccupied enemy-cantrolled hexes, If forced
to do so, they are eliminated. This produces the
situation well-known to players of games from
Napoleon at War to Cobra where the only sure way
of destroying an enemy unit is to surround it. Of
course in WW1 battles with solid lines of units this
is by no means easy to achieve, and the Combat
Results system does tend to produce the same kind
of bloody combat over the same few acres of
ground as happened historically, Indeed this is
perhaps the strongest point of the system — players
really do learn wvery rapidly that frontal assault
comes extremely expensive; the second thing they
learn is that there is really no other way to win
mast of the battles!

The relative brevity of this account of the game-
systern may rightly be taken to indicate that GWIE
is a reasonably simple set of games. There are
nevertheless a number of gaps and ambiguities in
the rules — when it was SPUKTESTED by the

Oxford University Wargames Club a total of 37
points were raised; at time of writing the errata
which is supposed to result has not appeared. Some
of these points can be papered over with a little
common sense, but others, such as the total failure
to supply set-up hexes for certain supply units in
Von Hindenburg cannot be resolved without
second sight.

It remains only to look at each of the four games
in turn,

The Brusilov Offensive.

"“This last vital effort of the Russian army in
the war had important consequences. |t stop-
ped the Austrian attack on ltaly, already
impaired by an Italian riposte. It compelled
Falkenhayn to withdraw troops from the
Western Front, and so abandon his plan for a
counter stroke -against the British offensive
preparing on the Somme, as well as the hope of
nourishing his Verdun attrition process. It led
Rumania to take her fateful decision to enter
the war on the Entente side, and caused the
supersession of Falkenhayn in the Supreme
Command, and his replacement by Hinden-
burg.” (Liddell Hart's History of the First
Wortd War. Chapter 8.)

It can be seen from the above that strategically at
least this offensive was not wholly unsuccessful.
But we encounter here one of the major criticisms
which | would direct at this set of games; the Vic-
tory Conditions are purely tactical; the game is
about destroying enemy units and taking terrain,
but this goes on, if at all, in a complete vacuum.
Doubtless the average Russian soldier did not give
a damn about Verdun, but for the player the
problem is that there is no apparent reason to
conduct this offensive — except of course that it
gives Victory Paoints; in Tannenberg the problem
was neatly handied by forcing the Russian Player
to concentrate on triggering the West Front Rein-
forcements.

However, if you can accept the constraints of the
limited purpose of the offensive, the game plays
well. Ta people accustomed to think of the Russian
army here as woefully incompetent, it is a pleasure
to watch them throwing the sales Boches out of
the trenches; trying to maintain the force of
the offensive, which is prone to bog down once the
benefit of first turn surprise has evaporated is less
of a pleasure, The Russian armoured car unit is an
appealing touch {though rather prone to breaking
down!} This is an enjoyable game if you like kil-
ling units.

Caporetto.

The Italian counters are an unprepossessing shade
of vyellow, a fact which inevitably reinforces
players’ prejudices and affects their view of the
game. In fact the |talians do rather well, if properly
handled, though it is true that their enemies (the
Austro-Hungarians, mainly) were by this stage
nearly as exhausted and fed up with the war as
were the [talians. Historically, however, this game
appears not to work. The history of the Capaoretto
offensive seems to typify military thinking in the
First World War, The only reason for involving
Austra-Hungary in an offensive in the first place
was to raise her morale; Caporetto was chosen as a
saft touch, and the original plan for a limited
morale-boosting exercise was expanded into some-
thing much grander without any increase in forces
available, The attackers in the game have ambitious
objectives, in fact they achieved them hecause of
Italian inefficiency, but a competent Italian playe:
{competent in game terms, that is) will not hesitate
to trade ground for time, keeping his force intact
whilst inflicting losses on German Stosstruppen,
thereby scoring many Victory Points. Of course if
the ltalian follows historical strategy, he will be
massacred, but he has no incentive to do so, This is
the cleanest of the four games from the rules point
of view, but does little to explain why Caporetto
happened as it did.

Serbia/Galicia.

Back now to the heady "“Home before the |leaves
fall’" days. This game is billed as Austria’s two
front war, but only in the most nominal sense was
it so; facing the Russians and the Serbs at the same
time can perhaps best be compared with the plight
of a boxer taking on Muhammed Ali and two
geriatric mice, The Serbs, though weak, did not
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lack courage; one lesson rapidly learned from the
game is that the worst thing the Serbs can do is
attack. Their army is efficient, but not sufficient,
and they can ill afford the losses inevitable in an
attack. At the same time, the last thing the
Austrians want is to be facing both opponents at
once; consequently the Serbian front tends to be
rather quiet. On the other front the Austrians and
the Russians slug it out like two out-of-condition
prize fighters warming up for a long bout. The
early months of the war must have had an air of
unreality even for the generals participating in
them; certainly this game seems to reflect that no
one had really sorted out what was going on; the
objectives are limited, as are the capabilities of
the armies. This is a very frustrating game, for
players will naturally want to be more ambitious —
a futile wish as they will discover,

Von Hindenburg in Poland.

Another game from the early days; after the early
exchanges on the East Front the fighting fizzled
out, but the Russians sought to launch another
offensive in front of Warsaw. The Germans were
beginning to feel the strain of their two-front war
and the Grand Duke Nicholas was able to make a
certain amount of progress before the Germans
brought up reinforcements and counter-attacked,
retaking much of the lost ground. Fortunately the
official errata does provide the answer to the
supply units conundrum, and this game is the most
mobile of the four in the quad and thus perhaps
the least typical of First World War warfare. The
Russians do appear surprisingly efficient, but the
game is strong on history, as well as maintaining
interest right up to the end.

Evaluation.

There is no doubt that this set of games fills a gap
in the coverage of the 20th Century. Further, the
game system is, by contemporary standards at |east,
fairly simple; the time scale of three days per turn
allows the coverage of extended campaigns without
an excessive sacrifice of playability. For the pure
games player this game is likely to be a winner, but
from the simulation point of view there is some-
thing missing. Firstly, it is possible, on occasion, to
indulge in non-historical strategies which satisfy
the game Victory Conditions. Second, and more
important, is the criticism voiced earlier that the
games give no understanding of why things hap-
pened as they did. The system is a sound vessel,
but the designers seem to have forgotten to fill it.
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Contact entries will appear twice and will then
automatically lapse. Please ensure that you contact
me in good time if you want to continue or
change your entry. An * before an insert sugnifies
the first appearance and as such will automatically
appear in issue 25; all others will lapse after this
issue.

3LANTYRE BOARD WARGAMES CLUB in
Elizabeth Scott Community Centre, Logan St,
BLANTYRE, Glasgow. 1st & 3rd Sat. every month,
Contact lan Mackay (Cumbernauld 28642)

* BRENTWOOD WARGAMES CLUB. New
members needed to establish and extend newly
formed club. Contact Mike Oliver, Tel BRENT—
WOOD 810169 or Murray Cowles, Tel Brentwood
811540.

CAMBRIDGE UNIVERSITY WARGAMES CLUB.
Board and figures wargames. Meet weekly in
Christ's. Contact President, Adam Huby (Christ’s),
CAMBRIDGE, for details.

*CARDIFF BOARDGAMES CLUB meets every
2nd & 4th Wed. of month at 7pm at Cathays
Community Centre, Cathays Terrace, CARDIFF.
For information ring Cardiff 373222 or 30121
evenings.

*EALING GAMES GROUP. The Northfield Com-
munity Centre, 71/73 Northcroft Rd, EALING,
London W13, (4th Sun, every month from 1.30pm
— 9,30pm, 01-574 2709).

KENT WARGAMERS ASSOCIATION. Farming
according to prospective members wishes. Send
SAE for particulars to M.A.Blundell, 56 Yeoman
Lane, Bearsten, MAIDSTONE, Kent. Let us know
your views on what the Association should do.

*MAIDSTONE WARGAMES GROUP meets on
3rd Sat. each month 2—8pm at the Methodist
Church Hall, Lower Mount Rd, MAIDSTONE, Kent
Anyone interested would be made very welcome.

* THE BRITISH MODERN WARFARE SOCIETY
is looking for new members. For a subscription of
£3 we put out a quarterly magazine 'Deterent’.
Enguiries and subs. to M.J.Higham, 26 Carleton
Green Close, PONTEFRACT, W. Yorks WF8 3NN.

SOUTH WALES WARGAMERS FEDERATION.-
Contact R .B.Walker, 10 Wildbrook Close, Taibach,
PORT TALBOT, PT 87954.

* CROYDON WARGAMES GROUP. Meets alt-
ernate Tues. in SOUTH CROYDON. Sec: G.W,
Fabron, 95 Churchill Rd, South Croydon, Surrey
CR2 6HF.

* STOCKPORT WARGAMES ASSOCIATION
meets at the Cale Green and Heaviley Conservative
Club, Dundonald §t, STOCKPORT, on the 1st &
3rd Sun, of each month between 10.30am and
3.00pm. Members play all types and periods of
board and miniature wargames.

OPPONENTS WANTED

Mick Godwin, 42 Hellicoe Rd, LEICESTER,
LE5 4FN. Play by mail or face to face Third Reich
only.

War in Europe — Campaign Game '39.
Experienced monomaniacs needed to play one
weekend a month. Free deployment and most
optional rules, Game to be played in London
area. Contact: Keith Jacques, 7 Adolphus Rd,
Finsbury Park, LONDON N4.

Andrew Davidson, 2 Abbott Garth, Seamer,
SCARBOROUGH, North Yorks, YO12 4HS,
Wishes to contact other board wargamers in
Scarborough area.

Tim Stratton, Appledore, West Keal, SPILSBY,
Lincs PE23 4BE — also opponents in Lough-
borough & Peterborough areas.

Play by mail, preferring Modern Battles | & Il
Napoleon at War, Thirty Years War, Sniper or
Fulda Gap but willing to diversify. C. Insull, 132
Ffordd-y-Moufa, ABERGELE, Clwyd LL22 7NU.

FOR SALE

FOR SALE: linc. P&P) — Yalu, AirForce, Daunt-
less, Russian Campaign, Kaiserschlacht (S+G),

Case White, Air War, Panzerkreig @ £4.00 each.

Air Force Expan, Kit, Narvik, Their Finest Hour,
Chaco, 1815 @ £3.00 each. Soldiers @ £2.00.

All offers. inc of SSAE, to Donald Macleod,

64 Woodend Place, Aberdeen AB2 6AN.

FOR SALE: (unboxed) WWIII, Frederick the
Great @ £3.00 each. Chaco @ £2.50. Tannenberg,
Armada, Crusades, Constantinople, South
Africa, Stonewall, East is Red, Vera Cruz, Raid!
all @ £2.00 each. Qil War, Dixiel, Road to Rich-
mond @ £1.00 each. All SP| except Chaco{GDW)
Contact: J.E, Sizer, Becket Hall, North Stafford-
shire Polytechnic, Weston Rd, Stafford ST18
0AB.

FOR SALE: S&T issue games; Stonewall,
Cassino, Panzer Battles @ £1.50 each — excell.
condition, WWW games; Marston Moor, Albuera
/Vittoria @ £1.50 each — excell. cond. Part
exchange for Battle for Germany, Conquistador,
WarldWar 11, Contact: S.J Hackett, 152 Conway
Drive, Fulwood, Preston, Lancs PR2 3ES.

FOR SALE: All in excell. cond, bxd.: Panzer-
blitz £5, Squad Leader 2nd Ed. £5, Next War
inc. errata in ‘Moves' 41 & 42 £10. Unbxd: La
Bataille de la Moskowa £8. Prices inc UK P&P.
Contact: $.W.Sinclair, 29 Campbell 5t, Helens-
burgh, Dunbartonshire, G84 8YG.

FOR SALE: mint cond. unless stated. Publisher
and date stated, Bxd: SPI Air War 78 £6, Invas-
ion America 76 £6, Patrol 74 £4. Unbxd: SPI|
Punic Wars 75 £2, Dark Ages 71 £3, Moscow
Campaign 72 £3, Anzio Beachhead 70 £1, Tank
74 £2, Bastogne 70 £2, Road to Richmond 77
£2, Dixie 76 £2, Fred. the Great 75 £2, Vera
Cruz 77 £2, Revolt in the East 76 £2, Qil War
75 £2, Kampfpanzer {30 pieces missing) 73 £1.
Metagaming Ogre 78 £1, Melee 78 £1, SDC
Rifle - Musket 74 £2, Alamo 74 50p. Contact:
Lt J A Barry, Officers Mess, Ward Barracks,
Bulford Camp, Salisbury, Wilts.

FOR SALE: (Boxed): Campaign for N.Africa -
£16, Russian Civil War - £6. (Z-packs): Search
& Destroy - £2.50, Outreach - £3.50, Wacht Am
Rhein - £13.50. {Counters in grip lock bags):
La Belie Alliance, Supercharge - £2 each,
MNormandy, Tannenberg, Crusades, Cassino,
Armada - £2.50 each. | would be interested in
exchanging any of the above for Torgau, 1776,
NATQ, Pearl Harbour, Invasion: America or
Strategy 1. Contact: Harry Curran, 1 Silverdale
Court, Lanark, Scotland ML11 SHP,
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