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A NOTE TO THE NEW GAMER

(and the Experienced Gamer, too!)

It’s becoming something of an annual
tradition at SPI to publish a package of
reference and promotional material and send
it out to everyone we know (our readers/cus-
tomers) and, throughout the year, to those of
you who we’re seeing for the first time (our
new subscribers and customers). Wargaming
is not the easiest of hobbies to break into — it
has its own jargon, symbology, folk wisdom,
and history — and it is primarily to ease this
process that this special booklet has been
prepared.

For the new gamer the most useful
items in this booklet will probably be the sec-
tion, An Introduction to Wargaming, and of
course the game itself. These will give any
new gamer a starting point for understanding
games.

For the experienced gamer the most
usetul items are the indexes to the magazines
and the entire booklet used as a give-away to
a friend of his who is just getting interested in
wargaming. It is up to the experienced gamer
to play the role of local spokesman for his
hobby. Because of the difficulty of getting
into gaming “cold” (i.e., all on one’s own),
not many players spring up spontaneously.
Almost everyone I know (including myself)
was ‘“‘sponsored’ by a friend already in the
hobby. All of us (gamers and publishers)
have an interest in enlarging the hobby. The
more gamers, then the more opponents
available. The more games produced to serve
the wider variety of interests, the more dif-
ferent companies that remain viable, the
healthier the price competition amongst
companies, and the greater the strength of
the hobby in general.

Although this booklet is produced by
SPI and, therefore, basically promotes SPI
products and services, we’ve designed it as a
general introduction to the hobby. Most of
the information in it is applicable to the pro-
ducts of most of the game companies in the
industry. Naturally, I hope that you would
favor mostly SPI products — but being
realistic, I know that you’re going to at least
sample the games of the other fine companies
in the field. In recent years, many fledgling
companies have entered the ranks — some
good and some not so good. I would
therefore advise the new game to restrict his
initial purchases to the product lines of SPI
and the other ‘““name” companies until suffi-
cient familiarity has been gained with the
reputations of a// the companies. An ex-
amination of the Games Rating Chart in each
issue of Strategy & Tactics Magazine is a
good starting point.

The Chart doesn’t tell you everything,
but it is a good general guide to almost all the
wargames currently in print. More detailed
statistical information can be found in the
Playback section of MOVES Magazine (as

well as reviews of s). MOVES
Magazine also conta “how-10” ar-
ticles on game playing. For in-depth infor-
mation on the design and history of wargam-
ing, you can get yourself a copy of Wargame
Design, a 186-page hardcover book dealing
with almost every aspect of gaming (available
directly from SPI for $9.95).

Questions?

If you have a rules question concerning
an SPI game, you can get an answer by
writing your question(s) clearly and so that
they can be answered by a single phrase or
sentence; heading the paper with the name of
the game(s); sending it along with a stamped,
self-addressed envelope to: Games Questions
Editor, SPI (and our full address). What
you’ll get back is your own letter with the
answers filled in. For the sake of speed and to
insure that your letter is properly handled,
don’t enclose any other correspondence (par-
ticularly not an order) with your question let-
ter. If you have a burning question that needs
a fast answer, you can phone SPI (between
the hours of 1000 and 1800, Eastern Time
Zone) at (212) 673-4103. We can’t always
guarantee a complete answer by phone
(writing is best).

Complaints?

If you have a service problem or com-
plaint, write SPI Customer Service Depart-
ment (at our address) and explain in detail. It
helps to enclose the approximate date of your
order, the date on the back of your cancelled
check, and your Customer Code (if you’re a
subscriber). If you’ve changed your address,
be sure to mention the old and new addresses
(incidentally, when you do change your ad-
dress, try to give us a six-week warning). You
can also call Customer Service at the phone
number above.

If you’re a new gamer, I’d like to
welcome you to a fascinating and challenging
hobby — if you’re an “old hand,” I urge you
to use this booklet, and any other means at
your disposal, to recruit new players. To all
of you, I wish to say thanks for your support
of SPI and wargaming. Every year I meet
hundreds of gamers and read letters from
thousands more. You continually impress me
as an intelligent, friendly community of peo-
ple with whom I’'m fortunate to share a com-
mon interest. I do encourage you to write to
all of us here at SPI — although we can per-
sonally answer only a fraction of the letters
we get, we all avidly read our mail and we en-
joy hearing from you.

All the best,

Redmond Simonsen

THE HISTORY
OF WARGAMING

Wargames are nearly-as old as organized
warfare itself. Evidence has been uncovered
that indicates the use of games to simulate
war in ancient Egypt. Some of these games
underwent an abstraction process that re-
sulted in their transformation into board
games such as chess and go.

In 1780, Helwig, Master of the Pages for
the Duke of Brunswick, invented a game
strikingly similar to the modern commercial
wargame. It was played on a board of 1666
squares, color coded by terrain type. Players
used pieces representing units of various
types with different movement rates ex-
pressed in terms of squares-per-turn. In
1795, Georg Vinturinus, a military writer in
Schleswig, developed a more complex ver-
sion of the same type of game that used a
map based on an actual piece of terrain (be-
tween France and Belgium).

In 1824 Prussian Army Lieutenant von
Reisswitz published an elaborate wargame
system designed to be used in actual military
training and planning. The game, a develop-
ment of an earlier design by the lieutenant’s
father, made use of military maps, an um-
pire, probability tables, and detailed rules.
Although it received a mixed reception in the
Army (in fact jealous officers harassed von
Reisswitz to the point of suicide) the game in-
spired the formation of a wargaming club
and the publication of the first wargaming
magazine, the Kriegspieler Verein. Eventu-
ally, the wargaming concept became a gener-
ally accepted tool in the German Army, and
when later in the 19th Century the Germans
won their stunning victory over the French in
the Franco-Prussian War, many other na-
tions (rightly or wrongly) attributed much of
the success to the German’s use of Kriegspiel
in preparatory training and operational plan-
ning. American Army officers, W.R. Liver-
more and C.A.L. Totten, each designed their
own versions of the German Kriegspiel,
which met with the same sort of resistance
from the military establishment. Totten’s
game had the unique feature of appealing to
civilian gamers as well as military profes-
sionals.

Wargames were used by many of the
major powers shortly before and during
World War I. For the most part, the games
suffered from the preconceptions of their
users as to what was possible and not possi-
ble. So, for example, the use of such biased
strategic gaming to test the Schlieffen Plan
failed to indicate the likelihood of a stale-
mated Western Front very early in the war.
During World War II, the Germans made
very good use of operational level games to
plan precisely major attacks. In particular,
the swift march through the Ardennes, out-
flanking the Maginot Line, was thoroughly
wargamed in advance. The invasion of the
Soviet Union was intensely wargamed, and
this contributed greatly to the speed and

magnitude of the opening German victories.
[continued on page 4]
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SPI Games Are Everywhere!

Not too far from where you live, there’s probably a
store that sells the latest SPI games. Hobby shops,
bookstores, game shops, department and variety stores
are stocking SPI games in increasing numbers. Because
SPI publishes continuously, all year ’round, there’s
always a reason to stop in ask about the latest titles.

Your SPI dealer will usually stock the latest and
bestselling games as well as a selection from our extensive
line of over two hundred titles. Ask him about special
ordering any of our titles that he doesn’t regularly carry.
Your dealer can make available to you the broadest line
of SPI games ranging in price from $3.95 to $50. If your
favorite store is not yet an SPI dealer, ask him to contact
our Wholesale Order Department or his distributor.

Your SP/ dealer always
has a terrific new game!




HISTORY

[continued from page 2]

One of the best known anecdotes about
World War Il wargaming concerns the Ja-
panese simulation of the Battle of Midway.
In this very elaborate game, the Japanese
Naval officers playing the role of the Ameri-
cans launched an attack on the Japanese car-
rier force and inflicted devastating losses on
it. When a number of the Japanese carriers
were sunk, the umpires were told to cancel
the result (in effect, the Japanese cheated at
their own game) and ‘‘re-float’” the ships.
The game then went on to indicate the vic-
tory at Midway that the Japanese felt was
inevitable. In the real event, the Japanese
carrier force was struck almost precisely as
indicated by the game and with even more
disastrous results. This is but one of the more
remarkable instances of an all-too-typical
behavior pattern evident in the military use
of wargames as stochastic devices: when the
result isn’t what the planners expect, the
temptation to cheat can be overwhelming.

In the post-WWII era, the military use of
wargames became increasingly sophisticated
and widespread. Much of the advance in so-
phistication was connected with the advent
of computer technology. The computer
allowed large amounts of data to be stored
and manipulated, freeing the human players
from the tedium associated with highly de-
tailed manual simulations. The ultimate in
computerized gaming came about with the
development of mathematical models of con-
flict situations that are entirely played by
computer without human intervention.
There is some debate concerning the useful-
ness of such computer simulations. The
amount of data generated is so great that it
can overwhelm the user, thereby undermin-
ing the very reason for the simulation. As
part of an attempt to deal with this problem,
the military (in the US) has been examining
the various wargaming techniques used in
commercial games. In 1976, the US Army
contracted SPI to produce a tactical level
game as a training device — the identical
game is also sold to the civilian market as
FireFight.

Civilian/Commercial Wargaming

For as long as model soldiers have ex-
isted, wargames have been played. However,
it was only shortly before World War I that
such informal gaming began to take on struc-
ture and substance with the publication of
H.G. Welles’ Little Wars, the first widely used
rulebook for the use of miniatures in war-
gaming. Since then, many such rules systems
have been published, but all have been in
essence derivatives of Welles’ original work.

In 1953, Charles S. Roberts produced
and distributed the archetype for a new type
of commercial wargame. It was called Tac-
tics. Its modest success encouraged Roberts
(in 1958) to form the Avalon Hill Company
to produce adult games (including
wargames). The first titles were Tactics I1
and Gettysburg (the first commercial
wargame on a truly historical subject). The
company grew rapidly up until 1963 when it

ran into an economic brick wall and almost
ceased to exist. Basically it had overextended
itself plus it was caught in the grip of a
dislocating shift of buying from retail to dis-
count stores. The company was taken over
by its major creditor, Monarch Services. For
a time it was internally dormant (so far as
producing anything new) while it was
reorganized. Essentially, it divested itself of
its design staff and begari a conservative pro-
gram of producing one or two wargame titles
a year, all of which were designed by
freelancers.

In 1966 while the hobby was slowly
growing, Christopher Wagner, then USAF
Staff Sergeant in Japan, began publishing
Strategy & Tactics Magazine as an alternative
to Avalon Hill’s house organ, The General.
Many of the people who are now ‘‘names’’ in
the hobby first became associated with each
other via S&T. Wagner endeavored to pro-
duce a quality magazine to give shape and
substance to the hobby. After struggling
valiantly for two years, Wagner felt that he
had to give up in his virtually single-handed
effort to give the hobby a voice. Casting
about for someone to assume the liability of
the remaining subscriptions, Chris contacted
Jim Dunnigan (who had written for S&7).
Reluctantly, Dunnigan agreed — primarily
to have a vehicle through which to test a
series of experimental games he and some
friends were developing. As S&T shifted its
base to New York, Redmond Simonsen
agreed (also reluctantly) to involve himself
once again in S&7. [In the previous year
Simonsen had been working with Wagner to
professionalize the magazine.] After struggl-
ing through its first New York produced
issues, S& T underwent a transformation into
the format it more or less maintains to this
day: a military history magazine with a
simulation game in it. At first, both Dun-
nigan and Simonsen thought of S&T as a
temporary venture. But the admittedly
“‘rough’” games that Dunnigan had designed
brought a freshness to the hobby that it sore-
ly needed. Plus in one stroke, they doubled
the number of game titles available to hob-
byists. As Simonsen began to professionalize
the ““look” of S&T and SPI games, and as
the two men took a team approach to game
design, the pace of the hobby began to
quicken.

In late 1970, Simonsen and Dunnigan
incorporated as Simulation Publications.
Via a program of advertising, S&T"s circula-
tion began to build and sales of SPI games to
its readers began to take on serious propor-
tions. By 1972, SPI was growing exponential-
ly and became a substantial competitor to
Avalon Hill, which until SPI’s advent had
been the only ship in a very calm sea.

The innovations that SPI brought to the
hobby are in large part responsible for its
present vitality. The production of a serious
history magazine containing a full-fledged
game; the constant surveying of gamers to
discover the titles they wished to see produc-
ed; the quantum jump in the rate of game
production; the multiplicity of new game
systems; the multi-talented in-house design
staff — all these elements and others have

made SPI a major force in the rapidly grow-
ing field of civilian wargaming.

SPI’s success has encouraged the forma-
tion and entry of other companies into the
field, and the resultant competition and
diversity has benefitted the hobby greately.
SPI, Avalon Hill, and the other publishers
are basically friendly rivals with a common
interest. All the major and most of the minor
companies now participate in an annual con-
vention and show attended by thousands of
gamers.

The number of wargamers in the coun-
try has been variously estimated at from 100
to 250 thousand although the potential exists
for a much greater audience. The typical
American wargamer is a college-educated
male in his middle twenties. No more than
one percent of gamers are women, but this is
changing as women in general diversify their
interests and activities. Hobbyists offer a
wide spectrum of reasons for playing such
complex, time-consuming games, but most
say that wargames afford thein a unique ap-
proach to historical information as well as a
highly challenging, involving source of enter-
tainment and competition.

From its origins as a court curiousity to
the highly developed sophisticated manual
simulations of the seventies, wargaming has
undergone a remarkable evolution. There are
now hundreds of wargames in print and the
list is growing by several dozen each year.
The level of innovation and production is
several orders of magnitude greater than it
was only a decade ago. Just ahead lies the era
of electronic wargaming as the personal com-
puter explosion impacts in the US. It’s a safe
prediction that the next ten years will be at
least as fascinating as the last ten. —RAS

INTRODUCTION

[continued from page 8]

in good stead in the more complex games to
come. SPI has produced a number of ex-
citing games using modified versions of the
Napoleon at Waterloo system. Once you
learn it, you’ll be able with little additional
effort to paly the following titles:

Wavre

La Belle Alliance

Quatre Bras

Ligny

(and the preceding four all together as
Napoleon’s Last Battles)

Wagram

Battle of Nations

Jena-Auerstadt

Marengo

Dresden and Eylau

Borodino

Austerlitz

Chickamauga

Shiloh

Antietam

Cemetery Hill

Chattanooga

Battle of the Wilderness

Hooker & Lee

Fredericksburg

Road to Richmond



The Battle of Quatre Bras
Junel6. 1815 :

Strategy & Tactics Magazine is a paper time-machine: you return to the point of decision
and alter the course of history to explore alternative outcomes. Through conflict simulation,
the famous battles and campaigns of military history become yours to re-create, substituting
your judgment for that of the actual commanders. Other magazines and books can only
speculate about the many paths that history could have taken: Strategy & Tactics enables you
to find out for yourself — by redirecting the forces of change at the historical turning points.

Conflict simulations are serious, adult-level games. They are powerful analytic tools —
paper computers that focus your mind on the critical elements of an historical problem. The
games are played on maps portraying the battlegrounds, with playing pieces that simulate the
characteristics of the participating military units. Although most games are designed for two
players, they may be played by one (or three or more).

Strategy & Tactics also provides a full-length article dealing with the same subject as the
game in the issue — plus other articles dealing with both historical and contemporary military
and conflict simulation subjects. Subscribers are eligible for many special offers and dis-
counts on SPI’s large selection of historical simulations games.

One Year (six issue) subscription: $16.00
Two Year (twelve issue) subscription: $30.00
Three Year (eighteen issue) subscription: $42.00

VvV iF L5
THE WARWITH SPAIN
1585-1604



The inside track on the latest

tactics, happenings, and moves!

MOVES Magazine, the perfect companion to
S&T, provides the serious gamer with the commentary,
criticism, advice, and news necessary to the complete
appreciation and enjoyment of simulation games.
MOVES concentrates on the gaming aspects of the
newest and best military simulations of all publishers,
drawing for its material on the resources of the SPI staff
and an active readership whose insights and musings are
regularly translated into many of MOVES most
memorable articles.

Each issue of MOVES offers regular features that
encompass the entire hobby. Playback provides in-

J

depth reader analyses of recent titles from many
publishers. Opening MOVES comprises essays on
anything from the state of graphics in the hobby to the
need for communication among wargame clubs. For-
ward Observer probes selected games in detail, ex-
amining flaws as well as extolling virtues. MOVES in
English exposes the reader to a view of the hobby from
outside the U.S. Feedback gives the readership a
chance to talk back. Designer’s Notes offers all the
latest news on SPI products in the making. In every
issue of MOVES you will find these and other impor-
tant features...

...plus a horde of articles like these:

Highway to the Reich, Stuart Glennan @ Good Woods, Karl E.

Wiegers @ Heli-War, Thomas G. Pratuch @ Second Prize, A
Full Weekend in Philadelphia, Redmond A. Simonsen ® The
Colossal Counter Contest, Richard Berg ® War in the World,
Pt. 1, Thomas B. Stoughton @ War Between the States,
Nicky Palmer ® The Evolution of Origins, John Prados @
Wargame Design, Thomas G. Pratuch @ War in the
World, Pt. 2, Thomas B. Stoughton @ King of the Moun-
tain, David S. Bieksza @ SPIRIT e Baltic Battles, W.

Orr and Peter Bolton @ Frodo, Take a Letter, David A.
Smith @ Arrows of Outrageous Fortune, David A.

Smith @ Free the Panthers! Thomas W. Graveline @

The Search Goes On, Rudolph Lauer ® Anyone Else

Out There Like Me? Fred M. Sassin ® SpiBus @

SPIRIT e Atlantic Wall, John Geoffrey Barnard @
Descent on Crete, Thomas G. Pratuch @ Playing

with Intelligence, Peter A. McDonald @ Fortress

Europa, John Prados ® Mending Stonewall,

Leonard Millman e This Land Is Your Land,

Thomas G. Pratuch ® A Medieval Miscellany,

Charles Vasey ® The Next War CRT, Tony Mer- /
ridy @ Tactics in the Next War, Mark Herman @ /
Baltic Naval Scenario, Dick Rustin @ Design /
and Development, Pt. 2, Stephen Donaldson @ /
Next War Order of Battle Analyses ® A Game

of Beaches, Thomas G. Pratuch @ Atlantic /
Wall Errata & Addenda @ Is There a Method

Actor in the House? Jonathan Southard @

Kharkov, Karl E. Wiegers ® Stonewall,

James F. Epperson @ Gamma World, Steve

List @ Green Fields Beyond, Christopher R.

Perleberg @ A CRT-Based Analysis,

John G. Alsen

One Year (6-issue) subscription: $9.60. Two Year (12-issue) subscription: $18.00
To order your subscription, see the SPI Brochure in this booklet.
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AN INTRODUCTION TO WARGAMING
and How to Play Napoleon at Waterloo

by Redmond Simonsen

Wargaming, and more broadly, conflict
simulation gaming, is in some ways hindered
by its own strength. The powerfully attrac-
tive concept of recreating a famous battle
necessarily requires a body of rules much
more complex and extensive than those
found in the usual adult parlor game. Even
the manner of moving the pieces and the pro-
gress of play is more exacting and foreign-
seeming than most other types of games. As a
partial answer to this problem, SPI has pro-
duced the third edition of Napoleon at
Waterloo — a game specifically designed as a
“first game.” But even Napoleon at
Waterloo has 3000 words of rules, some odd-
seeming tables, and an intimidating array of
playing pieces. Because even this simplest of
wargames can seem perplexing at first, I’d
like to describe what goes on in general in
simulation games and specifically how to ap-
proach this particular introductory game.

1. Itis worthitall!

Such a simple declaration may seem sil-
ly, but it’s heartening to keep in mind that
simulation games are rewarding and en-
joyable experiences — regardless of how
mysterious they may seem at first. Once the
basic techniques of gaming are understood, a
whole family of fascinating hobby games
become accessible to the new player. Unlike
most other games, wargames share a lot of
common features. Once these features are
grasped, they need not be re-learned with
every new game. This explains, in part, how
experienced gamers can so easily digest
dozens of formidable new games every year
without bursting at the mental seams. When
you get a new game, you only have to
discover the things that vary from the usual.
To a great extent, it is this relatedness that
makes simulation gaming a distinct hobby.

So whatever trouble you may have get-
ting into gaming, rest assured that it will sud-
denly seem simple and easy to manage once
the nuts and bolts are understood.

2. In the game,
you're in charge.

In simulation gaming, the player actual-
ly represents a leader or a group of leaders. In
Napoleon at Waterloo, the players represent
Napoleon Bonaparte (for the French) and
the Duke of Wellington and Blucher (for the
Anglo-Allies and Prussians).

In the game, the problems of command
are simplified to present only the most
significant and interesting aspects. In a game
like Napoleon at Waterloo, the players make
all the decisions about maneuver and com-
mitment of forces — but are spared the
tedious matters of supply and logistics. Some
games concentrate very heavily on such fac-
tors and also deal with the problem and
transmission of orders, doctrine, fatigue,
etc. In fact, some games become so detailed

that they take as long to play as the real event
took to happen!

In Napoleon at Waterloo, you decide
where each playing piece will move and
which enemy unit it will attack (if any). This
is quite unlike conventional board games (for
example, chess) where you can move only
one piece per turn or must move pieces in
some rigid pattern. Always keep in mind that
the game is an attempt to simulate a certain
kind of reality (the movement and action of
military units). Many times it is the natural,
logical actions that are the hardest rules to
understand (simply because most games
don’t have any real-world connection and
we’re not accustomed to them having such,
either). If you think of your playing pieces as
large, unwieldy groups of men and equip-
ment moving over real territory, you’ll have a
better appreciation of the logic inherent in
the rules.

3. Winning isn’t everything,
but...

The usual focus of a parlor game is
centered on winning. In many ways, the
game is defined by the manner in which a
player wins. Wargames are a little different
inasmuch as the very process of play is itself
meaningful and enjoyable. Wargames share
this characteristic with many sports. The vic-
tory conditions in wargames are based upon
the realities of the particular military situa-
tion being simulated. Thus, in Napoleon at
Waterloo, the Allied Army seeks to inflict
enough losses on the French Army to
demoralize it (i.e., break its will to fight).
The French have to demoralize the Allied Ar-
my and start their army on the way to
Waterloo (as a way station to their strategic
objective, Brussels). These victory condi-
tions represent the judgment of the designer-
as-historian as to what would had to have
happened historically. In the real battle the
French Army was indeed demoralized.
Technically, it had the wherewithal to con-
tinue fighting — it had simply lost heart
because of the very great losses it had sustain-
ed and the failure of a critical attack by the
best French unit (the Imperial Guard).

Incidentally, you should keep in mind
that when a unit is ‘“destroyed” in a
wargame, it rarely simulates the complete
and utter destruction of that body of men
and equipment. Once again, it simply means
that that unit has lost its ability to fight as a
cohesive force. Indeed, a unit that has lost
ten or fifteen percent of its strength in a real
battle would be represented as being
destroyed (removed from the map) in most
wargames like Napoleon at Waterloo. So, as
units are ‘“‘destroyed” the crowd of
disorganized and defeated men increases on
the battlefield (even though the game map is
cleared of these losers) which has an effect on
the units that remain fighting. Ultimately,

the still-effective units crack psychologically
and the whole battle is lost.

The individual unit losses are, in effect,
miniature versions of how the battle itself is
lost: not by suffering complete annihilation,
but rather by losing enough to make it im-
possible to go on. You'’ll see this criterion us-
ed in many wargames. Sometimes it is linked
to some sort of territorical objective (as in the
exiting of the French units towards Brussels).
The way that each side wins a game is rarely
identical. Because it simulates a real event,
the antagonists in a wargame have different
objectives — different definitions of what
constitutes a victory.

4. Lucky you.

One of the main elements in any
wargames is the Combat Results Table. At
first, the thought of rolling a die or picking a
number from a hat to find out who wins a
particular battle might seem a little arbitrary
of chancy. The table, however, is actually a
simplified but sophisticated statistical
analysis of what happens in a battle. After
you use it a few times you’ll see how the
greater the force you bring to bear, the more
likely it is that you’ll get a favorable result.
The Combat Results Table in Napoleon at
Waterloo also shows you that as the attack-
ing force begins to massively outnumber the
defender, the defender will always lose, but
sometimes will take some of the attackers
with him (by getting an Equal Elimination
result).

Just as in real life, in wargaming there
are few sure things. When playing you must
allow for a reasonable number of well plan-
ned attacks going wrong. The Combat
Results Table will indicate a good chance of
winning, but you’ll sometimes get the one
result that goes against you. Statistically, if
you make a large number of attacks with the
odds in your favor, you’ll win — but you may
lose just a few critical attacks and have your
entire plan ruined. Sometimes a string of
really bad luck will actually cause your defeat
in a game like Napoleon at Waterloo. This
can happen even though you did everything
“right”” and you’ll find it can be literally
demoralizing on a personal level.

5. How to get started.

Napoleon at Waterloo is a good in-
troductory game for a whole host of reasons.
The relative quickness of play makes it an
ideal learning game because you can actually
use it as a practice field — playing a number
of games in a single evening. Usually a deci-
sion is reached in under an hour (even though
all ten Game-Turns may not have been
played). Unless you have someone experienc-
ed in gaming to act as your coach, the best
way to learn is to play a few practice games
against yourself. Just follow the rules and
play for each side in order. This will give you
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quick exposure to everything in the whole
game— and since you play both sides, you’ll
always be doing something rather than
waiting for the understandably slow moves
of another beginning player.

Make sure you have at least a couple of
hours free to concentrate on the game. You
may not need all that time, but its better to be
relaxed and under no pressure to finish in a
hurry. Take a good look at all the com-
ponents to the game, quickly skim the rules,
and carefully punch out the playing pieces
from their cardboard frame. Remove the
map from the booklet by bending open the
staples with a small screwdriver or pocket
knife. Fold it back on itself, then flatten it
out on a smooth table top.

Set up all the starting units. These can be
recognized by the four digit numbers printed
in the middle of each of these pieces. These
numbers correspond to specific hexagon
numbers on the map. What you wind up with
is 18 red Allied units arrayed against an on-
coming army of 26 blue and white French
units. Note that the hexagons on the map
serve much the same purpose as the squares
on a checkerboard — they regulate the move-
ment and positioning of the pieces. The dif-
ference is that each hex is characterized by
the terrain it contains. Look at the key on the
map and you’ll see that, effectively, there are
two main types of hexes: those which units
can enter (clear, buildings, roads, and
woods-roads); and those which units may
never enter (woods). Of the hexes that units
can enter, two are important defensively:
building and woods-road hexes. In these hex-
es, a unit has its strength doubled on the
defense.

The actual play of the game takes place
in an ordered sequence: the French pieces
move, then attack; and the Allied pieces
move, then attack. This sequence is repeated
ten times and the game is over. When first set
up, the situation can be thought of as two op-
posing football teams facing each other on
the line of scrimmage (except that the French
has more “men’ on the field). The French
team moves and crashes into the Allied line.

As each attack is resolved by using the
combat results table, either the French will be
thrown back or eliminated or the Allies will.
Because each attack is resolved separately
(and there can be several attacks in the same

* turn), the French can push some Allied units
back, advance into their positions, and sur-
round other Allied units that they have yet to
attack. Surrounded units are not allowed to
retreat — so if the subsequent attack against
them succeeds in getting a retreat result, the
unit will be eliminated instead, thereby bring-
ing the French closer to victory. It is a stan-
dard technique in land combat games such as
Napoleon at Waterloo, to advance, sur-
round, and destroy units. You’ll see, by
looking at the Combat Results Table, that
it’s fairly difficult to destroy enemy units
without surrounding them. To use the foot-
ball analogy, it’s more effective to tackle the
runner from two directions at once.

Because the victory conditions in
Napoleon at Waterloo concentrate on the

destruction of units, overall position on the
map is not so important as it might at first
seem. Although the French are attempting to
get seven units off the map toward Waterloo,
their primary objective is to demoralize the
Allied Army by beating the tar out of them.
The Allies should not be so concerned about
French units getting by them to exit the map.
More importantly, they should focus on
beating the tar out of the French. If they
destroy 40 points worth of French first, it
doesn’t matter how many French units exit
the map — the Allies have won.

The Allies should not allow individual
units or small groups to become surrounded
by powerful French groups. They should
maintain a continuous crescent shaped line
of strong units with plenty of space to retreat
when the need arises. It is important for the
Allied Player to realize that he must be ag-
gressive and vigorously attack the French
(even though the French are the ones on the
strategic offensive). Napoleon at Waterloo is
won by the player who most steadily destroys
enemy units.

Since the sequence of play is ‘“move-
attack/move-attack” the player should study
the enemy position before moving, pick out
some vulnerable units, and move to concen-
trate on them and destroy them. Don’t try to
attack everything at once. You’ll simply
make a lot of weak assaults that will gain
nothing. If the enemy has a coherent line,
you will have to make at least three or four
attacks to yield a situation where an enemy
unit can be surrounded and destroved.

After the French make their first turn at-
tacks, the Allies should immediately try to
pick off one or two French units by laun-
ching a strong counterattack. After that, it’s
a race by either side to remain ahead on
points until the forty point limit is reached.
Napoleon at Waterloo can be an extremely
tense battle. A decision is usually reached
around turns 5, 6, or 7.

In general, the French should drive into
and around the Allied line in the center and
to the west. This makes it harder for the
Allies to bring the oncoming Prussian Army
to bear (since they enter in the east). This is
the commonsense tactic of being strongest
where the enemy is weakest. The Allied
forces should attack in good order (i.e.,
don’t leave too many of your units exposed
to counterattack) and not be afraid of losing
ground so long as they are destroying French
units. If the Allies are too cautious, they are
bound to lose. The balance of. the game is
slightly in favor of the Allies (about 60-40).
The French (as in the historical reality) have a
tough task — if the French player is at all
timid, he’llundoubtedly lose

6. Getting better.

The first few games you play will be less
than smooth. You’ll have to look things in
the rules and you may not really feel you
know what you’re doing. Don’t worry — few
new gamers ‘‘click”” immediately into the ex-
pert category. Just as in playing sports, prac-
tice improves your game. Because of the
relatedness of wargames, much of what you

learn in Napoleon at Waterloo will stand you
[continued on page 4]

SOLITAIRE

PLAY

The Opponent Who's
Always There

We all suffer from a scarcity of worthy
opponents — though growing by leaps and
bounds, the wargamer population is still
thinly spread over this great land of ours.
Most veteran gamers have partially solved
this problem by playing games solitaire. Al-
though in retrospect it must seem an obvious
solution, many new gamers hesitate to play
games solitaire, perhaps because they feel
they need some special set of rules or pro-
cedures to do so. Remember, wargames are
complex and that complexity can be in-
timidating to new players. It’s easy to get the
impression that the rules must be followed to
the letter of the law and anything that’s not
specifically pointed out in the rules is ver-
boten. It is the very complexity of wargames,
however, that allows solitaire play without
special rules. In most games one can just set
up both sides and play them both in proper
sequence. Because it’s virtually impossible to
specifically plan moves far in advance, the
dynamics of the solitaire play will closely
resemble two-player gaming...and be just
about as interesting!

One must exercise a little more discipline
in solitaire play — there’s a great temptation
to ““play favorites” (i.e., cheat) with one side
or the other when playing against oneself.
Moreover, if one plays the same game soli-
taire several times in a row, the course of play
often becomes stereotyped. There are some
simple techniques to avoid such stereotyping,
one of them being merely sitting on a dif-
ferent side of the game map than you're used
to! Another is to roll the die for one or both
sides each turn to decide whether you’ll per-
form high-risk or low-risk moves. This will
change your rhythm of play sufficiently so
that it will seem as if another personality is
involved in the game.

In games that involve plotting, several
sets of alternate orders can be written and
randomly chosen so that much of the sur-
prise element is maintained. This can also be
done in games that don’t usually require
plotting of moves — just write several sets of
broadly worded orders for your units and
choose one at random.

Of course, some games are more
suitable for solitaire play than others. The
Games Rating Chart in S&T rates the general
one-player adaptability of most games. Per-
sonally, I find that the operational level
games are the most rewarding when played
solitaire. Usually the number of moves and
counters are manageable and the options
broad enough to permit variation in play.
But whatever you prefer, a lot of enjoyable
gaming can be had simply by exercising the
initiative and imagination required to play
solitaire...plus, you a/ways win.

—Redmond Simonsen

K



“Napoleon

“Waterloo

Read This First:

The rules to this game are organized into
a set of numbered Sections. Each Section
begins with a General Rule (and sometimes a
Procedure) followed by a series of specific
Cases — decimally numbered paragraphs
headed by a boldface sentence containing the
main thought of that specific rule. Should
you have any questions concerning these
rules, please write SPI, enclosing a stamped,
self-addressed envelope and phrasing your
questions so that they may be answered by a
simple sentence, word or number. Mark your
query to the attention of Napoleon at
Waterloo Rules Question Editor.

[1.0] How to Start:

[2.0] Equipment

[3.0] Basic Procedure

[4.0] Movement of Units
[5.0] Combat Preconditions
[6.0] Combat Resolution
[7.0] Reinforcement

[8.0] How the Game Is Won
[9.0] The Grouchy Variant

[1.0] How to Start

GENERAL RULE:

Napoleon at Waterloo consists of a
body of rules, a separate group of cardboard
playing pieces and a map.

PROCEDURE:

The components should be spread out
on a large table with two Players sitting on
either side. The die-cut counters should be
carefully punched out and carefully segre-
gated as to national group. The Players
should skim through the rules by reading
only the bold sentence-headlines in the vari-
ous rules sections. Then the pieces should be
placed in their starting positions (as indicated
by the four-digit numbers on the faces of the
playing pieces). At this point, the Players
should review the Sequence of Play and
begin a trial game, referring to the details of
the rules when they have a question. Note
that it is possible to play an enjoyable
solitaire game against oneself simply by
assuming the role of either Player in proper
sequence. To remove the map from the
booklet, gently pry open the staples, remove
the map, and close the staples again.

COMMENT:

Napoleon at Waterloo is a simulation of
the battle between the French under
Napoleon and the Anglo-Allied and Prussian
forces in June 1815.

[2.0] Equipment

GENERAL RULE:
The game equipment consists of the
rules, charts, map, and playing pieces.

CASES:

[2.1] The game map represents
the terrain on which the battle
was fought.

An hexagonal grid is superimposed on
the terrain of the map to regulate movement
and positioning of the playing pieces. To
make the mapsheet lie flat, one should back-
fold it against its machine-made folds.
Players will note that each hexagon (here-
after called ‘‘hex’’) on the map has its own
four digit identity number.

[2.2] The Terrain Effects Chart
summarizes how the features on
the map affect the movement and
combat of the playing pieces.

[2.3] The Combat Results Table
is the primary means for
resolving combat.

Players will need one die from a set of
common six-sided dice in order to play the
game, or they may use the six numbered chits
to provide random numbers.

[2.4] The playing pieces represent
the actual military units that took
part in the historical battle.

There are five items of information on
the front face of each unit. The Player is told
what type of unit it is (infantry, cavalry, or
artillery), and what its ‘name’ or military
designation is. Additionally, the Player is
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given the Combat Strength and the Move-
ment Allowance of each unit. The Player is
also told which hex the unit starts in or what
Game-Turn the unit enters the game as a
reinforcement.

SAMPLE INFANTRY UNIT (French)

Unit
Designation +—+Yng Gd Set-Up
1416 T Hex
Combat Movement
Strength __*5 -4‘_— Allowance
T SAMPLE CAVALRY UNIT
1207 (Anglo-Allied)
1-5
SAMPLE ARTILLERY UNIT

(Prussian)
Game-Turn of Entry
in Variant Game

[2.5] Combat Strength is the
basic power of a unit when
attacking or defending.

The Terrain Effects Chart will detail
how this number is affected by combat. The
Combat Strength value of a unit is deemed to
consist of the printed number of Combat
Strength Points.

[2.6] Movement Allowance is the
unit’s basic ability to move in one
Movement Phase.

This ability is expressed in terms of
Movement Points. Each hex entered costs a
unit one Movement Point.

The Sequence of Play

The Players take turns moving their
units and making attacks. The order in which
they take these actions is described in this se-
quence of play outline. One completion of
the sequence of play is called a Game-Turn.
Each Game-Turn consists of two Player-
Turns. Each Player-Turn consists of two
Phases.

THE FRENCH PLAYER-TURN:
Step 1. French Player’s Movement Phase.

The French Player may move his
units and bring in reinforcements.
He may move as many or as few as he wishes,
one after another, within the limitations of
the rules of movement.

Step 2. French Player’s Combat Phase.

The French Player must attack
adjacent Enemy units.

He may perform these attacks in any order he
wishes, applying the results immediately as
each attack is made.

THE ALLIED PLAYER-TURN:
Step 3. Allied Player’s Movement Phase.

The Allied Player may move his
units and bring in reinforcements.
He may move as many or as few as he wishes,
one after another, within the limitations of
the rules of movement.

Step 4. Allied Player’s Combat Phase.

The Allied Player must attack
adjacent Enemy units.

He may perform these attacks in any order he
wishes, applying the results immediately as
each attack is made.

These four steps are repeated ten times.
The game is then over and the Players deter-
mine the victor according to the rules on
How the Game is Won. Note that the game
may be ended earlier if one Player achieves
his victory conditions.

GENERAL RULE:

Each unit has a Movement Allowance
number printed on it which represents the
basic number of hexes it may move in a single
Movement Phase. Each Player moves only
his own units during the Movement Phase of
his Player-Turn (as outlined in the Sequence
of Play).

PROCEDURE:

Units move one at a time, hex-by-hex, in
any direction or combination of directions
that the Player desires. The Movement Phase
ends when the Player announces that he has
moved all of his units that he chooses to (or.
as of the time that he begins to make at-
tacks).

CASES:

[4.1] A unit may never exceed its
Movement Allowance.

During its Movement Phase, each unit
may move as far as its Movement Allowance
permits. Basically, each unit spends one
Movement Point of its total Allowance for
each hex that it enters. Individual units may
move less than their Movement Allowance.
Units are never forced to move during their
Movement Phase. Units may not, however,
lend or accumulate unused Movement
Points.

[4.2] Units must spend one
Movement Point to enter each hex.

Units may only enter or leave woods
hexes through hexsides crossed by roads
(even when advancing or retreating due to
combat).

[4.3] A unit may never enter nor
pass through a hex containing an
Enemy unit.

[4.4] A unit may never end its
Movement Phase in the same hex
as another Friendly unit.

One or more units may move through a
hex containing another Friendly unit, but the
moving units may never end the Movement
Phase in the same hex as another unit. If this
should inadvertently happen, the opposing
Player gets to choose which of the illegally
placed units are to be destroyed (so that only
one unit remains in the hex).

[4.5] A unit must stop upon
entering a hex that is in the Zone
of Control of an Enemy unit.

Whenever a unit enters a hex that is
directly adjacent to any of the Enemy Play-
er’s units, the moving unit must immediately
stop and move no further that Phase. Note
that there are six hexes adjacent to most
hexes on the map. The six hexes adjacent to
an Enemy unit are called the Zone of Control
of that unit.

A unit may not move so long as it isin an
Enemy controlled hex. Only by freeing itself
through a combat result may a unit escape
the ‘freezing’ effect of an Enemy Zone of
Control.

[4.6] Except for French Victory
Requirements, units may not leave
the map.

If forced to do so by the Combat Results
Table, they are eliminated instead. [See Case
8.3]

Eligibility Requirements for
Attacking Units.

GENERAL RULE:

Each unit has a Combat Strength
number printed on it which represents its
basic power to attack during its Combat
Phase and to defend during the Enemy Com-
bat Phase. Whether or not a unit can attack
is strictly a matter of how it is positioned with
respect to Enemy units. All units that are in
Enemy Zones of Control must attack during
their Combat Phase; artillery units not in
Enemy Zones of Control but that have
Enemy units within the range of their guns
may execute a special form of attack called
bombardment.

PROCEDURE:

The Player examines the positions of his
units, determining which are in Enemy Zones
of Control and which artillery units have
Enemy units within their range. Attacks are
conducted using the Combat Results Table,
the die, and the procedures detailed in the
section on Combat Resolution.

CASES:

[S5.1] A unit that is in an Enemy
Zone of Control must attack — and
every Enemy unit that has a
phasing unit in its Zone of Control
must be attacked.

[continued on page 15]
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Examples of Attacks

In the following examples, the Blue units are
the Attackers and the Red units are the
Defenders. A circle is drawn around those
units (Attacker and Defender) which are in-
volved in combat with each other. Each circl-
ed battle situation constitutes an attack and
would require the rolling of the die. Note
that when several attacking and defending
units are adjacent to each other, the attacks
may be constituted in more than one way.
Artillery attacks are indicated with an arrow
when the defending unit being bombarded is
not directly adjacent. The odds of each at-
tack are given next to each situation.
Anything which can logically be inferred
from these examples is tantamount to a rule
unless explicitly covered in the written rules.
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TERRAIN KEY and explanation of its effects on play.
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THE BATTLE OF WATERLOQO, 18 June 1815

Dawn of 18 June 1815 found the French
Army of the Emperor Napoleon Bonaparte
seemingly on the verge of its greatest victory.
After a mere twelve days of marching and
‘fighting, the French had succeeded in split-
ting the Prussian Army under Blucher from
Wellington’s Army for what looked to be the
decisive battle of the campaign. Along a
frontage of 15,000 yards, some 72,000
French troops (many of them veterans of
long service) supported by 246 guns faced a
motley collection of 68,000 British recruits,
Hanoverian and Brunswicker levies, and
barely-serviceable Netherlander militia feeb-
ly supported by a mere 156 guns. In apprais-
ing the possibilities of the situation, Napole-
on dismissed the coming battle as ‘‘an affair
of amorning.’” He was never more wrong.

Despite the brittleness of his army, Well-
ington had a number of factors working in
his favor that day in Belgium. One was the
strength of his position on the reverse slope
of a slight ridge. Another was the weather.
The rains of the previous day and night had
left the fields and pastures separating the two
armies sodden and slippery, putting the
French (who would be advancing) at a disad-
vantage and delaying the start of the battle
for some hours. Most importantly, Wellington
had arranged with Blucher for the Prussians
(whom Napoleon believed to be retreating
eastward after their mauling at Ligny two
days previous) to advance in support of the
soon-to-be-beleagured Anglo-Allied Army.

The battle opened at 1150 with a can-
nonade and one-division assault on Hougo-
mont, a walled manor constituting a sort of
natural redoubt guarding the approach to the
Allied right. Designed as a diversion to draw
Wellington’s reserves away from the real
point of attack, this assault miscarried and
had to be supported. As the day wore on,
more and more of the French II corps was
fed into the assault on this almost impregna-
ble position, and gradually the battle for
Hougomont came to take on a life of its own,
separate from the rest of the battle. In any
event, Wellington fed troops into this isolat-
ed battle piecemeal, a company at a time, and
it thus failed in its purpose.

By 1334, Napoleon was ready to launch
his main effort, an attack by D’Erlon’s corps
on the Allied center. Four divisions advanc-
ed, overrunning the Allied advanced posi-
tions. An entire Allied division broke in the
face of the onslaught. All seemed to be going
as planned. Wicth the commitment of Pic-

ton’s 5th division, however, the line was sta-
bilized. After an hour long firefight, the
French admitted defeat in the assault and
withdrew.

Meanwhile, the Prussians had been
sighted advancing on the French right and
Napoleon was forced both to hurry his attack
on Wellington and to detach forces to fight a
holding action against the new threat. Dur-
ing the next several hours, the French fought
a fierce action against the Prussians around
Plancenoit while vainly trying to break the
Anglo-Allied line with cavalry alone. Both
actions ultimately failed and the emperor on
a gambler’s throw committed his last reserve,

the Imperial Guard, against Wellington’s ser-
erely stressed line in an effort to break the Al-
lied center before the Prussians could organ-
ize to crush his right. At 1930 the Guard ad-
vanced to be met by the massed fire of the
British Guards. After a brief firefight, it was
the French who broke, engendering cries of
““Le Guard recule!’’ from the shocked rank-
ers who promptly fled themselves. Seeing the
effect of the repulse on French morale, Well-
ington ordered a general advance which
swept the demoralized enemy from the field.
The day which had begun with the promise
of Napoleon’s greatest victory ended in his
most decisive defeat. David Ritchie

Images of the counters for this game are provided here as an aid to
players in reproducing damaged or misplaced playing pieces.

Napoleon at Waterloo Counter Section Nr. 1 (100 pieces)

Quantity of Sections of this identical type: 1. Total quantity of Sections (all types) in game: 1.
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[continued from page 10]

If there are several possible combina-
tions, the Player may choose which of his
units will attack which Enemy unit — so long
as every Enemy unit that is required to be at-
tacked isattacked.

[5.2] No unit may be involved in
more than one attack per
Combat Phase.

No unit may participate in more than
one attack, nor may a given Enemy unit be
the object of more than one attack, in a
single Combat Phase.

[5.3] More than one unit may
participate in a given attack.

As many units as can be brought to bear
can participate in the same attack.

[5.4] More than one Enemy unit
can be the object of the
same attack.

So long as each participating attacking
unit could have attacked every one of the
defending units separately, then all may at-
tack all the defending units in a single com-
bined attack. [See Case 5.8]

[5.5] A unit’'s Combat Strength
is indivisible.

Units may not use part of their strength
in one attack and part in another, neither
may they reserve or withhold part of their
strength in an attack or defense.

[5.6] An artillery unit not in an
Enemy Zone of Control may make
a bombardment attack against an
Enemy unit two hexes distant.

The important distinction between
bombardment and regular attacking is that
bombardment attacks can be made only by
artillery units that are not in the Zone of
Control of any Enemy unit. This bombard-
ment attack can be used to satisfy the require-
ment that a given Enemy unit be attacked
(because some other Friendly unit happens to
be in its Zone of Control) so long as the other
Friendly unit can attack another Enemy unit.

[5.7] Except when making an
combined attack [see 5.8]
bombarding artillery units may
attack only a single
Enemy-occupied hex.

Even though it may have several Enemy
occupied hexes in range, a given artillery unit
may bombard only one of them in a single
Combat Phase. Note that several artillery
units may direct their bombardment at the
same hex, in which case their strengths are
totalled into one aggregate bombardment
attack.

[5.8] An attack may be made
which combines the strength of
adjacent units with that of
bombarding artillery.

The strength of the artillery unit is simp-
ly added to that of the adjacent attacking
units. Note that if the Enemy is in more than
one hex, the contributing bombarding ar-
tillery need have only one of the Enemy oc-
cupied hexes in range in order to add its
strength to the attack. This is the exception
to Case 5.4.

[6.0] Combat Resolution
How Attacks are Evaluated
and Resolved

GENERAL RULE:

An ‘attack’ is defined as the comparison
of the strength of a specific attacking force
with that of a specific defending force resolv-
ed by the throw of a die in connection with
the Combat Results Table. The results may
affect either or both the attacked and the
defender.

PROCEDURE:

The attacking Player totals the Combat
Strength of all of his units that are involved
in a given attack and compares the total with
the total Combat Strength of the Enemy unit
or units being attacked. The resulting com-
parison is called the Combat Ratio. The
Player locates the column heading on the
Combat Results Table that corresponds to
the Combat Ratio. He rolls the die and cross
indexes the die number with the Combat
Ratio column and reads the result. The indi-
cated result is applied immediately, before
going on to any other attacks. When he has
made all of his attacks, the Player announces
the end of his Combat Phase.

CASES:

[6.1] The attacking Player must
announce which of his units are
involved in a given attack against a
specific defending unit or group

of units.

He must calculate and announce the
Combat Ratio, specifying which of his units
are participating in the attack, before it is
resolved. He may resolve attacks in any order
he chooses. Once the die is thrown, he may
not change his mind.

[6.2] The calculated Combat Ratio
is always determined to represent
a specific column of results on the
Combat Results Table.

If the Combat Ratio in an attack is
higher (or lower) than the highest (or lowest)
shown on the table, it is simply treated as the
highest (or lowest) column available. Note
that the Combat Ratio is always a simplified
version of the literal ratio. For example, if
eleven Combat Strength Points attack four
Combat Strength Points, the Combat Ratio
is simplified to ‘2 to 1.” Rations are always
rounded off in favor of the defender.

The attacker may deliberately /lower the
Combat Ratio, if he so desires, simply by an-
nouncing the fact before throwing the die.
This is sometimes advantageous (see the
Combat Results Table).

[6.3] The abbreviations on the
Combat Results Table will indicate
that units are either retreated

or destroyed.

Ae = Attacker eliminated; all units involved
in the attack are destroyed (except bombar-
ding artillery). Defending unit has the option
to advance after combat.

Ar = Attacker retreats; all units involved in
the attack (except bombarding artillery) are
forced to move one hex away from the

defender. Defending unit has the option to
advance after combat.

Ee = Equal elimination; the defending force
is eliminated and the attacking force must
lose a number of Combat Strength Points at
least equal to the printed value of the defen-
ding force. If any attacking units survive,
one of them may advance after combat.
Bombarding artillery can never suffer from
this result.

Dr = Defender retreats; the defending unit is
forced to move one hex away from the at-
tacking unit(s). One of the attacking units
may advance after combat.

De = Defender eliminated; the defending
unit is destroyed. One of the attacking units
may advance after combat.

[6.4] Units may be retreated (by
their owners) only into ‘safe’ hexes.

A ‘safe’ hex is defined as a traversable
hex, not in an Enemy Zone of Control. If
there is no safe hex available, the unit is
destroyed instead. A ‘traversable’ hex is one
that the unit could legitimately enter during a
Movement Phase.

[6.5] When the only ‘safe’ hex is
occupied by a Friendly unit, that
unit may be displaced.

The displaced unit must itself have a hex
to retreat to (if not, the original unit is
destroyed instead of causing displacement).
The displaced unit may itself cause a
displacement in a sort of chain reaction of
retreats.

Note that a retreating unit may not
displace an artillery unit that has yet to per-
form a required bombardment attack. A ‘re-
quired” bombardment attack is one that is
made when some other Friendly unit is in the
Zone of Control of the Enemy unit being
bombarded and that Friendly unit is attack-
ing still another Enemy unit.

[6.6] When a hex is vacated as a
result of combat, a single
victorious participating unit may
advance into that hex.

Such an advance as a result of combat is
an option which must be exercised im-
mediately before going on to resolve any fur-
ther combat in that Phase. A unit is never
forced to advance after combat. A unit may
advance into an Enemy controlled hex (even
when advancing directly from an Enemy
controlled hex).

[6.7] Movement during the
Combat Phase does not expend
Movement Points.

Retreats and advances are, technically,
not considered to be movement.

[6.8] An artillery unit that is not
adjacent to the unit that it is
attacking is not affected by
adverse combat results.

When an artillery unit is bombarding or
making a combination attack (as described in
Case 5.8), it is totally unaffected by combat
results. Even in the case of an ‘Ee’ result, the
defender is destroyed but the artillery unit is
unaffected. Bombarding artillery units may
voluntarily retreat after combat when they
obtain an ‘Ae,’ ‘Ar,,” or ‘Ee’ result.
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[7.0] Reinforcement

How Additional Units
Enter the Game

GENERAL RULE:

In addition to the force with which he
starts the game, the Allied Player receives
Prussian units during the Movement Phase
of Game-Turn Three.

PROCEDURE:

At any time during the specified Move-
ment Phase, newly arriving units may enter
the map in non-Woods hexes of hex-column
2300 (i.e., the easternmost hex column).

CASES:

[7.1] When reinforcements arrive
on the map, they behave
identically to units already

‘on the map.

When reinforcements are placed in an
entry hex, the arriving unit must pay one
Movement Point for entering that hex. When
more than one unit enters in the same place,
they enter singly without regard to which one
entered first (i.e., it doesn’t cost subsequent
units more to enter the map because they are
entering ‘‘behind’’ the first unit). The units
move (and they may participate in combat) in
the Player-Turn of arrival.

[7.2] Units may never be placed in
an entry hex that is Enemy
occupied or which is in Enemy
Zones of Control.

They may never be placed in an entry
hex under conditions which will forcea viola-
tion of the movement rules (i.e., too many
units in the hex at the end of the Movement
Phase).

[7.3] The entry of reinforcements
may be delayed for as long as the
Player wishes.

Should the Player so desire, he may hold
back all or part of the reinforcements due
him in any given Game-Turn. He should
keep a record of any such delayed reinforce-
ments. He need not re-schedule their appear-
ance; they may be brought in at will in any of
his subsequent Movement Phases. They
must still enter by means of the proper entry
hex.

[8.0] How the Game
Is Won

Demoralization and the Conditions
of Victory

GENERAL RULE:

It is the object of both Players to destroy
forty Enemy Strength Points before losing
forty Friendly Strength Points. The French
Player has the additional objective of exiting
seven units off the north edge of the map
(through the hexes indicated on the map).

PROCEDURE:

As losses accumulate during the game,
the Players should array the destroyed
counters off the map in easily counted
groups. Players should be especially alert to

losses when the forty Strength Point limit is
approached.

CASES:

[8.1] The Allied Player wins by
destroying forty French Combat
Strength Points before losing forty
of his own.

If this happens, the game stops immedi-
ately and the Allied Player is declared the
winner.

[8.2] The Allied Player is
demoralized immediately upon
losing forty Combat Strength
Points.

When demoralized, all Allied attacks
(including those made by Prussian units) are
reduced by one ratio column (for example a
three-to-one becomes a two-to-one).

When demoralized, all French attacks
are raised by one ratio column (for example a
one-to-two becomes a one-to-one).

If the Allies destroy forty French
Strength Points after losing forty of their
own, this does not demoralize the French nor
does it benefit the Allies in any way. The only
hope for a demoralized Allied Player is to
prevent the seven French units from exiting
the map (thereby drawing the game).

[8.3] The French Player wins by
demoralizing the Allies and exiting
seven French units from the map.

The units must exit from the indicated
hexes during one or more French Movement
Phases. Units may not exit the map as a result
of combat (if forced to do so they are con-
sidered destroyed instead). French units that
exit the map during their Movement Phase
are not considered destroyed. More than
seven French units may exit the map and they
may do so before and/or after the Allies lose
forty Strength Points. Once the minimum
French Victory conditions have been achiev-
ed the game stops immediately and the
French Player is declared the winner.

[8.4] The game is a Draw if neither
side fulfills its victory conditions.

If the French destroy forty Allied
Strength Points but fail to exit their.seven
units before the end of the game or if neither
Player destroys forty Strength Points, the
game is a draw (which is, in historical terms,
an Allied moral victory).

If by some freak chance, both armies
reach the forty or greater loss level at the
same instant of combat (due to an ‘‘Ee”’
result) then the French Player would win if he
had already exited the seven units from the
map; otherwise, the Allied Player would be
declared the victor.

[9.0] The Grouchy
Variant

GENERAL RULE:

For the sake of variety and historical ex-
perimentation, the Players may opt (before
the start of the game) to include the possibili-
ty of the appearance of additional French
forces (under the command of Marshal
Grouchy) as well as a greater or lesser Prus-
sian reinforcing group.

PROCEDURE:

Before the start of the game, each Player
takes a set of chits numbered 1 through 6,
turns them face down, selects one at random
and keeps it secret until the end of the game.
This number is the key number that indicates
what reinforcement variant is in effect for
that game.

CASES:

[9.1] The additional French and
Prussian forces are labelled
“Gtbv”’on their faces.

This code is shorthand for ‘“possible en-
try into the game on Game-Turn Five —
variant.’’

[9.2] Any additional French or
Prussian forces arrive on the same
mapedge and within the same
rules as the regular Prussian
reinforcement contingent.

[9.3] French Reinforcement Codes

1, 2, or 3 indicates no change; i.e., Grouchy
does not arrive with any additional
forces.

4 or5indicates that Grouchy arrives with one
S-4, two 4-4’s, one 2-5, and one 3-3 on
Game-Turn Five.

6 indicates all French reinforcements are
available on Game-Turn Five.

[9.4] Prussian Reinforcement
Codes

1indicates no change from standard game.

2 indicates no Prussian reinforcements arrive
at all (including the units normally
received on Game-Turn Three).

3 indicates normal Prussian reinforcements
are delayed until Game-turn Five. No
additional units are received.

4 indicates reduced Prussian reinforcements
arrive on Game-Turn Three — only one
5-4, one 4-4, one 3-S5, and one 3-3. No
other reinforcements available.

5 indicates regular Prussian reinforcements
arrive on Game-Turn Three. One 5-4,
one 4-4, one 3-5, and one 3-3 arrive on
Game-Turn Five.

6 indicates all regular Prussian reinforce-
ments arrive on Game-Turn Three plus
all other available Prussian units arrive
on Game-Turn Five.

[9.5] Players should feel free to
invent their own variations on
these reinforcement options.

The forces that could have arrived on
the main field of battle were highly variable
and there was a great deal of confusion
amongst those in command.

Napoleon at Waterloo
Design Credits

Game Design:
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Grouchy Variant by A. A. Nofi
Graphics and Rules
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Moore, Manfred F. Milkuhn, Bob Ryer
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MILI TAR y UNI T s YMB OLS by Redmond A. Simonsen

A General Explanation of Their
Use and Meaning Especially with
Regard to Their Employment in SPI
Games, Maps and Diagrams

The military symbol is a kind of graphic
shorthand which permits virtually any type of
military unit to be depicted in a compact easily
recognizable form. In materials produced by
Simulations Publications, they are most
commonly found in organization diagrams,
campaign maps, and on the playing pieces of
conflict simulation games. The armed services
of our country (and most foreign armed
services) use them for much the same
purposes.

The object of this data-sheet is to brief our
readers on the proper use of these symbols; to
provide a comprehensive guide to their
meaning;, and to supplement the standard
symbols with those that have special appli-
cation in simulation games. The basic
reference used to research this brief is United
States Army Field Manual 21-30 (which
contains more than you’ll ever want to know
about military symbols).

Prior to the publication of this data-sheet, SPI
did not strictly adhere to the proper use of
these symbols and so readers may find SPI
material which is at variance with the data set
forth in this brief. We will continue to invent
“local”” symbology where it is deemed most
effective and convenient, but for the most
part, we will endeavor to conform to the U.S.
Army system (which is a very good one, even
if FM 21-30 tends to beat the subject to death
in the time-honored tradition of Army Field
Manuals everywhere).

THE BASIC SYMBOL

Simple geometric shapes form the body of the
basic symbols used to represent units,
installations and activities.

1. A unit

2. A headquarters or element of a
headquarters

3. An observation post

4. A logistical support unit (brigade-
level trains and below)

5. An administrative or logistical in-
stallation

6. A logistical unit within a logistical
chain of command

7. A logistical command headquarters
within a logistical chain of com-
mand.

ARARerEpgl

DEVELOPING THE BASIC SYMBOL

By placing other symbols within the basic
shapes, specific types of military units can be
described. A symbol denoting the size of the
organization is placed on top of the basic
shape, and the name (designation) of the unit
is placed to the left of the basic shape. Two
higher echelons of command can be noted to

the right of the basic shape. Other information
contributing to the identity of the unit may be
placed directly below the basic shape (such as
basic organic weapons or vehicles).

Size
symbol

Unit Higher echelons
Designation / of Command

Branch/Functional
Symbol of unit

Other descriptive
information

THE SYMBOLS USED
TO DESCRIBE UNIT-TYPES

There exists a whole “vocabulary’’ of symbols
which when used Iindependently or in
combination can describe virtually any unit-
type. These symbols fall into two main groups:

1. Branch symbols (which in themselves stand
for the various major branches within the
Army).

2. Functional symbols (role or environment-
describing symbols).

Branch symbols can be used independently, or
in combination with other branch symbols or
functional symbols. Functional symbols are
rarely used independently. Note that those
branch and functional symbols which have
little application to simulation usage are not
included in this brief (e.g., Finance, Data
Processing, Topographic, etc.).
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1. Air Defense

2. Armor

3. Chemical

4. Coastal Artillery

5. Cavalry/Recon

6. Engineer

7. Field Artillery

. Infantry

9. Medical

10. Military Intelligence

11. Military Government

12. Military Police

13. Ordnance

14. Quartermaster

AREEEkENoEls

15. Signal

16. Transportation

17. Veterinary-remount

| |®

FUNCTIONAL SYMBOLS

18. Airborne

19. Amphibious

20. Antitank

21. Army Aviation

22. Electronic Warfare

23. Irregular Forces

24. Temporarily Motorized

25. Motorized (cross-country)

26. Mountain

27. Parachute (jump-qualified; not
assigned to airborne unit)

28. Psychological Warfare

29. Repair and Maintenance

30. Replacement

3
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. Rocket/Missile

32. Supply

33. Airmobile (organic to airmobile
organizations)

34. Airmobile (unit possesses the air-
craft to perform airmobile oper-
ations)
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BRANCH AND FUNCTIONAL
SYMBOLS COMBINED

The preceding symbols can be combined
(sometimes using additional specialized sym-
bols) to create a whole range of unit symbols:

35. Air Cavalry

36. Airborne Armor

37. Airborne Artillery

38. Airborne Infantry

39. Airborne Medical

40. Airborne Reconnaissance

N B B b o] [4
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. Airborne Signal

42. Airmobile Artillery

43. Airmobile Engineer

44. Airmobile Helicopter

4
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. Airmobile Infantry (aircraft pos-
sessing)

. Airmobile Infantry

47. Airmobile Medical

48. Amphibious Armor

49. Antitank Artillery

50. Armored Antitank

9BEE BRRE B,
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. Armored Artillery

52. Armored Cavalry Recon

53. Armored Car

54. Bridging Engineers

55. Horse Artillery

56. Infantry Artillery

57. Mechanized (Armor) Engineer

58. Mechanized (Armor) Infantry

59. Mechanized (Armor) Infantry Ar-
tillery

60. Mountain Infantry

61. Supply and Transport

EE@@EEN%%

FM 21-30, but rather have been developed by
SPI for use in special applications.

62. Marine or Naval Infantry

63. Machine gun unit

64. Motorcycle Recon

65. Ranger or Commando

M

WORLD WAR TWO ERA SYMBOLOGY

The following symbols (some of which are
antecedents of contemporary symbols) will
sometimes be found in use in SPI material.

66. Antiaircraft Artillery

P

67. Armored Train

68. Glider

69. Guerilla

. Heavy Weapons Infantry

71. Headquarters

72. RR Gun

73. Rocket Artillery

IHERENE

ORGANIZATIONAL SIZE SYMBOLS

In order to indicate the size of the unit being
depicted, the following symbols are placed on
top of the basic symbols. Note that the
organizations in parentheses are the approx-
imate U.S. Air Force organizational equivalents.
Squad °

Section oo

Platoon (Section) ooe

Company,Battery, Troop,
(Flight) |

Battalion (Squadron) Il
Regiment (Group) 1]

Brigade X
Division (Wing) XX
Corps (Air Division) XXX
Army (Numbered Airforce) XXXX
Army Group (Major Air

Command) XXXXX
Theater of Operations XXXXXX

—not in FM 21-30—

When it is necessary to indicate that a unit is
markedly understrength due to losses or
detachments, a minus sign is parentheses will
appear to the right of the unit symbol:

D(—)

When it is necessary to indicate that a unit has
been substantially reinforced, a plus sign
parentheses will appear to the right of the

unit symbol:
1

A task force (temporary grouping of units
under one command) will be indicated by an
upside down ‘U shaped bracket over the
approximate size symbol:

X1

A battlegroup (or Kampfgruppe) will be
indicated by the replacement of the usual size
symbol with the abbreviation BG (or KG). Note
this is an SPI usage, not in accordance with
FM 21-30.

BG

A cadre (i.e.,, the experienced personnel
remnants of a destroyed or disbanded unit) will
be indicated by the replacement of the usual

size symbol with the abbreviation CDR (SPI
usage).
CDR

EXAMPLES OF SYMBOLS IN USE

The 1st Battalion of the 3rd Brigade/42nd
Infantry Division:

Il
1 ECS/AQ

The 3rd Brigade of the 42nd Infantry
Division/5th Infantry Corps:
X
e
The 42nd Infantry Division of the bth
Corps/8th Army:
XX
42 5/8

Note that the above usage is a mixture of FM
21-30 usage and a simplified SPI usage.

LOGISTICAL INSTALLATIONS

AND ACTIVITIES

Only the main classes of supply installations
are shown (there are many other, more specific
variations).

D 74. All Classes

@ 75. Class | — Subsistence

76. Class Il — Clothing, ‘“‘House-
keeping’’ materiel

77.Class Il — POL (Petrol, Oil,

Lubricants)

@ 78. Class IV — Construction

@ 79. Class V. — Ammunition

® 80. Class VI — Personal Demand
Items

@ 81. Class VIl — Major End Items

@ 82. Class VIl — Medical Supplies
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MISCELLANEOUS INSTALLATIONS

@ 84. Hospital or Aid Station
@ 85. Prisoner of War Collection Point

86. Traffic Control

87. Water
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&y



MASTER INDEX
To STRATEGY & TACTICS

MAGAZINE and MOVES MAGAZINE

The indexes here provided are sub-
divided by subject and by issue of ap-
pearance. Readers should maintain the index
in order to make best use of their collection

of S&Tand MOVES magazines.

INDEX TO
STRATEGY & TACTICS
Issues 19 through 75
Section I:
Article by Historical Period

ANCIENT
Alexander J. Young
Armageddon:

The Genesis of Warfare S.B. Patrick
The Fall of Rome A.A. Nofi
The Punic Wars: Rome v. Carthage S.B. Patric
The Roman Army,

753 BC—1435 AD S.B. Patrick

DARK AGES THROUGH RENAISSANCE

Agincourt: The Triumph of

Archery Over Armor A.A. Nofi
Armada: The War with Spain, 1585-1604 S. Hart
Conquistador: Pizarro and the

Conquest of Peru R. Berg
The Siege of Constantinople: The End

of the Middle Ages R. Vickers
The Crusades: Western Invasions
of the Holy Land T. Walczyk
The Dark Ages, S00-1200 S.B. Patrick
The Mongols and Their Impact on the

Medieval West R. Vickers
The Renaissance of Infantry A.A. Nofi
17th and 18th CENTURIES
The American Revolution A.A. Nofi
Frederick the Great F. Davis

The Saratoga Campaign, 1777
W.F. Rusiello, L.J. Albert with A.A. Nofi
Sea War in the Age of Sail D.C. Isby
The Soldier Kings: 1550-1770
F. Davis with R. Toelke

The Thirty Years War A.A. Nofi

NAPOLEONIC
1812 Campaign: Napoleon in Russia

F. Davis with R. Toelke

Napoleon at War A.A. Nofi
Napoleon at Waterloo A.A. Nofi
Napoleon’s Art of War A.A. Nofi
Ney vs. Wellington J. Balkoski
AMERICAN WAR

AND 19th CENTURY

The American Civil War, 1861-1865 A.A. Nofi
Blue & Gray: Four Civil War Battles D.C. Isby

The Franco-Prussian War
J. Govostes with A.A. Nofi
Gettysburg Campaign A.A. Nofi
Road to Richmond, The Peninsular
Campaign, May to July, 1862 J. Angiolillo, Jr.
Stonewall in the Shenandoah A.A. Nofi
Veracruz: U.S. Invasion of
Mexico, 1847

WORLD WAR |

Caporetto: The Austro-German
Offensive in Italy
Pershing’s First Fight
L. Glynn, D.C. Isby and A.A. Nofi

R. Berg, J. Balkoski

A.A. Nofi

#27
#34
#39
#53

#25

#68
#72

#58

#70
#28

#73
#22

#34

#49

#30
#44

#43
#55

#35
#32
#42
#15
#74

#43
#49

#31
#38

#60
#67

#63

#37

#32

The Russo-Japanese War

War in the Air, 1915-1918

World War I Artillery on the
Western Front

S. Hart
J.F. Dunnigan

E.G. Weinstein

World War I, 1914-1918 F. Davis
WORLD WARII
GENERAL
The Blitzkrieg: An Analysis V. Madej
Global War: The War Against Germany

& Japan M. Campion
The Luftwaffe Land Army V. Madej

Panzer Battles: The Evolution of Mechanized
Warfare, 1939-1979 D.C. Isby
The Plot to Assassinate Hitler:

1938-1944 V. Mulholland
Profile: Me-109 D.C. Isby
Waffen SS S.B. Patrick
WESTERN FRONT
The Allied Bomber Offensive Against

Germany G. Woodward
The Ardennes Offensive S.B. Patrick
Battle for Germany S.B. Patrick
Battles for the Ardennes D.S. Parker
Cobra: Patton’s Summer Offensive

in France J. Prados
The Fall of France, 1940 A.A. Nofi

Highway to the Reich: Operation Market-
Garden 17-26 September, 1944 P. Kosnett
The Organization of the US Army,
Europe, 1944-45
Seelowe: The German Plan to Invade

G. Ferraiolo

Britain, 1940 F. Davis
Westwall: Four Battles to Germany  S.B. Patrick
Wolfpack: The German Submarine War

in the Atlantic F. Davis
EASTERN FRONT
Destruction of Army Group Center A.A. Nofi
Kharkov: The Soviet Spring Offensive

S.B. Patrick

Organization of German Ground
Forces, Part 1

Organization of Soviet Ground
Forces, Park I1

The Smolensk Campaign

Soviet & German Weapons & Tactics

J.F. Dunnigan

J.F. Dunnigan
V. Madej

in the East J.F. Dunnigan
War in the East S.B. Patrick
Winter War J.F. Goff
PACIFIC THEATER
Battle for Guadalcanal S.B. Patrick

“CA” Tactical Warfare in the Pacific ~ D.C. Isby
The Flying Tigers L. Zocchi
Island War: US Amphibious Offensive

Against Japan D.C. Isby
Operation Olympic: The Invasion of

Japan, 1945 F. Davis
The War Against Japan 1941-45 J. Prados
The War in the Pacific, 1941-43 A.A. Nofi
MEDITERRANEAN THEATER
The Battle for Cassino J. Prados
Descent on Crete: The German

Airdrop on Maleme E. Goldberg
North Africa Campaign:

Part I, The Italian Army A.A. Nofi
North Africa Campaign:

Part I1, The British Army A.A. Nofi
North Africa Campaign:

Part 111, The Afrika Corps A.A. Nofi
North Africa Campaign:

Part IV, The Sea War A.A. Nofi

PanzerArmee Afrika and the War in the

Desert A.A. Nofi

#59
#31

#24
#51

#29

#48
#20

#73
#59

#22
#26

#27
#37
#50
#71

#65
#27

#61

#30

#40
#54

#47

#36

#68

#23

#24
#57

#28

#41
#33

#39
#38
#24
#52
#45

#29

#11

#66

#19

#23
#26

#40

VIETNAM
Grunt: American Forces in Vietnam J. Kramer
Year of the Rat: Vietnam, 1972 J. Prados

19

#26
#35

PRESENT AND FUTURE/HYPOTHETICAL

After the Holocaust O. Oztunali
Angola: Portugal in Africa J. Dingeman
Canadian Civil War: Separatism vs.

Federalism in Modern Canada S. Goldberg
The Credibility of Deterrence T.N. Dupuy

Commando: Special Forces in Modern Military

Organizations S.B. Patrick
The East is Red S.B. Patrick
Firefight: US & Soviet Small

Unit Tactics S.B. Patrick
Fulda Gap: The First Battle

of the Next War S.B. Patrick
Mechanized Warfare in the 1980’s  C. Kamps Jr.
NATO Division Commander:

Command and Control on the

Modern Battlefield C. Kamps, Jr.

October War: Doctrine and Tactics in the
Yom Kippur Conflict, 6-24 October

1973 T. Walczyk
Oil War: American Invention in

the Persian Gulf F. Davis
Red Star/White Star: Warsaw Pack &

NATO Forces S.B. Patrick
Revolt in the East:

Warsaw Pack Rebellion D.C. Isby
Rolling Thunder: NATO-Soviet

Tactical Air Doctrine J. Balkoski

Science Fiction Futures: A Critical Survey
S.B. Patrick, J. Boardman, R.A. Simonsen

Sixth Fleet: US/Soviet

Naval Operations D.C. Isby, J.F. Dunnigan
South Africa: Vestige of Colonialism Brad Hessel
SSN/ASW: Nuclear Submarines and

Anti-Submarine Warfare
World War III

L. Dolinar
S.B. Patrick

TRANS-PERIOD AND GENERAL

Combined Arms: Combat Operations

in the 20th Century S.B. Patrick
Dreadnought: The Battleship Era D.C. Isby
The Fast Carriers M. Campion
The Historical Impact of Disease S. Hart

The History of Wargaming
S.B. Patrick and M. Campion

History of Wargaming Update S.B. Patrick

Mechanized Warfare: Experimental
Experience, 1935-40

Patrol: Modern Infantry Tactics

Raid: Commando Operations in the
20th Century

Tank: A Weapons System Survey

A.A. Nofi
D.C. Isby

M. Herman
S.B. Patrick

Section II:

Issue Contents

In Order of Publication
S&T 19

North Africa; Part I: The Italian Army

S&T20

The Luftwaffe Land Army

S&T 21

North Africa; Part II: The British Army

S&T 22

The Renaissance of Infantry

Profile: Me-109

S&T 23

North Africa; Part I11: The Afrika Korps
Organization of Soviet Ground Forces, Part [

#60
#56

#64
#74

#75
#42

#56

#62
#72

#69

#61

#53

#36

#56

#56

#45

#48
#62

#58
#47

#46
#50

#63

#53
#53

#43
#46

#64
#44



20

S&T 24

World War I Artillery on the Western Front
The Flying Tigers

S&T 25

The Roman Army, 753 BC-1453 AD
Organization of German Ground Forces, Part I1

S&T 26

Waffen SS

Grunt: American Forces in Vietnam
North Africa; Part [V: The Sea War

S&T 27

The Allied Bomber Offensive Against Germany
Alexander

The Fall of France, 1940

S&T 28
The Dark Ages, 500-1200
Soviet & German Weapons & Tactics, Part 111

S&T 29
The Blitzkrieg: An Analysis
The War in the Pacific, 1941-1943

S&T 30
The Organization of U.S. Army, Europe, 1944-45
The Saratoga Campaign, 1777

S&T 31
War In The Air, 1915-1918
The Franco-Prussian War, 1870-1871

S&T 32
Napoleon at War
Pershing’s First Fight

S&T 33
The History of Wargaming
Winter War

S&T 34
Armageddon: The Genesis of Warfare, 3000-500 BC
The American Revolution, 1775-1783

S&T 35
Year of the Rat: Vietnam, 1972
1812 Campaign: Napoleon in Russia

S&T 36

Destruction of Army Group Center

The Soviet Summer Ofensive, 1944

Red Star/White Star: Warsaw Pact and
NATO forces in the ’70’s

S&T 37
The Ardennes Offensive:
The Battle of the Bulge, December, 1944
Caporetto: The Austro-German Offensive
in [taly, 24 October-23 November 1917

S&T 38

““CA”: Tactical Warfare in the Pacific, 1941-1943
The Gettysburg Campaign, 1 June-26 July, 1863
S&T 39

The Fall of Rome

Battle for Guadalcanal: 7 August-7 February 1943

S&T 40
Panzer Armee Afrikaand the War in the Desert
Seelowe: The German Plan to Invade Britain, 1940

S&T 41
Mechanized Warfare: Experiment & Experience,
1935-1940
War in the East:
The Russo-German Conflict, 1941-1945
S&T 42
The East is Red:
The Potential for Sino-Soviet Conflict
Napoleon at Waterloo: 18 June 1815
S&T 43
The American Civil War: 1861-1865
The Soldier Kings: 1550-1770
S&T 44
Tank: A Weapon System Survey
Sea War in the Age of Sail: 1650-1830
S&T 45
Operation Olympic: The Invasion of Japan, 1945
Science Fiction Futures: A Critical Survey
S&T 46
Combined Arms: Combat in the 20th Century
Patrol: Modern Infantry Tactics, 1914-1974

S&T 47
Wolfpack: The German Submarine War in the Atlantic,
1939-1943

World War Three:
The Potential for Conflict in the 1960’s

S&T 48
Sixth Fleet: US/Soviet Naval Operations in the
Mediterranean in the 1970's

S&T 49
Frederick the Great: The Campaigns of the Soldier King
Blue and Gray: Four Civil War Battles

S&T 50

Battle for Germany: The Destruction of the Reich,
December 1944-May 1945

Dreadnought: The Battleship Era, 1905-1971

S&T 51
World War I: 1914-1918
The Fast Carriers: A Weapons Survey, 1917-1975

S&T 52

Oil War: American Intervention in the Persian Gulf
Island War: US Amphibious Offensive Against Japan
1942-1945

S&T 53

The Punic Wars: Rome vs. Carthage, 264-146 BC
History of Wargaming Update

After Action Report: Tank

S&T 54

Westwall: Four Battles in Germany

After Action Report: Blue and Gray I1

After Action Report: Sinai

S&T 55
The Thirty Years War:
The Dawn of Modern Warfare
Ancient and Medieval Armies
Battle for Wurzburg
S&T 56
Revolt in the East: Warsaw Pact Rebellion in the 1970’s
Firefight: US and Soviet Small Unit Tactics
Angola: Portugal in Africa
S&T 57
The Smolensk Campaign, July 11-August 5, 1941
Rolling Thunder: NATO-Soviet Tactical Air Doctrine
Invasion: America
The Russian Civil War

S&T 58

Congquistador: Pizarro and the Conquest of Peru

SSN/ASW: Nuclear Submarines and Anti-Submarine
Warfare

S&T 59

The Plot to Assassinate Hitler, 1938-1944

The Russo-Japanese War

S&T 60

Road to Richmond, The Peninsular Campaign,
May-June, 1862

After the Holocaust

S&T 61

October War: Doctrine and Tactics in the Yom Kippur
Conflict, 6 to 24 October 1973

Highway to the Reich: Operation Market-Garden
17-26 September, 1944

S&T 62

South Africa: Vestige of Colonialism

Fulda Gap: The First Battle of the Next War

S&T 63

Veracruz: U.S. Invasion of Mexico, 1847

The Historical Impact of Disease

S&T 64

Raid: Commando Operations in the 20th Century

Canadian Civil War: Separatism vs. Federalism in
Modern Canada

S&T 65

Cobra: Patton’s Summer Offensive in France

The War Against Japan 1941-45

S&T 66

The Siege of Constantinople:
The End of the Middle Ages

Descent on Crete: The German Airdrop on Maleme

S&T 67
Stonewall in the Shenandoah

S&T 68
Kharkov: The Soviet Spring Offensive
Agincourt: The Triumph of Archery Over Armor

S&T 69
Tannenberg and the Opening Battles in the East
The Next War: Modern Conflict in Europe

S&T 70

The Crusades: Western Invasions of the Holy Land

NATO Division Commander: Command and Control on
the Modern Battlefield

S&T 71
The Battle for Cassino: Assaulting the Gustav Line, 1944
Battles for the Ardennes: May 1940 and December 1944

S&T 72
Armada: The War with Spain, 1585-1604
Mechanized Warfare in the 1980’s

S&T 73

Panzer Battles: The Evolution of Mechanized Warfare,
1939-1979

The Mongols and Their Impact on the Medieval West

S&T 74

Ney vs. Wellington: The Battle of Quatre Bras,
16 June, 1815

The Credibility of Deterrence: A Comparison of the
Combat Potentialities of the United States and the
Soviet Union

S&T 75

Napoleon’s Art of War

Commando: Special Forces in Modern Military
Organizations

S&T 76
The China War: Sino-Soviet Conflict in the 1980s
Bloody April: The Battle of Shiloh, 1862

INDEX TO MOVES MAGAZINE
Issues 1 through 41

Section I:

Issue Contents
in Order of Publication

MOVES #1
Game Design: A Debate
S.B. Patrick, J. Young, A.A. Nofi, R.
Champer, L. Zocchi, D. Williams, R.A.
Simonsen, J.F. Dunnigan

1940 Revision J. Schramek
The Zulu War G. Woodward
Combat Results and Tac Games S.B. Patrick

Manpower in World War One J.F. Dunnigan
Solitaire Wargaming J. Richardson
Introduction to Advanced Napoleonics F.H. Vietmeyer

Bias for Better Balance D.K. Baker
Why Are So Many Told

So Little About So Much J. Frediani
Pass in Review D. Isby
MOVES #2
Game Profile: Battle of Stalingrad L. Glynn
Why Some Games Never Materialize A.A. Nofi

Gustavus Adolphus’

Contribution to War J.F. Dunnigan

Adding Realism to Armor S.B. Patrick
Simulations and Education A.A. Nofi
Some PanzerBlitz Optional Rules S. List
PanzerBlitz Revisited G.G. Hopp

Idiocy or Reality D.J. Govostes

Gamespeak R.A. Simonsen
Anschluss S.B. Patrick
Game Review: Leipzig J.M. Flanagan
Limited Intelligence L. Glynn

MOVES #3

Game Profile: Leipzig P. Neuscheier

Tac Series Battles: Bicocca A.A. Nofi
Advanced Withdrawal R. Pazrda
Compendium of Wargame Publications G. Phillies



J. Thomas
R.A. Simonsen
J. Young
A.A. Nofi
R.A. Simonsen

Summer of ’43
Cardboard Weapons
Game Errata: Strategy |
Grouchy at Waterloo
The Bias Nobody Knows

MOVES #4

Game Profile: Soldiers L. Glynn, D.C. Isby

War and ‘‘Peace’’: A Guide to Conflict
Simulations

“All Players Are Created Equal’’

Power Politics

M. Campion
R.A. Simonsen
J. Boardman

MOVES #5

Game Profile: 1812 P. Orbanes
Interchange M. Hallenbeck, J.M. Young
Tank vs. Tank R.E. Bell, Jr.
La Guerra A.A. Nofi
Pass in Review A.A. Nofi
Playing Wargames by Mail O. DeWitt
MOVES #6

Normandy Revisited S. List
Normandy: Game and Reality W. Drakert
The Great Arrow War A.A. Nofi, S.B. Patrick
Chinese Classical Warfare N. LaForce
Wargames From and About China J. Boardman
Maida D.C. Isby
Blitzkrieg: A Definition S.B. Patrick
Pass in Review K. Hoffman
Napoleon at IBM K. Clark

MOVES #7
A Guide to Conflict Simulation Games

and Periodicals G. Phillies and M. Campion
A View from Kansas M. Campion
A Blast from the Past D. Williams
Where Do We Go From Here? J.F. Dunnigan
Physical Systems Design R.A. Simonsen

How Many...? A.A. Nofi
MOVES #8
Logistics in Wargaming C. Barton
Realism Theory V. Madeja
Pass in Review S.B. Patrick
Armor/Infantry: Another Factor

In Conflict Simulations J. Thomas
Footnotes The Readers
Ortho Front Geometry R. Pazdra
Why Not Design a Game on the

American Civil War? M. Banasik
Realistic Afrika Korps Anonymous
MOVES #9
Maxi-PanzerBlitz J. Thomas
Games: Evolution and Revolution W. Drakert
Game Errata F. Davis

Simulation of Morale C.L. Sayre, Jr.

Footnotes The Readers
Shiloh C.J. Allen
A Tactical Module for Strategic Games F. Preston
Strategic Air War Against Japan G. Woodward
Pass in Review M. Campion
MOVES #10

A Borodino Profile S. Thurston
Cybernetics and Wargaming R. Smith
Operational Principles for Turning Point S.A. List
Naval Warfare Under Sail J. Parkins
Vehicles in Soldiers D.C. Isby

Footnotes The Readers
Tactics and Aircraft in Flying Circus  N. Beveridge, Jr.
Game Theory: An Introduction T. Cleaver
Game Erata F. Davis
MOVES #11
“CA”:
Adding Realism S. List
Adding Simultaneity J. Thomas
Adding Historicity W.C. Harting
Foxbat & Phantom J. Fernandes
The Franco-Prussian War O. DeWitt
Footnotes The Readers
Wargame Reviews M. Campion
Game Errata F. Davis
MOVES #12
Red Star/White Star:
A Revision A. Fox

J. Schneider
with A. Amos, Jr.

White Star Viewpoint

The Designer Redesigns J.F. Dunnigan

The Solitaire Player vs. the System R. Smith
Footnotes The Readers
Game Capsule: World War 11 C.J. Allen
Forward Observer J. Mansfield
Game Errata: Question & Answer F. Davis
Game Errata F. Davis
MOVES #13

NATO Game Profile S. List
Footnotes The Readers

The 1973 SPI Game-Year in Review:
Victories and Defeats
A Self-Appraisal
A Look at What You Were Seeing
Forward Observer

MOVES #14

Kampfpanzer/Desert War Profile:
Choices & Changes
Kampfpanzer Expanded
A Wider View

Footnotes

J.M. Young
J.F. Dunnigan
R.A. Simonsen

J. Mansfield

J. Thomas
C.C. Sharp
J. Fernandes
The Readers

Designing for Playability J. Hill
Game Errata: Question & Answer F. Davis
Game Errata F. Davis
Multiple Commander Bull Run A.A. Nofi
Rifle & Saber: Four Boer War Scenarios P. Gray
MOVES #15
Sinai Game Profile:
The History as the Game H. Barasch
Developer’s Notes H. Zucker
A Compendium of Wargaming Periodicals  G. Phillies
Footnotes The Readers
Forward Observer R. Berg

MOVES #16
Musket & Pike Play Balance
World War II Profile:
The Case for the Defense E.M. Curran
Why Not Tamper With A Good Thing?  J. Thomas
WWII Expansion Game K. Allen & J. Boardman
WWII Errata and Additional Options
E. Curran & R.A. Simonsen
SPI Game Design Seminar, Abstract |
J.F. Dunnigan, et al

A.J. Hendrick

Footnotes The Readers
Forward Observer R. Berg
MOVES #17
Frigate Game Profile S. List
PanzerArmee Afrika Brainstorming SPI R&D Staff
Seelowe: Invade and Enjoy M. Saha
Korea: Analysis and Review O. DeWitt
War in the East Errata T. Walczyk
Footnotes The Readers
Forward Observer R. Berg
MOVES #18
Sniper Game Profile M. Campion
El Alamein: The Complete Slugfest M. Saha
American Revolution:

In Lieu of ““Perfect’’ Plans O. DeWitt
Combined Arms:

Additional Scenarios and Units K. Allen
Forward Observer S. List

Footnotes The Readers

MOVES #19

Tactical Notes: La Grande Armee R. Berg
True Confessions SPI R&D Staff
What is a Wargamer? P. Kosnett
Women in Wargaming L. Mosca
“‘Lake Pinsky’” Speaks L. Pinsky
World War Three E. Griffiths
Cliff Hanging H. Zucker
Gaming Renaissance J. Greene, Jr.
Designer’s Notes The Editors
Footnotes The Readers
Forward Observer D. Turnbull
MOVES #20
War in the East Profile:

Russian Defense O. Ozuntali

Stalingrad Scenario Tactics J. Thomas

One Player’s Experience M. Saha

Barbarossa Order of Battle
SPI Game Design Seminar,

Abstract 11 J.F. Dunnigan, et al

Sixth Fleet Game Notes F. Georgian
Designer’s Notes The Editors
Footnotes The Readers
Forward Observer R. Berg

21

MOVES #21
Starforce Profile:
The Starforce Tapes
The Game as Fiction N. Shapiro
Scenario 100, The Outleap A. Hendrick
Beyond 3000 P. Kosnett
Frederick the Great F. Georgian

Designer’s Notes The Editors

Footnotes The Readers
Forward Observer R. Berg
MOVES #22

Bull Run in Profile M. Saha
Basic Tactics for the New Gamer F. Georgian
StarForce Scenario 100 Follow-up A. Hendrick
Kursk in Parallel M.F. Teehan
A Blatantly Subjective Evaluation C. Hoffman

Designer’s Notes The Editors

Footnotes The Readers
Forward Observer R. Berg
MOVES #23

Blue & Gray Profile

Shiloh H. Totten

Antietam Mataka and Zseller

Cemetery Hill M. Curran

Chickamauga J. Nelson
Labor Pains: The Birth Cycle of a Game L. Ritter
The Tactics of the Advance F. Georgian
From Grunt to Search & Destroy P. Kosnett
Sniper! Errata T. Walczyk
Baltimore Kaleidoscope R. Berg
Designer’s Notes The Editors
Footnotes The Readers
Forward Observer R. Berg
MOVES #24
Modern Battles Profile:

Mukden P. Kosnett

Wurzburg F. Georgian

Golan J. Nelson

Chinese Farm E. Curran
Comparative Evaluation:

Panzer Leader & Panzer '44 P. Kosnett
Dreadnought Super Extension A. Hendrick
Formation Tactics F. Georgian
Designer’s Notes The Editors
Footnotes The Readers
Forward Observer R. Berg
MOVES #25
Sterling Persons SPI R&D Staff
World War I Profile G.K. Burkman
Sorcerer Scenarios A. Hendrick

SPI Game Design Seminar,

Abstract 111 J.F. Dunnigan

Complicating Blue & Gray M. Young
Opening MOVES R.A. Simonsen
Designer’s Notes The Editors
Footnotes The Readers
Forward Observer R. Berg
MOVES #26

Fast Carriers C. Perleberg

SPI’s Friday Night Follies P. Kosnert
Battle of Nations P.G. Danger
Oil War R.F. DeBaun
Third Reich J. Prados
Scenarios for Mech War 77 P. Kosnett
The Basic Wargame Library R. Berg
Opening MOVES R.A. Simonsen
Designer’s Notes SPI R&D Staff
Footnotes The Readers
Forward Observer R. Berg
MOVES #27

Mech War Tactical Doctrine J. Hinsley
Scenarios for Modern Games P. Kosnett
CASES: Seminar on Game Rules SPI R&D Staff
Hooker & Lee Game Notes R. Berg
Conservative Tactics J. Angiolillo
Defense of the Reich L.G. Higley
Opening MOVES R.A. Simonsen
Designer’s Notes SPI R&D Staff
Footnotes The Readers
Forward Observer R. Berg
MOVES #28

Defense/Offense Strategy F. Georgian
Operational Analysis: Narvik S. Renner
Patrol: Tactics in the Raw J. Lukas
After Action Report: Arnhem L.E. Brower
Arnhem Game Notes J.A. Nelson
Game Quality: What Factors Matter J. Vahaly, Hr.
Profile: Russian Civil War S. List



22,

R.A. Simonsen
R.A. Simonsen
SPI R&D Staff

8,000 to 1
Opening MOVES
Designer’s Notes

Your MOVES The Readers
Footnotes The Readers
Forward Observer R. Berg
MOVES #29
Panzergruppe Guderian R.A. Simonsen
Terrible Swift Sword R. Berg
Wargaming’s Family Reunion P. Kosnett
Home Brew ... Mech War 77

and Panzer 44 Scenarios M. Buynowski
Terrible Swift Sword Errata R. Berg
QuadriGame Errata T. Walczyk
SPECIAL NEW GAMER SECTION
The SPI Game Library R. Berg
Wagram: The Battle and the Game 1. B. Hardy

Index to S&T and MOVES
Military Unit Symbols
Gamespeak 11

Designers’ Notes

R. A. Simonsen
R. A. Simonsen
SPI R&D Staff

Forward Observer R. Berg
MOVES #30

Broad Front Strategy F. Georgian
Refitting “CA” Wiegers and Bieksza

Russian Civil War J. R. Jarvinen

Emperor of China M. Saha
Mopping Up: Firefight S. A. List
More Firefights P. Kosnett
New Scenarios for Dreadnought G. Lyon
Global War and Vichy M. J. Simonds
Terrible Swift Sword J. F. Epperson
Forward Observer R. Berg

R. A. Simonsen
SPI R&D Staff

Opening MOVES
Designers’ Notes

Footnotes The Readers
8,000 to 1 R. A. Simonsen
MOVES #31

Conquistador! D. R. Grant
Frederick the Great R. Schelper
Torgau R. Schelper
Napoleon’s Last Battles C. Perleberg
Trouble Areas in Terrible Swift Sword R. Berg
We Love Them ... We Love Them Not SPI Staff
Dissecting a Combat Results Table M.S. Buynoski

Firefight
Opening MOVES

M. Herman and T. Merridy
R. A. Simonsen

Designers Notes SPI R&D Staff
Footnotes The Readers
Forward Observer R. Berg
MOVES #32
Starship Trooper/Starsoldier P. Kosnett
Starsoldier:
Doctrine, Tactics, Capabilities S. List
Expanded Capabilities S. List
After the Holocaust S. Renner
The Limits to Growth in Holocaust G. M. Kodish
Grand Chancellorsville A. Hendrick
TSS: The First Day J. Thomas
October War T.Merridy
Von Manstein: Battles in the Ukraine R. Smith
Opening MOVES R. A. Simonsen
Designers Notes SPI R&D Staff
Footnotes The Readers
Forward Observer R. Berg
MOVES #33
War in Europe S. List
StarForce Scenario 10 T. Watson
Panzergruppe Guderian B. Dunne, M. Gunson,
D. Parish
Citadel J. Prados
Science Fiction P. Kosnett
October War M. Herman
An NLB Campaign T. Merridy

Goeben as Dreadnought
Opening MOVES
Designers Notes

E. Heinsman
R. A. Simonsen
SPI R&D Staff

Your MOVES The Readers
Forward Observer R. Berg
MOVES #34

True Victory J. E. Koontz
Napoleon’s Victory J. Thomas
Spanish Gold D. R. Grant
A Productive Approach S. List
Wacht am Rhein: Addenda J. Balkoski
The Long Patrol S. M. Dickes
Moscow Campaign P. Moore
Wurzburg J. Bludis

Opening MOVES
Designers Notes
Your MOVES
Forward Observer

MOVES #35

TACIS

Captain Video Returns
Without Deja Vu
Veracruz

Conquered Again
Origins 77

War Between the States
(Follow-Up)

War Between the States
(Analysis)

Raid!

Opening MOVES

Designer’s Notes

MOVES #36
Cobra

Russian Campaign
Fulda Gap: Profile
Fulda Gap: Variant
Things to Come?
1918

I See You...Do You See Me?

Vera Quiz

Wargamer and Historian
Opening MOVES
Designer’s Notes
Forward Observer

MOVES #37

R. A. Simonsen
SPI R&D Staff
The Readers

R. Berg

J. Burniece, R.L. Baron
P. Kosnett

O. Dewitt

J.D. Shelby

R. Berg

R.A. Simonsen,

D. Robertson, R. Matake

1.B. Hardy

M. Edwards
M. Edwards
R.A. Simonsen
SPI R&D Staff

D. Werden

J. Prados

T.G. Pratuch
C.T.Kamps, Jr.
P. Kosnett
C.B. Turner
D. Clark

R. Jarvinen
M.J. Simonds
R.A. Simonsen
SPI R&D Staff
R. Berg

Expanded Three-Player Rules for War of

the Ring
Air War: F-86 Check Flight
Space Opera

E. Goldberg
G. John
P. Kosnett

Just Add Water. . .: Naval Rules for

Constantinople

Travel Notes: For Driving on
Stalingrad

Opening MOVES

Designer’s Notes

Your MOVES

Forward Observer

MOVES #38

Battleline in the Air
Battleline on the Ground
Battleline in Power Politics
A Mighty Fortress

Red Sun Rising

Opening MOVES
Designer’s Notes

Forward Observer

MOVES #39
TSS: One, Two, Three

R. Berg

D. Robertson
R.A. Simonsen
SPI R&D Staff

The Readers
R. Berg

D. Bieksza, K. Wiegers
J. Prados

S. Ulberg, S. Curley
D. Schoellhamer

D.M. Dery

R.A. Simonsen

SPI R&D Staff

R. Berg

D. Martin

In Character: Attitudes, Advice and Options

in War of the Ring
War in All of Europe
BattleFleet Mars
Canadian Civil War
On the American Civil War
A Double Blind

Search System
Realism and Playability
Opening MOVES
Designer’s Notes
Forward Observer

MOVES #49)
You Too Can Be An
Air War Ace
Tactical Nuclear Weapons
Simulation
Could the One True Ring
Be Brass?
Secret Search
Other Faces, Other Times
Objective: Moscow
Nor Dark of Night. ..
Airburst
Drive South to Stalingrad
Wacht am Rhein
Compendium of Errata
Opening MOVES
Forward Observer
MOVES #41

Kharkov
Stonewall

D.A. Smith

J.A. Christiansen
T.G. Pratuch
N.S. Howe

J.D. Shelby

D. Schlaepfer
H. Erwin

R.A. Simonsen
SPI R&D Staff
R. Berg

R.S. Hopkins IIT
J.A. Graham

N. Randall
V.J. Thomas
J. Lindstrom-Furutani
S. Renner
T.G. Pratuch
M.W. Foster
T. Graveline

J. Govostes
SPI Staff

R.A. Simonsen
R. Berg

K. W. Wiegers
J.F. Epperson

Gamma World
Green Fields Beyond
The Next War in Depth, Part One
The Next War
A CRT-based Analysis
Design and Development
Opening MOVES

S. List
C.R. Perleberg

M. Edwards
J.G. Alsen

S. Donaldson
R.A. Simonsen

Designer’s Notes SPI R&D Staff
Forward Observer R. Berg
MOVES #42

The Next War CRT T. Merridy
Tactics in The Next War M. Herman
Baltic Naval Scenario D. Rustin

Design and Development, Pt. 2
The Next War Order of Battle
Analysis

S. Donaldson

A game of Beaches T. G. Pratuch
Is There a Method Actor

in the House? J. Southard
Opening MOVES R. A. Simonsen
Designers’ Notes SPI R&D Staff
MOVES in English C. Vasey
Forward Observer R. Berg
MOVES #43
Descent On Crete T. G. Pratuch
Playing with Intelligence P. A. McDonald
Fortress Europa J. Prados
Mending Stonewall L. Millman
This Land is Your Land T. G. Pratuch
Opening MOVES R. A. Simonsen
Designers’ Notes SPI R&D Staff
MOVES in English C. Vasey
Forward Observer R. Berg
MOVES #44
“‘Frodo, Take a Letter...” D. A. Smith
Arrows of Outrageous Fortune D. A. Smith
Free the Panthers! T. W. Graveline
The Search Goes On R. F. Lauer
Anyone Else Out There Like Me? F. M. Sassin
Opening MOVES R. A. Simonsen
Designers’ Notes SPI R&D Staff
MOVES in English J. G. Barnard

SpiBus D. Robertson & R.A. Simonsen
SPIRIT R.A. Simonsen & J. Bisio
Forward Observer R. Berg
MOVES #45

The Evolution of Origins J. Prados
Wargame Design T. G. Pratuch
War in the World T. B. Stoughton
King of the Mountain D. S. Bieksza
Opening MOVES R. A. Simonsen
Designers’ Notes SPI R&D Staff

SPIRIT
MOVES in English

R.A. Simonsen & J. Perez
W. Orr & P. Bolton

Forward Observer J. Perez
MOVES #46
Highway To The Reich S. Glennan
Good Woods K. E. Wiegers
Heli-War T. G. Pratuch
Second Prize: A Full Weekend

in Philadelphia R. A. Simonsen

The Colossal Counter Contest
War in the World, Pt. 2
Opening MOVES

R. Berg
T. B. Stoughton
R. A. Simonsen

Designers’ Notes SPI R&D Staff
MOVES in English N. Palmer
Forward Observer E. Goldberg

Section II:
Articles by Subject Game Title

After the Holocaust

Guns or Butter in Post-Atomic America

The Limits to Growth

A Productive Approach
Baitleline in the Air

(Air Force)
Agincourt

Arrows of Outrageous Fortune
Air War

F-86 Check Flight

You Too Can Be an Air War Ace
American Revolution
Arnhem Game Notes

#32
#32
#34

#38
#44
#37
#40

#18
#28



After Action Report: Arnhem
Atlantic Wall
A Game of Beaches
MOVES in English: Atlantic Wall
BattleFleet Mars: Game Profile
Battle for Germany: Defense of the Reich
Battle of Nations
Battles for the Ardennes
Good Woods
Blue & Gray Profile
Complicating Blue & Gray
Bull Run in Profile
Multiple Commander Bu/l Run
“cA’’
Adding Realism
Additional Scenarios
Adding Simultaneity
Adding Historicity
Canadian Civil War: Game Profile
Cassino
King of the Mountain
Grand Chancellorsville: Standard Union
Prudence or Optional Risk
Citadel: GDW at Dien Bien Phu
Cobra: Analysis
Free the Panthers!
Combined Arms: Additional Scenarios
Conquered Again (Conquerors)
Congquistador
Is there a Method Actor in the House?
Operational Analysis
Spanish Gold Scenario
Naval Rules for Constantinople
Descent on Crete
Operational Analysis
Dreadnought & Jutland:
Comparative Evaluation
Dreadnought Super Extension
Dreadnought Scenarios
Goeben as Dreadnought Scenarios
Drive on Stalingrad
Drive South to Stalingrad
Travel Notes
El Alamein: The Complete Slugfest
Emperor of China:
Multi-Player Population/Resource Warfare
Fast Carriers
Firefight
Mopping Up
Additional Vehicles and Missile Systems
Scenarios
Tactics and Aircraft in Flying Circus
Fortress Europa
Design Critique
Frederick the Great
Frederick the Great: The Campaigns
of the Soldier-King 1756-1759
Foxbat & Phantom
France ’40: 1940 Revision
The Franco-Prussian War
Frigate Game Profile
Fulda Gap
Game Profile
Variant
Global War Scenarios
To the Green Fields Beyond:
Analysis
Highway to the Reich
Operational Analysis
Kampfpanzer/Desert War
Choices and Changes
Kampfpanzer Expanded
A Wider View
Kharkov: Analysis
Korea: Analysis and Review
Kursk: Summer of '43
Kursk in Parallel
La Grande Armee:
Tactical Notes
Game Profile: Leipzig
Battleline in Power Politics
(Machiavelli)
Mech War Tactical Doctrine
Mech War Scenarios
Mech War ’77: Home Brew Scenarios
A Mighty Fortress: Analysis
Modern Battles Profile
Musket & Pike Play Balance
Operational Analysis: Narvik
Napoleon at Waterloo:
The Bias Nobody Knows

#28

#42
#44
#39
#27
#26

#46
#23
#25
#23
#14

#11

#11
#11
#39

#45

#32
#33
#36
#44
#18
#35

#42
#31
#34
#37

#43

#24
#24
#30
#33

#40
#37
#18

#30
#26

#30
#30
#31
#10

#43
#21

#31
#11

#11
#17

#36
#36
#30

#46

#14

#14
#41
#17

#22

#19
#3

#38
#27
#26

#38
#24
#16
#28

#3

Napoleon’s Last Battles Scenarios
After Action Report: An NLB Campaign
NATO Game Profile
Heli-War (The Next War)
MOVES in English: The Next War
The Next War
Battle Naval Scenario
The Next War in Depth, Part One
The Next War
A CRT-Based Analysis
Design and Development
The Next War in Depth, Part Two
The Next War CRT
The Next War Order of Battle Analysis
Tactics in The Next War
Normandy: Game and Reality
Normandy Revisited
Battleline on the Ground
(Objective: Atlanta)
Objective: Moscow: Game Profile
Operational Analysis: October War
Oil War
PanzerArmee Afrika Brainstorming
PanzerBlitz Revisited
Some PanzerBlitz Optional Rules
Maxi-PanzerBlitz
Panzer *44: Home Brew Scenarios
Panzer Leader & Panzer ’44:
Comparative Evaluation
Panzergruppe Guderian
Assaulting the Mystery
A Dissenting Approach
Patrol! Tactics in the Raw
Campaign Scenario
Raid! Game Profile
Red Star/White Star
A Revision
White Star Viewpoint
The Designer Redesigns
Red Sun Rising: Analysis
Rifle & Saber: Four Boer War Scenarios
Russian Campaign: Game Profile
Profile: Russian Civil War
Russian Civil War Solitaire Scenario
From Grunt to Search and Destroy
Seelowe: Invade and Enjoy
Sinai
The History as the Game
Developer’s Notes
Sixth Fleet Game Notes
Sniper Game Profile
Game Profile: Soldiers
Sorcerer Scenario
Game Profile:
Battle of Stalingrad [Turning Point]
Starforce Profile:
The Game as Fiction
Scenario 100: The Outleap
Bevond 3000
Scenario 100 Follow-Up
Scenario 10: A Strategy for Humans
Vehicles in Soldiers
Stonewall: Analysis
Mending Stonewall
Terrible Swift Sword
The Importance of (Being) Buford
Authentic Quality
Some Revisionist Thought

The First Day
TSS: One, Two, Three
Third Reich
Game Profile: Torgau
Veracruz

Game Profile

Vera Quiz

Game Profile:

Von Manstein: Battles in the Ukraine
Wacht am Rhein: Game Profile
Wagram: The Battle and the Game
War Between the States

Follow-Up

MOVES in English: War Between The States

Variant
War in (All of) Europe
War in Europe: Strategic Choices
War in the World
War In The East Profile
Russian Defense
Stalingrad Scenario Tactics
One Player’s Experience
Barbarossa Order of Battle
War of the Ring
Could the One True Ring Be Brass?
Expanded Three-Player Rules

#31
#33
#13
#46
#45

#42
#41

#42

#6
#6

#38
#40
#32
#26
#17
#2
#2
#9
#29

#24

#29
#33
#28
#34
#35

#12
#12
#12
#38
#14
#36
#28
#30
#23
#17

#15
#15
#20
#18

#4
#18
#25

#2

#21
#22
#33
#10
#41
#43

#29
#30
#31
#32

#26
#31

#35
#36

#32
#40
#29

#35
#46
#35
#39

#45
#20

#40
#37

““Frodo, Take a Letter..."”
In Character
Wellington’s Victory
True Victory: Wellington’s Victory as
State-of-the-Art Napoleonics
A French Plan for
Wellington’s Victory
World War I Profile
World War IT
Game Capsule: World War I1
The Case for the Defense
Why Not Tamper With a Good Thing
WW II Expansion Game
WW II Additional Options
World War IIT
Wurzburg: Stacking the Odds
for the Novice
1812: Game Profile
1918: Game Profile

Section III
Game Errata by Title

Compendium of Errata appearing in MOVES
(through 7/27/78)

Antietam

Ardennes Offensive

American Revolution

Armageddon

Arnhem

Atlantic Wall

Austerlitz

Bastogne (Folio)

Battle of Nations

Battle of Wilderness

Blue & Gray QuadriGame

Bloody Ridge

Breakout & Pursuit

Borodino

“«cq

Cemetary Hill

Centurion

Chickamauga

Cobra

Combat Command

The Conquerors

Dark Ages

Desert War

Destruction of Army Group Center

Drive on Stalingrad

The East is Red

Flying Circus

Fredericksburg

Golan

Grenadier

Grunt

Hooker & Lee

Island War QuadriGame

Kampfpanzer

Lee Moves North

Leipzig

Leyte

A Mighty Fortress

Mukden

NATO

The Next War

Normandy

October War

Okinawa

PanzerArmee Afrika

Red Star/White Star

Saipan

Scrimmage

Sniper

Soldiers

Strategy I

Terrible Swift Sword

USN

Wacht am Rhein

War Between the States

War in the East

Winter War

World War IT

Year of the Rat

23
#44
#39
#34

#34
#25

#12
#16
#16
#16
#19
#34

#36



In 1980

there is...
e

THE MAGAZINE OF SPECULATIVE CONFLICT SIMULATION

A natural synergy results from the combination of the
science fiction and fantasy milieu with that of conflict simula-
tion gaming. Both are concerned with the projection of the
imagination onto a world-construct. Both deal in the varieties of
the possible. . . the infinite “‘if.”” Both free the reader from the
limits of the mundane.

Ares shall be the natural product of this synergy. Each bi-
monthly issue will contain:

» a complete capsule-size science fiction
or fantasy simulation
» two or more science fiction or fantasy short stories
by recognized writers of the genre.
» articles dealing with the design and play of
science fiction/fantasy games.
» reviews and service features dealing with all
forms of science fiction and fantasy.

Each issue of Ares will be forty 84" x 11” pages long. The included
game will have 11" x 17" playing surface, 100 counters (or equivalent) and
four to eight pages of rules bound into the magazine. Cover will be four
color process. Interior illustrations will be one and two color. Game will
usually be accompanied by a supporting piece of background fiction.
Subscription issues will be mailed in a manila envelope; newsstand issues
will be packaged in clear plastic.

One Year (six issue) subscription: $14.00
Two Year (twelve issue) subscription: $26
Three Year (eighteen issue) subscription: $36

Ares Number 1 will be published in February of 1980 (with a cover date of March 1980).



