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Designers Notes ©

James F Dunnigan

As is our custom, we start off this column (written 7/12/71)
with a rundown of the latest game developments from this end of
the operation. TS5G's presently in the works include WAR IN THE
EAST, which is in the final stages of playtesting. Because of
the size (a four section 44x56 inch board, 1500+ counters) and
scope of the game (the entire war in the east, from the arctic
to the caucasus, from 1941 to '45) it still looks like this
item won't be finished until the end of the year. It may be
announced ready for sale in issue 29 of S5&T. Maybe. Recently
completed and being prepared for publication are PHALANX (Tac-
tical Game 18, Greece/Asia Minor /Rome 500-100BC) and DARK
AGES (Europe/Asia Minor 700-1300AD). Both of these games use
basically the same system as the earlier Tac 14 and Tac 13 games,
only the -mechanics have been improved considerably. So if you
want to sed what went on during these periods, these games are
the easiest-way to find out. And, no doubt, there are those of
you who would like to put some viking axemen and swordsmen (from
Tac 16/Dark Ages) up against a Greek phalanx (from Tac 18).
Different strokes for different folks. MAlsoc nearing completion
are the second editions for LETPZIG and BARBAROSSA. These games
will differ, mainly because of improved mechanics and situations,
from the original editions considerably. Components will be of
the same guality as those found in the second edition of KOREA
(already available). A revision of DEPLOYMENT (Tac 10) resulted
in an entirely new game to be called GRENADIER. The major revi-
sion was a change in the scale, scope and set-ups from those used »
in DEPLOYMENT. GREMADIER uses company size units (100-140 men) as
osed to battalion sige (400-500 men) in DEPLOYMENT, a scale of

50 meters to a hex as opposed to 100 meters, scenarios re-creating
specific portions of actual battles (like meeting engagements and
fgznk attacks, etc) instead of generalized tactical situations.
Now what happens to DEPLOYMENT ? For the moment it remains in

int, although it.Appeang that an eventual replacement for

PLOYMENT will be in the form of a brigsde lewvel game in which
entire battles of the riod can be re-created. Finally into the
homestreach is SARATOGA, which had the misfortune to come into
our hands right after we started STRATEGY .I. This will be our
first game on the American Revolution. Another will follow in
isswe 33 of S&T covering the entire revolution on a strategic
level. We alsoc have a Tac series game (Tac 17) on the revolution-
ary period in the works. We recently got the USN: WAR IN THE
PACIFIC game to the playtest stage, a little behind schedule as
this one goes into ﬁT 20, We have a number of other games umder
consideration, but the latest one assured of publication is
BATTLE CF STALINGRAD. This game uses the same approach as
KURSK (same scale, basically the same movement mechaniecs, etec).

It will cover, imarily, the Russian offensive which cut off
the German sixtgrarmy as well as the initial CGerman attempts
to rescue their surrounded troops. If we can manage it we will
also attempt to portray some of the other situatidns which
took place in that area. If we're lucky, we'll have some eight
new (or revised) games out before the end of the year.

Cur main feature this time around is , "How the game 1940: THE
BATTLE FOR FRANCE just grew and all of a sudden it was there".
A number of games which we have and will produce this year were
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iniciated as a result of the Feedback in 3&T 23. The events were
rated in the following order; l=Battle for France, 1940; 2=The
Pacific 1941-45; 3=Napoleonic Wars; L=Battle for France, 19L4;
etc. Anyway, you can See what we mean. We got the message. S0

on 6 January 1971 it was decided to design a game on the Battle
for France in 1940. I remember the date because I wrote it

down, along with the dates of some of the more significant events
which transpired as the design proceeded. You will note that often
the design proceeds in fits and starts. Often there are more fits
than starts. Judge for yourself.

By the 20th of January the Order of Battle was fully developed.
On the 22nd the protocype mapboard was finished 'gafter the sig-
nificant terrain features hag been determined). On that samelﬁa}r
the first (of four) Combat Results Table was developed. Now that
is quite a lot to accomplish in two week's time. you' ve
started from nothing. But we hadn't. Having already turned out
nearly thirty games, much of the needed inf'ormation had already
been worked up for other games on similar periods. For example,
in deing work on _any game concerning the Germans in WW II we
were forced to reconstruct the GCerman OB for the entire war.
Much the same happened with the British, The only real problem
was the French, o did not appear much after 1940. The terrain
analysis for the mapboard was taken from the research done for
1915, with adjustments made for the wider use of motorigationm in
1940, The CRT, we decided, would be the keystone upon which the
game” would be resolved in a realistic fashion. This mainly
because we quickly saw that one of the main problems with re-
creating the 1940 campaign lay in the rather odd manner in which
combat was resoclved between the Allies and Germans. It was odd
because the Germans had a tactical advantage which was not all
that apparent at the divisional level (of the game). It was pri-
marily their armored and motorized units which had the advantage.
The advantage 'he:iﬁ%, primarily, the ability to mowve much more
quickly than the lied non-motoriged and motorized units (al-
though the advantage over the latter was marginal). A further
advanatge of their motorized force was the concentrated power of
its weaﬁunﬂ compared to Allied armored units(even though the
Allies had, over all, more tanks). But the most decisive German
adwanta%e that had to be built into the game was the use of air
power. This was what gave the Germans the ability to concentrate
overwhelming power at the decisive point. It was absolutely necc-
essary, it became immediately apparent, to reflect the use of
air-power. S50 now for a digression on how the airpower rules
for 19L0 were developed. 11%1‘-1'51: had to face the use of airpower
while developing the air rules for the BELTTZEKRIEG MODULE 3YSTEM
(S&T 19). Previous to this my attitude was (and still is, to a
certain extent) that air power was a form of strategic artillery
whosg main function was to interdict enemy supply lines and,
tadetically, force the enemy to travel at night by attacking what
ever enemy forces that traveled bﬂeda:.r. This was Ezah&hl}* most
true during 1944 in France. At other times, in other places, it
was much less true. As I guickly found out. In the E]lé I was
forced to work with air units because of the "three dimension-
al" aspect we felt the game had to have. Digging into the me-
chanics of it all it became apparent that the ground support
element of air units was as important (if not more soc) as the
aircraft themselves, We were also able to define the actual
"missions" which aircraft could perform, as well as their
effect. All we had to do for 1940 was introduce a moveable

base unit and narrow down and simplify (or "rationalize") the
missions the aircraft units could perform. This system was
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also used in KURSK (which was designed after 1940). Most of
the other elements of the design (supply, movement, length
of game) were handled routinely. Again, this was possible be-
cause of our experience. If you want to know where experience
comes in handy, that!s where. Previous Designer's MNotes
columns have covered these "bread and butter" aspects of de~-
gign. Here we will continue to cover those elements that were
unigque to the game 1940 and critical for its design. After we
first Elaj.rtested the game on 22 January we, of course, ran in-
to problems. As anyone could predict, the Allies got creamed.
The question was, what sort of "What If's?" could be built into
the game to give the Allies a chance in a different scenario.
Moreover, were the Allies getting the short end of it in the
game for the same reasons as in the original situstion? It
appeared not and the first thing to be changed was the CRT.
This was done on 27 January and on 1 February we we tried
the game again with yet a third CRT, and a4 new set of unit
counters with new movement and combat factors. By 5 Febru-
ary we had our firat written draft of the rules. On the 8th
we developed the optional games (0B's) and gawve the Allies
air wnits also [he?nre this it was thought that, because of
the German air superiority, all we had to do was give one side
air units in oportion to their superiority). On the 9th
a third set a?rt:mmters- was developed, whic:i included German
heavy artillery and paratroop units. On the 1llth (we were
%Etting hot now) thelfaratraﬂp rules were finished while,

or the first time, Allied mobile units were given a second
impulse (as the German units had all along, it finally
dawned on us that the Allied mobile units weren't all that
bad, they were just poorly used). On the 12th of February the
_wvictory conditions assumed their final form. Development from
this point on consisted of an inordinate amount of testing. One
final revision of the CRT was made in early March. The inten-
sive testing program needed for 19L0 was a result of, well....
It seems that 1940 turned out to be one of those "house of
‘cardsa"™ type designs. In order to get the original flavor of the
campaign into an enjoyable, realistic and playable game it was
neccessary to balance an unusual number of wolatile desi
elements. The final CRT was a rather bloodless ome, which can
often lead to a stalemated game (such as in 1914). The same
applies for the O0B's. In l?kg the Germans don't hawve that
much of an advantage. What numerical advantages they do have
are compromised by the brevity of the game. Yet, the Germans
still have the advantage. In order to use it they must use
their motorized units very skillfully, If they don't they will
surely lose most of the time. If the Germans do use their
motorized and air units correctly (that is, in mass at a
decisive point) they will almost always win using the histori-
cal scenarios. 1940 is a game in which with two fair or poor
(but equal) players the Allies will usually win. But with two
good (but Equalgeplayers the Germans will usually win. The
game hes inherent in it numerous "tricks" which become known
only after considerable playing. This, we felt, offset the
need for "good™ players to get the most out of the game. 1940
should turn out to have considerable staying power as people
must continually play it as new wrinkles constantly appear.
What this short discussion on the development of 1940 should
convey is the necceasity for persistance in designing a game,
as well as adherance to the "principles" of realism, playa-
bility and interesting game mechanics and situations. At one
time I felt that a game on the 1940 campaign could not be done.
I was wrong, as is anyone who refuses to give it a try anyway,
and then keep on trying. e e e
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Avalon Hill Review @
Buige

Avalon Hlll'"s BATTLE OF THE BULCE was qulte &an lmmovatlon when 1t
flrst came out: malnly because of the changed combat results table.
The "Engaged” amd "Contact® resznlts lowered the attritlon rate on
individual battlez and made 1t a different game. Longer advances
and retreats also made the game dlifferent.

I antlclpated many gquestlons on sltuatlons lnvolving several stacks
of attackers and defenders wlth =some endlng up Engaged and otheri
not: However, very Tew of these questlons dld materlallze; players
seem to have flsured out any problems= for themselves.

Several questlons concerning forts dld arise. A very common one
¢can be answered =lmply: when & unlt in & fort 1= attacked, or
attacks, wlth the result belng Contact or Engaged, both the attack=
iny and defending unlts lgnore the results. It 1= &2 1T no attack
had taken place.

When the questlion has come up, Y have asked the player to conslder
the "walls" of & fortresz ilmpermeable to zones of conmtrol, except
durlngs the combat portlon of &8 turn prior to the resolutlon of that
attack. That 1ls, durlng movement and after the attack ls resolved,
zoneg of control do not pass through the fort "wmlls?! Zones of
control pass through fort walls only during the executlon of &an
attack.

Uzing thls descriptlon; then; a8 unlt 1n & fort can move one =quare”
outslde the fort to an empty =quare even 1f surrounded by enemy
unlts. A unlt surrounded on flve =ldes can retreat through a fort
on the =slxth =slde. A “erman unlt adjacent to Sedan cammot prevent
new US unitzs from comling through Sedan =ilnce the Cerman would not .
have the c¢lty in his Z0C. (Specifically, 1f Cerman units were on
9=35 and K=52; arriving US unltzs could move through Sedan to I-52
or J=52 and attack the Cerman unlts.)

It has never been clear to me just what & fortress 1ln the game
represents 1n reallty. Amd, connected to that gquestion; what are
zones of control =supposed to represent? For lack of =somethlng
btetter; I have plcétured ZOCs &= representling the sphere of a unlt's
abllity and wlllingmess to engage ln combat. The range of weapons
camnot be & criferlon; attacking lmplles a commltment of moving
the bulk of the unit--be 1t reglment (Bulge), division (D=Day).

or corps (Stalingrad)--toward the hex(es) belng attacked. I this
describes & ZOC, perhaps & fort (in the sense that 1ts walls stop

& 70C) could be understood more &= an attitude thanm a= & physical
constructlon, That 1=, & unlit in & fort 1= not willing to commit
lts force to combat 1n an aggressive sensge; no patrols 1n force are
zent out, etc. The fact that & unlt's defense factor 1s tripled

1z aneffect of the physlcal workEs; the walls of the fort stopplng
ZOC= 1= an effect of the defender'"= more passlve attltude.

Whether thls Interpretatlon waz the lntent of the deslgners; I do
not know, but 1t does seem to hang together and make =zome =ort of
sense; but only in & limlited way. It does nmot explaln why the ZOC
of &8 unit outside &n empty fort does not eXtemnd into 1t, I am
afrald, especlally in cases when the attltude of that unlt 1z very
acresslve. For the sake of conslstency and simplicity (two factors
of nmot mlinor lmportance) we say 1t does mot. (If ZOC d1d enter
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an empty fort, an interestling paradox would arlse. To wit: a Cer=
man unlt 1= adjacent to Sedan. Sedan 1= empty, S0 1tz Z0C enters
that ¢lty. A U3 unlt enters 3edan; 1t must stop:, since 1t 15 1In
the Z0C of & Cerpan unlt. However; when & unlt 15 in a fort; 20Cs
do not pass through the walls; therefore, the US unlt does not
have to stop. The result: it stops and does not stop.)

There has been much controversy over advances after combat. HNot
surprisingly;, many are puzzled about advances when the deferndling
unit 15 elinminated because of blocked retreat routes. The dlrec-
tlonon the CRT says one thing, and the Appendlx says exactly the
opposlite. The CRT =ays units can advance the full amount, even 1T
retreat 15 blocked: the Appendix =ays advance one hex only. One
cannot help wondering how both ltems came to appear in the =ame
rules.My puess 1sthat someone who had not read the rles carefully
added the second ltem to the Appendix. When the gquestlon comes in
to me; T say follow the AppendliXx rulling; slnce 1t 1ls obriously

the later one.

I persomally prefer the CRT ruling,and in AJTES we follow that one.
There are several reasons. One, 1t 1s consistent with other games
(Cuadal canal and Elitzkrie:}. Two, why should the arrangement of
one's own troops( some mar hot even be attacking lor the composition
of nearby terraln affect the advancing of attacking units? It has
been =ald the the advance should be only one hex because the
attackers would have to mop up the defending units. Thlis objectlon
has merit; but I think that 1t 15 unrealistic to=-in some cases==-
use three blg panzer divlsions to mop up one reglment. Also, I
thinkthink that the mopping up ls accounted for in the CRT ltself.
If the operatlon takes little time, the attacker can advance three
or four hexes, but 1f 1t takes more time, the advance 1= only one
or two hexes.

Can attacking units move into an enemy ZOCY My rullng has always
been that the victorious wnmit can always advance into the vacated
heX regardless of enemy Z0C. If, 1n the vacated hex, the wlnnmer
iz not in an enemy Z0OC,; 1t can move the rest of the allotted
aedvance.

There 15 a school of though that belleves strongly that after the
first hex, units can st1]1] move into an enemy Z0C. The argument
belng that 1n some cases at least to move Iin any direction other
than toward and adjacent to the enemy unlt would not constitute an
advance but & retreat. The key word here being “"advance." They
¢lte the rules;, which =ay, "Unlts may advance direc¢tly into enemy
controlled squares ONLY 1f no alternate advante routes are avall-
able; the others are retreat routes. Therefore; the winmer can
move adjacent to the enemr on the second, third of fourth square

of 1ts advance.

What does “"advance” mean? I take 1t to mean "the movement of the
wimmer after combat.® The other school wants to impart some sense
of direction to the word. But what directlon? Perpemdicular to
the front line? 2ut the front line ls usually so convoluted that
this ¢an be very difficult to determine. Toward the Meuse? Fut
what point on the ¥euse, amd, 1f you are attacking toward the
south, you would, azaln, be advancing away from the unit you
defeated.It seems to boll down to this when direction 1= lnserted
Into the definitlon of “advance™: the advance ends up belng. "the
direction I want to go." I I want to advance next to that strong
polnt and make them retreat, then the rules should not stop me.

The rules do not always conform to our wishes of the moment. (Let
me Ilnsert an aslde here. Many of the most oplnlonated statements




come Trom people who play only one slde 1n a8l]1 games. They play.
only the “erman, S&y, ln Bulge. Therefore, they want rules that
make the German slde stronger and stronger. When one plays one
glde a5 often as the other, he ¢omes to be & blt more objlectlive
and a touch more tolerant of the other side's viewpoint.) For
instance, armor cannot advance into or through woods hexes;, althops
that 1z the way to the Meuse. Infantry cannot advance lnto a second
rough=terraln hex; although that l1s the directlonlt wants to go.
And, unlts cannot advance into enemy Z0C after the vacated hex *
because that ls 8 rule, too, however annoylng 8t the moment. When
an edvancing unit 1s faced with blocking terraln; 1t can stop short
of using its full advance allotment,; or 1t can veer to the slde; or
double back:; 1t 1s forced by the clrcumstances to make one of these
cholces. The presence of an enemy unit 1s also one of those
¢clrcumstances that forces a cholce.

Thls discussion has been in reference to enemy units not attacked.
Therlctorlious unlit can always advance adjacent to the unlit 1t push=-
ed back 1T 1t 1= not then &lso 1n the ZO0C of another enemy unlt.
Thlis can be explalned by =aylng that the retrested unit would be
too dlsorganlzed to stop the advance, but & unlit that had been
statlonary would be prepared to do =o0.

®o little confusion and controversy arose over m=ovexent in rousgh
terrain in conjunction with roads. The original rules had seven
pararrarhs under Roush Terraln pertailning to thils; but many quest-
lons weke left unanswered. ITn the orlginal rles; a unlit clearly
¢could not move from & c¢lear hex to a8 road-and-rough=terraln hex and
st1l1]l continue on the road (1f entry was made from a clear road
hex, however, & unlt could continue on the road). It was not
explicitly stated untll the AppendlX was added that movement 1in the
opposite dlrectlion was also lllegal. That 1s;, originally:, & unit
could move to Aan ad jacent clear hex from & road-rough-terraln hex
and keep on moving. Tt 15 this type of inconslstency that & game
deslener must watch out for.

This type of inconelstency ls stll]l present in thls sectlion of the
rules. A unift beglns 1ts turn on a road and moves to a road-rough=
terraln hex may move one hex off the rosd onto 8 rough-terraln hex,
but may not move one hex off the road onto & clear hex. One would
surely imagine that the latter move would be much easler than the
former. So, here, the rule addition cleared up one problem (made
the rule ¢onslstent for movement ln both dlrections between clear
hexes and road-rough-terrain hexes) but created a situation where
& more difficult movement was &llowed and an e&asler one dlsallowed.

All of these rules can be lived wlith iIf they are zade clear. How-
ever, one 1ls playing a game that 1ls supposed to slmulate real
condltions, and conflicts between the rules and what we have
experienced in resllty do not =it well wlith us.

¥Yore though should be put into any new game dealing with roads in
rough terraln. #en ¥YNorrls supggested that & unit sghould stop on the
Tfirst rough-terraln hex 1t moved into in &l1]1 cases, even 1T it

moved onto 8 hex ln rourh-terraln that contalned & roed, unless

the unit started on A& road. Thils makes sense. The road on the map-
board ls way .out of stale; 1t ls a small part of & hex that l1s most=
ly rough terrain. With this rule, however, & unit starting on &
roed ¢can stlill move one heX off the road ilnto rough=-terral= but not
onto ¢lear terraln. To c¢lear up that confuslon, one would probably
have to add a8 new rule stating that 1f a unlt wanted to leave the
road whlle the road was ln rough terraln, then 1t would have to end
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ite turn on the road and procesd on the next turn--like stopping on
the river at the point the unit expects to cross on the next turn.

But while one is adding new rules to clear up problems, he has to re-
member that there is a point of diminishing returns. Eventually the
rules are so detailed as to be unplayable. I think that a very good
reason for baving rule A rather than rule B or C is simplicity. DBut
strive for simplicity without contradictions and inconsistency.

Deployment: A Critique @

Simmiations Publlcatlons Tn¢.*s Dedbloyment 1 an intrlgulng,
fast moving and varlable game. Furthermore, 1t contalns a
number of lnnmovatlons 1n board wargasling thaet ought to be
remembered as game deslgn concepts. All in 811, & good value,
wlth something for the player and the student of games allke.
Zut I gquestlon the ¢laim thet 1t 15 &8 very accurate or adeguate
representatlon of the tactlcal condltlons of European warfare
from 1700 to 1815, give or take fifty years.

For one thing, 1t certalnly can'"t ¢lalm such a large era

for 1tself; There slmply aren't snough klnds of unlts or
rules to Cover the chanzes 1n warfare that occured between
these two dates, IL 12 true that weapons dld not change
much during the perlod; btut they 414 chance some and ways of
using them changed pfore. Artlllery 1s the best example.

In 1700, artillery was far from having & domlnant position on
the tattlefleld. The puns were heavy arnd the horses that
rulled them were nor=slly led away before battle. The puns
were then wrestled around on the bettlefleld by thelr c¢rews.
Consequently, they were not moved around much and were freg-
uently captured by an enemy advance and perhaps recaptured

in a counterattack. At any rate, it didn't make a great deal
of difference 1n & battle. Ey 1500, however, artillery--at
lezst the French artlllerys as reformed by Cribeauval --was
moblle on the battlefleld and freguently declslive In its
effect. Put Ceployment only of feres the powerful, moblle
artillery of 1800 and probebly exaggerates 1ts power even for
that date.

Simllarly, there 15 the guestlon of speed:. The speed wlth
which individual men could walk from place to place was falirly
constant throushout the century, I suppose. But there ls no
doubt that the =speed wlth which European generals could move
discliplined; orsanlzed bodles of men around on the battlefleld
dld vary conslderably. In 1700, European infantry did not
mnarch 1n step. Therefore the speed at whlch a battallon could
sehuffle arourd on the battlelfleld was qulte 1imlited. The cad-
enced step was lntroduced Into European arrles around mid-
century, at first in Frussia before 1740. With this lmovation
every kind of formatlion could move faster than 1t could before.
But apmln Teployment of fers lnsufficlent wvarlety to cover the
whole era.

The deslgner has attempted to glve us only one order of
battle dealins wlth pre-rrench Heveolutlornary warfare: the
Eattle of Leuthen, but the game pleces carmot easily be adj-
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ustedto That battle. Therefore;, slnce the Austrlans were
actually gplven one of Yapoleon's arples ln dligpulse, the result
should be more llke Jena than Leuthen.

So; let us dlspose of the deslpner’s excesslve clalm to more
than a century and takKe Deployment a5 & game whlch deals wilth
warfare between 1792 and 1515, & soreithat more managable perlod
in In which tactles were Talrly constant while warfare was
almost contlnual. Eut there are stlll some dlfflicultles 1n
the game's deslzn.

One of the ma& jor problems, I think, 1s the board. It shows
too obvlously that 1t ls an lmaglnary scene. 7Tt should have
been btased on & study of actual battleflelds of the Napoleonlc
wWars. The villaszes seem to be out of proportion. Compare the
1 hexagon (100m x 100m, or c. 109 yards by 109 yards]) villagzes
of Detl ojment with sSome real villages shown 1n A MTLITARY HATST=-
ORY AYD ATLAS OF TEE FEPOLEONIC YWARZ: Harengo was § mlle by

+ mile, or 4 hexes by 4 hexes; Eylau was 500 yards by 500
yards; or b!‘ hexezs by -bé hexes; Friledland was '?DL'I' yards by
£00 yards, or 6 hezes by 5 hexes; Aspern was H mile by mil&.
or B hexes by 4 hexes; Ligny was 1,000 yards by £00 yar

% hexes by 5 hexes, The vlllages; I think, should have been
made larger. =Then they would be 2o0re l=portant--z2s they
should be.

The fori on the Deployzent battlefleld 1s a aystery to me.

T cannot recall that such & powerful, yet mimute permanent
fortlflcatlon played any part 1ln any battle around thls tlime,.
“aybe there were such things but surely 1t should have been
made a unlt so0 1t could te renoved or moved; rather than a
rermanent part of the landscape.

Actuall, the best thinzg to do wlith the Dedloyment gsmme board

1z to leave 1t Tolded, Then et a blank heXx sheet from Slm=-

ulations Fublicatlions (38.00 & dozen) and cover 1t wlth tran=-
parent self-stlick plastic. Then take a blue and green "Vis-

a=7is" marker (do not use red since 1t wlll not come off) and
& map of some battlefleld;, amd draw a sectlon of that map on
the plastic to stale. When you want to change battleflelds,

talte & wet cloth and erase the marklings.

Then; there are some difflicultles with the riles, the most
Feneral one belns that they &re too simple. Over simplified
ganes have thelr place ln wargamlng, but to think of Deploy-—
ment as belonging to the same serles as masterpleces of play-
abtle complexlty such as Tac 14 or Tac 3/PanzerPlitz 1s absurd.
2ut even over-simpliflicatlons should glve some feellng for the
reallty of the sltuatlon and here Deployment sucteeds some and
falls more,.

One of the fallures Involves the use of terraln features. In
the rame 1% 152 &8 good ldea to put Zuns up on hllltops because
this increases thelr range by half. Thls 1s fantastlic. The
hillls on the board have to be gradual ones slnce thelr slopes
are onlu 100 to 200 meters across amd 1T they were very steep
they would be lneccesslble to puns. 2ut for range to be lnor-
eased appreclably the hllls would have to be mountalnous. Jow-
ever; rmaybe we. are not deallng wlth range at all but wlth a
varuer ldea called "effectlve range” (the ranges glven in the
game Ccorrespond Closely wlth the effectlive ranges glven in
Davlid Chandler's CANPAIMNS OF MAPOLEOX). If thls 1s so, then
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the rule 1 even more 2t fsult, beczuse dragslng 2 [un up 2
hill] decreased lts long rende effectlvensss, rather than
Ingreased 1t. 2 pun Tlring s0llid round shot; & these uins
did &t long ranre, wa= most effectlve if 1t could flre along
& perfectly flat terraln, becau=ze then the maxlnun muzber of
enemy bodles would lle a&long the line of fllight of the shot.
The maxlmum use could be gottenm out of such 2 shot by =dpoing
1t 2long the rroumd--thlzs waz c¢alled ricochet flring. Eut a
round shot flred from & hlll would enter an enery Tormatlon

2t zn snzle, czusing minlmum casuzlties and then would hit the
prgu‘l"lﬂ 2t an E'._"‘",E'lE' and tend to bury itself.

Zut une were sometlnmes placed on hllltops and there were
some advantages lmvrolved. Tt zave the sumers an advantare
in seelng end, of course,; thery couldn't shoot anythline thﬂy
¢couldn"t see. rnother adventare was that standing or 2 helght
tended to dlz=ern the eneny artlllery. Urdlinary fleld pleces
could not be elevated over 15  and could hardly be airmed and
Tired 2t eny ¥ind of helght, Surtherm=ore; & =lo?e would slow
dowm any attacklng infantry or cavalry and 2llow more shots at
thea, Yost of these remarks on riuns;of course,; do not apply
to the howltzers whlich are lncluded ln the fare, a5 they were
capeble of hlrh-angle flre and slnce they used shells, the
effect of whlich dld not depend om & Tlet trajectory.

Generally,; T thlink the grtlllery ls too powerful in the play
of Deployment. This 1= shown particularly by the fact that it
1= posslble 1n the zame to destroy enemy formatlons by flring
&t them longy dlstance wlth round shot. Thls 1= very unreal-
istigc. Carmon of the period did most of thelr damege with
cannlster, rether than round shot. Zoumd shot wes a2 delaylng
any amoying ammunitlion; rather then & destroying aroumltlion,
Tts power ln terms of the gEme should be llwmlted to 4l s=slersing,
rather than ellnlnating. Put even the camml ster szeens to be
much too destrmectlive. As=in, artlllery could repulse attaciks
and ceuse casualtles at ranrces of 400m to £00m, but it m=s not
mill the enemy pot to 100m to 300m that 2 battallon-slred unit
could be rendersed unfit Tor further serviceln a particular
battle.

The next =erles of comments Ccome under the headling of Infan-
try formastlonz, One dlifflculty 1= thet the mape zmales 1t too
time consuming to chanse formetlons. 1 have been unsble to

dl =cover how long one move 1n the ra=e l= sudposed to be; but
in the French (blue) a&rny, 1t ta¥es just &8 long to chanee
from ¢cblumn To llne In place a5 1t does to morvre & colurm S500m
to ?000. Zut the Zrench were using the maneuvering sy=tem
gdvoceted by Culbert in the lsete 18th Century. To be brief,
they could Torm 2 line from a2 column zhead of and at any angle
to the line of march of the column. So they could form & line
to the front In the tlme 1t took Tor the resrro=t part of the
colum to march to the farthest part of the projecied line. I
do not think that unlts changing formatlon should be regulred
to =stop dead whlle dolng 1t. The only 1limit 1 would put on
Tormatlon changes would be that each unlt could only change
onte per move so that & unlt could not move from line to
column end back to lime 2q2in in the s=a2me move. This mesns,
also; that & newly Tormed line would be just a= capable of
Tfiring a5 an old one 2t the end of lts move; 1T flring after
movenent 12 to be alloved at 211l. “hen the Frentch wWould be
&ble to carry out one of thelr favorlte tactlcs by marchlng
up to firing distante In colum a2nd deploying for & Tire fifht.
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Which brings us to the famous question of fire versus shoclk,
or ordre zince versus prdre nrafond, or line versus column,
Unfortunetely; the desl mer of EE?l&%ggnt voted Tiraly in
fevor of columm InfTentry zsssulis. T two battallons of =lue
fuard in colum formetion (-7 each) charze & Fed fuard inf-

have & 1=l chence of destrorying 1t with tve 2-1 sttacks and
they have & 3-4 charmce of &t least dlispersing 1t =so thet 1t
carmotfire on the= in its o¥n turn, In fact, the Frernch were
not that successTul when they trled =lmble colurn asseults
gzinst vyeshalten gneny lines. Indeed, =rench tectleml doc-
trine dié not envi=ton gnch things, Tnstead ol elither columm
or 1line, the Frencth at thelr best used both topether. The
first protlez was to deplory & 1ine to meet the fire of the
eneny 1ine; Enéd;, 1» Jeter Yapoleorlc battles, to defloy mess-
ez of artlilery to weakten the eneny line. Then, whken the
eneny line wes gelready shalen, the colurns zirght nove formmrd
ith 2 chante of success. I they were suttcessful, 1t was
because the emeny was too dlscourazed to shoot at the columns
end Instead tn™med and ren. A line of Infantrymen who Yept
coll evd Tired would ot orly hold, but wovld do terribel
exectutlon on the sdvencins columns.

The solutlion to this problen, I think, lles Iin the Xind of
thased fire and noverment that characterizes Tac 14 and Fanzer=
Plitez, These two geaes demonstrate clesrly thet comblnatlons
af different ¥xinds of attaclrs are much more effective tharn
Tost =lTple ettacks. Something lile this might work resllstic-
2lly: Flaver 2 Tirez all unlts that he wisgshes to Tlire, then he
Boves 211 umits that he wantse to Dove, then he resolves any
vlose corbats that hls movement has ceused. Hormelly, the lat-
ter would be corflicts of Dorale, rather than bayonet Tlghts,
but the rule would be the same in any case. Then Flayer B
would do the =sme. The combat results teble rould heave many
"di gsperzes® Tor effective firing and 1t would contaln few
rewvards of any ¥irnd for close combat against an undlsoersed
enemy. =it 1t mould plve & pood chavwce Tor ellimination in
¢lose combat asminst & dlspersed enemy. The new T™iles should
&lso a&llow for the doubleinz of &l]1 fire arainst columns,

not just artillery flre. Then, they vould have to 21low some
firing by columns, at & reduced effectliveness, of course,

and for shock actlon by the lines, since the Fritish did
charee Tomm=d In 1ine after riring.

There are Tt ¥inds of ficghtine fornatlons that have been left
conpletely out of Leployment and they should not be, even in
the naze of sizmpliclity. The InTentry square was of rreatest
imposteance. Tt wes used regularly in ¥apoleonlic bettles by
infantry ghern charged by cavalrr, to prevent the cavalry froo
finding & wealk flank to charge. The battallon sguare should
be 2 elngle hexapon forzation, but with & new counter to
distingnish 1t from the ¢clumn., Tt moves slower then the
column But faster than the line and defends on 2)1]1 sides with
the power of the line sttaclked from the front. It wwould fire
2t reduced effectiveness, Just s the column, but 1t would be
capable of executlng four seperate firings--one for each slde.
There =izht also be & provision for the fornatlion of relnforced
reglmental sguares using four battalloms, or brigede sauares
using =1rx.,

The other ¥ind of formetlion left out of the Cerloyment order
of battle is the sldmishing order., Sonetimes skirmishers

11



were detzchments of battallonsand those can be consldered as
Incorporated in the battlalon's combat factor Iln an abstract
way. -=ut often vhole battallons or even reglinents were brolen
Into skirmish order. There 15 one possible reason for d4dis-
rerarding this kind of formation: HHEH both =ldes used large
mrthers of stlradishers thery simply cancelled each other out.
Zut in some of the situations which arose, the French skirm-
ishers alone were powerful and they did help prepare the
attaglr. A skirmishing inlt would be the =are 312e 25 &

line unit=--the 1line would not tekre 211 the depth a&llotted

to if=-=-but would havre & higher defensive value and & hlzsher
Tirepower (because of the dispersion). The Zedloyment set
contalns equal =imbers of colums and lines to substltute

for each other, but =souares and sklmMmishers could easlily be

in shorter supply--there would =eldon be &2 deslre to tut one's
vhole forée in elther Tormatlon.

The cavalry charse 1s hendled Talrly well in Psployment,
gxcept Tor one thing: it iz impostart to charse the eneny

and 1t 1s important to retaln a reserve to malke a second
charge, but the cavalry unit which makes the first move
tovrards the eneny 1= subject to the sneny's charg, whlich 1t
hes to take as 1T 1t were standing =st111. I wounld suggest
thet 2 carvalry unlt which hak® rmored towards the enemy In lts
tu™m be consldered as charpgling=-althousgh not actually moving--
cdurling the spbseguent eneny turn. 5o 1T the enemy cavalry
charres 1t, the two forces wvould have egual corbat facteors.,

Then there 1s the guestlion of cavalry formations. Cavelry,
li¥e infantry, counld pa Into battle In dlifferent fortatlions.
Zut sl=ace formatlons hed sonevhat less lmportance; 1t may be
well to hald dowxn the cavalry to a2 sinzle type of ummit. ZEut
T an unhappy with the cholce malse in Teployment. The cawalry
unlt represents 1,000 men and occuples one hex. That =means
that 1t occupies & fromt of 100m, which plves 1t & front of
2bout 100 men and a2 derth of ten ranits. It would be posslible
to sgueeze the =en &7d horses lrto sach & Tormatlon, but it
¥would mot, T thin¥, be &2 normz] formmatlion Tor ﬂha'giﬁr. a0TF=
eTer, the flexlibllity of & single hex-slzed unit is desirable
Ttor cavalry, which can have 2 preat effect amginst Infantry
only when attacklng Tlanks or penetratling z@ps. So I would
keen the same its, but make then renresent 500, half a2
regiment or 2 sguadrons. Like Infantry colum=ms they would
have little effect in frontal assault ageinst undl spersed
infantry, but would have & rreat effect afinst dlspersed
Infantryr.

Further complications in cavalry could be introduced: dras-
oone who would be sble to flght dismoumted, Cossa¥s and sther
irresular cavalry vho would act as silrmishers on horsebacl,
2nd carzbiniers who could have some firepower from the

saddle.

The ldea of »ultiple attacks in Deployment was a pood one.
It reflected the fact that a unlt 1is more Wilnereble to 2
guleck snccesslon of shocks than to one masslrve shock, Fowerer,
T think, 25 noted s2bove, that 2 phe=e systen tvonld be better,
teciuse a snuccesszion of the Airfferent ¥inds of attacks is omore
disruptive than 2 succession of the =ame ¥ind. Tt =ay be that
the two ldeas should be cooblned ard te would have zultiple
fire attacks followed by multiple close cozbet atacks, This,
If the gradatlons could be =ade Tine enough, would reflect
realityr best,
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ITn the present systen of Deplorment; = nnlt thet 1z 4l spersed
=ust stey where 1t ig. T thin¥ it should be allowed To recire,
but since 1t is using up enerzy in retregting, 1t vould net be
£ble To reorzEnlize &nd 1t would h&ve to remeln dilsbersed Tor
one more turn. Soch unlts vould be &llowed to pess throuzgh
friendly unlts in the rear, so thet they snemy would heve to
deg]l] wlth fresh formetlons lnsteac of dlspersed ones. Thern
there vould be & good resson Tor Zeeplne & reserve; vhlch
ywould perform lts historlie functlon of relleving the first line
I 2 ¢xltlee]l jumctlon &rnd perheps steblllzins the bettle llne,

Flen attacks and rear a2ttacks gre naturelly the —ost effectlive
inds of atteck 1n Deploy=ent, tut sometlmes they czn be un=-
regllisticelly performed. A unit threstened by 2 flaen attaclk
could usuzlly Eee 1t cominz and talte aprropriate sters to meet
1t; mmless 1t haed other problems In & different dlrectlon. 2o
T sucesest something 1ike this: 2 unilt seltecked from only one
directlean ¢en rotete 5o B2 to zet the best odds before hls
opponert resolves any cmbet. In the cese of Infantry llines;
thls wounld be subject to the svellablllty of sufficlent space
to perforz-thls meneuver. I & pheEse systen yere 1ln use, the
rotatlion could come only &fter the eneny =movement phase.

Filnelly, I cen end with one reletlvely =lnor polnt. I heve
tried for years nox btut T asve falled to belleve that 2 rroup
of men cen run twilce 25 fast on 2 road 25 they ¢can over
reletlvely flat,; onbroken; neturel terrein. I would =low
doymi the r™med borms for men &nd horses ln the cese of thils
game, pErticulerly becsuse the orlizgins] =movenent factor Tor
Infantry 1n column and for cevelry ls large. Sooethlng 1lllke
this vould help &and stil]l be workeble: Tor every two hexes of
lts baslc movement factor that & mlt telkes along & roed, 1t ~
zets one bormus movecment Tactor thet 2lso oust be taken 1n
sequence along adjacent sectlons of road or towm hexes. IT
you move only one hex on & roed you cen't =sve 1t up, howerer,
gnd 1f you movre tyo, but then went to leave the ro=d, you
cen't save that elther.

What cen be done gbout these suggestlons? I thought of
wrlting them up In the form of & varistion of Denloyzent,

but T do not now belleve thet thet is deslreszble. In order to
be hepoy, I wounld went to drestlceelly chanpge the board, the
Tales; &nd the pletces. “Thet poes beyond varlietlon end lnto
the creatlon of & new gaméd, a2lthourh wlith neny debts to the
old one. Zuch & sltuatlon would requlre & new nene, but
perhepE the debis could be almowledred gt the ssme tine;
Lenloyrent Y1 anyone?

the era of the flintlock, &and I reserve the right to change nmy
mind on any of the bellefs expressed 1ln thls artlcle, wlth or
without further reading. Zowever, the reader of thls possible
ethemera]l ertlcle degerves to Xnow what; &t thls monent,; I
have depended on most In the fomestlon of my opinlons. D[Devrld
Chandler has &n excellent section on tactles and organization
in 7¥E CAMPLIZES OF NAPOLEOY (1955), but he generslly stops
Jjust when he ls gettlng down to the essentlal detzlls, and, on
the guestlon af the unse of columns by the French, he seenms to
be tryling to s&y two opposling things &t the seme time. The
essentlal worlr on French tactlcel doctrine ls Robert 5. “ulpby's
BACECROUND OF NAPOLEQWIC WARFARE (L957). A very simllar book,
with & few different detalls, 15 J. Colin's L'TNFANTERTE Al
XYIIIe SIECLE: L& TACTIE (1906). & very enlightening book
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for the same designer 1s the work of the thoughtful and obser-
vant contemborary, Jominl, TIE ABT OF WAR, a5 1t was called in
Philadelchis edition of 1852. Then, 1t wes very helpful to

conslder the tzctlezl idezss of &2n earllier cbserver and =zctor
in Jay Tuvaas' FEREIFSICA TIHE CRELT ON T5E AZT OF WiAR (1955).

AUQK¥IIIE SIECLFE (1905), which takes the artillery only u» to
1785,

For cavalry, I have trled to foréce inforzetlion out of two

insufficlently detzlled, althourh sugrFestive; rpeneral works,
2.7, Denlgon, ZISTORY GF CATELRY (1970) =nd Gerome, EESSLAT
FISTORIJUE SUR Le TACTIQUE: CATVALLERIE (1G77). G’li‘I.FE"" L.
Speuldine et 81., WASFARE (1930) has & sood survey of tactics
before the French Pevolution &nd E.X¥., ILpyd,; A IEVIEW OF TE
IISTORY OF I¥CANTEY (1908) is 1Htere5ting, but like 211 gen-
eral works 1n5uff1cientl" detalled., A MILITARY ZISTORY AND
ATLAS OF THZ NAPOLEOMNIC WiRS (196Lk) & West Foint textboolk

by Vincent J. Esposltd and Johin 2. Zlting, has beautiful

mans althousht 1ts text 1s not wvery helpful.

For artillery, T have used E. Plcard, L'ARTILLERTE FRAMCATSE

Editor"= ¥ote:

Frof . Camplon's notes on Deployment are oresented here even
&8 & totzl redeslign of that game goes forwerd. Indeed the
new version, THEMADTER, is virtuslly & new gane baving but
1ittle 1n common wlth Deployment. The redeslgt has already
taken many of Prof. Camplon's propossls under study and
many other 1mwmovatlons are to be incorporeted &5 well.

The Mathematical Derivation
of a Combat Results Table (2)

ETCHARD BAUER

Despite the current demands for and advances toward
greater realism, the combat result tabhlas still in
use are archaic and unrealistic approximations, based
on their designer's intuition, prejudices and guess-
work. The difficulty is that little specific infor-
mation 1s available about the probable number of casu=
alties that will result from a given battla. This
article will investigate this problem and apply the
results it obtains to design a more accurate CRT. To
this end, let us consider the following situation: A
Red force of strength A (measured in men, battalions,
combat strength or any other suitable unit) attacks a
Blue force of strength B ( in s2imilar units); the
battle lasts t days. Our problem is to determine
the number of casualties each side suffers during the
battle. Let us first observe that the strengths, A
and B, are functions of time. That is, they vary
with time. As time elapses, both A and B decrease as
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edch side sustains casualties. It is convenient to

lat ﬂﬂ represent Red strength at the beginning of the
battle and B r&grusunt Blue strength then. Thus, we
say: A=A, and B=B, when t=0 (0}

It would aid our purpose if we could determine equa-
tiong which would give us the values of A and B for
any t. To make the derivation of these equations
possible, we introduce our basie assumption: THE RATE
AT WHICH A COMBAT FORCE SUFFERS CASUALTIES I5 DIRECT=-
LY FROPORTIONAL TO ITS EWEMY 'S STRENGTH.

What this means in our hypothetical situation is that
there exist constants r and £ such that the rate at
which Red sguffers casualties will equal rB per day
and the rate at which Blue suffers casualties will be
A per day. Now the rate at which a combat force suf-
fers is the rate at which that force is changing (in
gize) with respect to time. In mathematics such a
rate of change ig called a derivarive. The rate of
change of the Red force with respect to time is ecall-
ed the derivative of A with respect to time and cus-
tomarily designated

H.A or A

h-l.t E
Similarly, the rate of change of the Blue force with
respect to time is designated D¢B. Our basic assump-

tion can then be interpreted as:
DA = -rB and DB = -sA (1)

The minug =2igns are used since hoth A and B will
decrease with time and must therefore have negative
derivatives. Applying the methods of differential
ealeulus to equations (1) above to take the deriva-
tive of mach, wa gat

rasi £2)

H
Ll

2 - - - -
Dtﬂ = rDtE r{-sA)

-z{-rB) rzsB £3)

L]
LL]

2 .
Eta a sDtﬂ

where D2 represents the second derivative; i.e., de-
rivative of the derivative. From the area of mathe-
matice called differential equations it is known that
the ganeralzsnlutiﬂn of the differential equation

D,y = m“y (%)
is w= Clcosh{mt) + Cosinh{mt} (5}
where C, and C. are unknown constants. The cosh and

ginh r&}ered té in the equation are, respectively,

the hyperbolic cosine and hyperbolic sine, mathema-
tical functions whose exact values for specific
wvalues of mt can be determined from tables in the
Handbook of Chemistry and Physies. Sinece both A and
B satisiy a diiferential equation of the type in (%)
above, see equations (2) and (3), they must be given
by equations like (5) above, namely:

A= Cycosh{mt) + Cysinh(mt) (6)

B= K cosh(mt) + K.sinh(mt) (7)
where here m = JrE. _ThE COns Tants Cl, Coys K lénd Ko
can be determined using the information given in
equations (0) and (1). For example, since A = Ag
when t=0 and gince cosh(0)}=1 and sinh{(0)=0, we getr

A, = Cjcosh(0} + Czsinh(0) = C;
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A complete evaluation of all the constants yields
A= A cosh{mt) - TB_sinh(mt) (8)
m

B = Bycosh{mt) - %Aﬂsinhtmti (a3

These aquations give us the remaining strengths of Red,
A, and Blue, B, after t days of combat. We wighed
to know the casualties which each side has suffered
and these will cbvicusly be

L{A)Y = A, - A = A[1 - cosh{mt)] + EB sinh {(mtr) (10)
for the attacking Rad and i

L({B) = B, - B +'B,[1 - cosh(mt}] + I3 sinhi{mt) (11)

for the defending Blue. Eguations (10) and (11) are
then the equations which give us the losses when an
attacking forece of initial strength A, engagez a da-
fending foree of initial strength B, for a pariod of
t days.

To apply these formulas, we must know r, 5 and m= rs.
The number r is the number of casualties aach de-
fender will infliet on the attacker par day and s is
the number of casualties each attacker will infliet
on tha defemnding forece in a Z4 hour interval. Thasa
figures should be determined from an analysis of com-
bat data. Since this data is not available to the
author, we will resort to our intuition. It is a
nearly universal assumption among wargamers that

r = 28, that ig, the defender's fire power will ir-
fliet twice as many casualties as the attacker's.

Subseribing to this opinion, we immediately obtain

E =2 = 1414 and i = 1/ /7 = 0.707

For reasons that will become apparent later, we
will further assume that

r= 0.046 and = = 0.026

Since t is to equal the duration of the battles in
daye, it & wvalue must be adjusted to the interval
of time that one turn in the game is to represent.
If we wisth to develope a CRT for BLITZKRIEG where
one turn represents approximately 10 dayes in the

module system, the walue t = 5 would ba acceptable
gince aach battle is reszolved during a half turn.

This gives
mt = t. Jab= 5/(0.046)(0.023) = 0.160

Rafering to the mathematical tables we [find
cosh (0.160) = 1.013 and sinh {0.160) = 0.161

Equeations (10) and (11) can be restated as
L(A) = -{0.013)A,+ (0.228)B, (10')
L(B) = =(0.013)B_+ (0.114)A, (11')
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