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TECHNICAL ANAL YSIS 

THE TABLES OF BERLIN 
A Perspective on the Probabilities 
by R.A. Hammer 

Isn't it odd, when you think of it, that the 
charts and tables that we depend upon so 
heavily to drive a game are seldom question
ed, analysed, or closely examined. We all 
assume that each and everyone is necessary 
and corree" even when they become absurd 
and fantasmagorical About the only time 
one hears a complaint is in some specific in
stance where a crucial attack fails at long 
odds - then teeth gnash and breasts are 
beaten. So, just to spare your teeth and 
breast when playing Berlin '85 ... 

-Redmond 

Since the close of World War II, West 
Berlin has existed as an island of hope and 
freedom deep within the boundaries of the 
Warsaw Pact. The Soviets have periodically 
tested the will of the Western world to defend 
her. Today's deterioration of relations be
tween the world' s superpowers lends con
siderable credence to SPI's most recent con
temporary creation, Berlin '85. 

Berlin '85 simulates a major concerted 
attempt by the Warsaw Pact to wrest control 
of this symbolic bastion of the Western world 
from its NATO and paramilitary police 
defenders. As a game, Berlin '85 is a second 
generation application of the popular opera
tionallevel combat system first developed for 
the Modern Battles series of simulations. To 
aficionadoes of this sys tem, the fundamental 
mechanics for movement and combat will be 
familiar. However, there the s imilarity ends. 
In order to depict the essence of a modern 
day struggle for control ora heavily urban
ized and resolUiely defended area, the system 
has been expanded to incorporate virtually 
all the significant factors (short of a nuclear 
excha nge) which could be . expected to in
fluence the outcome. 

The map is perhaps the most detailed of 
any yet published for an opera tional level 
simulation. [t is, in fact, somewhat reminis
cent of the style of the Highway to the Reich 
graphics. A wealth of information is 
presen ted, ranging from an amazing variety 
of terrain to such interesting details as the 
locations of airfields, control towers, the 
city's subway (U-balm) system, the "wasser
works," power plants, radio stalions, 
petroleum storage tanks, NATO barracks, 
and so forth. 

Among the new features is the concept 
of collateral damage, which illustrates the 
tradeoffs between the use of heavy bombard
ment firepower and the risk of ex~ensively 
damaging the terrain in the target hex. More 
on this latcr . Also included is bridge demoli-

tion, which may be attempted by the NATO 
player whenever a Warsaw Pact unit moves 
adjacent to a bridge. Attacks on petroleum 
sto rage locations (POL hexes) run the risk of 
producing firestorms which ruin t.he hex, but 
also destroy any unfortunate defender 
located therein. The possible usc of 
paratroops by the Warsaw Pact to isolate the 
hard-pressed and desperately stretched 
NATO lines is another nice touch. Perhaps 
the most important of all the expanded 
features in Berlin '85, is the inclusion of the 
Honors of War Table. As will be seen, this 
rule can produce dramatic shifts in the 
morale of both sides resulting from both ex
lernal political influences and the fortunes of 
war on the battlefield. 

The only optional rule involves the use 
of poison gas by the Warsaw Pact player. 
Application of this option seriously un
balances 1 he play and both the developer and 

I discourage its use - after all, someday you 
may find yourself sitting on the NATO side 
of the map! 

Charts & Tables 
Although I have merely scratched the 

surface in describing some of the features of 
Berlin '85, the iment of this article is not to 
review the game. I would like to explore 
those of len overlooked elements which give a 
game its unique navar - namely, the charts 
and tables. Few, if any, previous games on 
this scale have attempted 10 integrate so 
many factors into thc flow of action. The 
tables, reflecting this design decision, require 
careful study to ensure effective play . 

When I first began play testing Berlin 
'85, I anticipated finding Custer's Last Stand 
Revisi ted, with about the same outcome. 
However, J was quite pleasantly surprised as 
play proceeded. Neither side can relax and 

[5.27] TERRAIN EFFECTS CHART 

Movement Combat Survival Surrender 
Terl'1l.in Type Point Cost Shifts Modifier Point Value 

Air.Control Tower OT OT OT 2 

Airfield hex 0 +1 

Autobahn hex Ifl OT OT 

Barracks hex OT OT OT 2 

Bog hex 4 0 

Border hexside OT+3 OT + I OT 

Bridge hexside OT+! OT+l OT 

Ferry hexside OT+3 OT + 2 OT 

Forest hex 3 ! -3 

Industrial hex 3 - I 

Lake ·hex 1 P P 

Object ive hex OT OT OT 

Park hex 2 1 0 
Road Hex I OT OT 

Rough hex 2 2 -2 

Ruin hex OT+2 OT + I OT 

Suburban hex I 2 -1 

U-bahn hex 2 OT OT 

Urban hex 3 4 -3 
Water hexside OT+4 OT +2 OT 

OT: Other terrain in hex. A .. + ,. hex . P: means thai the action is pro· 
means Ih al the !;(l.st or shifl is in addi. hibited. "-" means t he terrain h~, rll) 

I inn In PI heT emt' or ,hifl.\ for the Surrender Point Valtw. 



expect a cakewalk. In fact, as we shall soon 
see, the Warsaw Pact player must be ex~ 
tremely careful to avoid unwittingly playing 
into NATO's strengths. 

After having been victimized on several 
occasions during early game turns, I decided 
that more than a casual eyeballing of the 
various tables was required in order to make 
effective gaming decisions. In fact, I began 
to question my understanding of exactly 
what was required to achieve a victory! As a 
result of these early experiences, 1 set about 
to reformat the tables into a more easily in
terpreted form upon which to make, 
hopefully, more intelligent use of each side's 
strengths and weaknesses. 

In order to accomplish this, I chose to 
determine for each table the prob
ability of each of the various outcomes which 
could occur in a given situation. Before ex
amining the results, a bfief discussion of 
what probability means in this context, and 
how it is determined, is in order. 

Probability is defined as the ratio of the 
number of chances that something actually 
has of occurring to the total nlimber of all 
possible outcomes. For example, for a six
sided die it is possible to roll one of six 
results. The probability of rolling a I is, 
therefore, one in six (16.7 percent). If a 
favorable result can occur by rolling either 5 
or 6, the probability of obtaining a favorable 
result is two in six (33.3 percent). 

This concept may be further extended to 
situations where two dice are used and the 
results are added together. Here, numbers 
ranging from 2 (I + I) to 12 (6 + 6) are possi
ble in 36 possible combinations. Consequent
ly, the probability of rolling, say, a 7 on two 
dice is obtained by using our definition: a 7 
can be obtained by rolling a I and a 6 (or vice 
versa), a 2 and a 5 (or vice versa), or a 3 and a 
4 (or vice versa) for a total of 6 possible com
binations out of a total of 36 (16.7 percent). 
When two consecutive rolls are required (as 
on the Honors of War table), the probability 
of a favorable result occurring on the first 
roll is mUltiplied by the probability of a 
favorable result occurring on the second rOll, 
and is summed with similar results obtained 
for other favorable combinations. ~~- ~xam

pIe, if all 11 (5.6 percent probability) or a 12 
(2.8 percent probability) is required on two 

TABLE 1. Surrender Points 

Destroying 
Enemy Units 
Police 

Mili~!ny 

WP Paratroops 

Seizing Terrain 

Obj~ctive hex 

Airfield hex 

..•... ·Bcirt~Fk~/ ; 
COl1trol Tower 

.;.~ .. - -:" ~ 

WP 
1 

' 2 

WP 

1 

2~ 

NATO 
1 

2 
3 

NATO 

dice on the first roll, and a I, 2 or 3 (50 per
cent probability) is required on one die on the 
second roll, the total probability of a 
favorable result is 5.6 x .50 plus 2.8 x .50, or 
4.2 percent - noi very good. 

Turning to the analysis of the Berlin '85 
tables, I would like to point out that, in 
general, the results will be presented from the 
viewpoint of the Warsaw Pact player, since 
the majority of the decisions affecting the of
fensive flow of the game are under his con
trol. The tables which accompany this article 
present the probabilities in terms of percent
ages. I have shown results to the nearest tenth 
of a percent in order to minimize the slight 
distortions when rounding off. (There are 
people in this world who get upset when the 
probabilities do not total up to exactly 100 
percent.) 

The Price of Victory 
As alluded to earlier, the Warsaw Pact 

player has his work cut out for him. He may 

gain control of West Berlin in either of two 
ways. He must control ali" objective hexes 
within West Berlin (and there are lots of 
them!), plus all the hexes of the Gatow, 
Tegel, and Tempelhof airfields (including the 
Tegel and Tempelhof control towers), plus 
all NATO barracks hexes. The operative 
word here is all. Alternatively, NATO must 
surrender via the Honors of War table. 

Regardless of which approach is taken, 
the city must fall for any victory points to be 
awarded to the Warsaw Pact. At this time (if 
it ever occurs), the number of Warsaw Pact 
non-police units remaining on the map is 
multiplied by the victory point multiple 
found on the Game-Turn Record Track. An 
early surrender of West Berlin is imperative 
since the victory point multiple decreases as 
the game turns pass. The Warsaw Pact also 
may gain 5 victory points for each unit of its 
reinforcements which are withheld from the 
map. The only victory points which NATO 
may receive are for interdicting or occupying 

[19.3] "HONORSOFWAR"TABLE 

Surrender Point Record Track Total 

41 

DICE 6 ... 10 
or 

16.,.20 21...25 26 ... 30 31..,35 36 .. .40 more 
····.~· # 2'· ' SL2 . " ~ :L f .... "s'\·::i .· :'~: ·k{ <}ha* ~},\>: 

B-2 

B~,2 ·ZB-'l 
B-1 B-1 

'· .8"...,1 ' · S . 

7 B 
.S,· s+} . 
9 B+2 

... ,/Q ·c....;·r 
11 C-I 

12 ,·c 

B+1 

fr~2 "'" 
C - J 

'·".C '7' i .·· 
C 
C+l ' 

C-J 

C.~ 

S + 1 

$*2 

B: Roll again; 1- 3 NATO receives a combat column shift; 4-6 Warsaw Pact receives 
the shift. C: Roll again; 1- 3 cease fire takes effect . 4 -6 NATO surrenders. S; Roll 
again; I -3 no effect. 4 - 6 NATO surrenders. - 1, - 2; Second dice roll result reduc· 
ed by 'indicated number. + I, + 2: Second dice roll result increased by indicated 
number . 

TABLE 2. Honors of War P~babilities ." 
(frol11 WarsaY4! PHct perSpective) . 

Surrender Point Differential' 
Outcome 6-10 11-15 16-20 21-25 ' 26-30 3f3S ~40 
Unfavorable 

Null ReSult 

Favorable 

West Berl,in ~all!Jo " 

56.0 

44.0 
E;';O 

51.3 47.7 

52.3 

45.8 

2.3 

41.7 36.2 

6.5 .. J2.0 
29.6 

is.S 

4H 
22.6 

13 
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the East German railroad line (5 victory 
points per turn for interdicti ng and 8 points 
per turn for occupying) by dedicating one of 
his artillery units to the sole purpose of inter
diction, or by physically moving a unit onto 
the rail line. The degree of victory (marginal, 
substantial or decisive) is determined by the 
difference between I.he Warsaw Pact and the 
NATO victory point to tals. 

Because of the large number of widely 
dispersed objective hexes and the relatively 
short time (16 game turns) available to 
acbieve a victory, the \Varsaw Pact player 
cannot realistically hope to fulfill the first set 
of victory conditions to gain control of 
Berlin. As a result of t.his limitation, the over
riding objective of the Warsaw Pact forces 
should be to force a NATO surrender by 
means of the Honors of War Table. This 
table, more than any other element of the 
game, controls the actions of both players, 
and its interpretation is essential to effective 
play of the game. 

Honors of War 
The Honors of War Table is undoubted

ly the most interesting and the most critical in 
the game. It is intended to represent the in
fluence of political and military intangibles 
on the morale of r.he combatants and, 
ultimately, to produce a surrender of West 
Berlin, if the situation becomes suffici ently 
grave. The table results reflect the relative 
losses taken by each side (an effect on morale 
reflected by a one column shift on the CRT 
for all attacks made in the current game 
turn), external political maneuverings (the 
cease fire result), and, of course, the possible 
final acknowledgement of the futility of fur
ther resistance (West Berlin surrenders). 

The Honors of War Table operates as a 
function of the net surrender poin ts amassed 
by the Warsaw Pact player. These surrender 
points are awarded for destroying enemy 
units and for capturing certain objectives 
(see Table 1) , Unit losses taken by the War
saw Pact subtract from the total, which is 
why it becomes so important lhat, whenever 
possible, the Warsaw Pact player avoid mak
ing attacks which involve a significant risk of 
an exchange result. 

The Honors of War table results can be 
grouped into four categories: 
1. Results unfavorable to the Warsaw Pact 

player. These consist of a combat moralc 
shift in favor of NATO or a cease fire for 
the current game turn. A cease fire is 
regarded as an adverse result since it 
deprives the Warsaw Pact of one game 
turn in which to amass additional sur
render points. 

2. Null result - one which has no effect on 
either player. 

3. Results favorable to the Warsaw Pact 
player. These consist of a combat morale 
shift in favor of the Warsaw Pact or the 
surrender of West Berlin. 

4. West Berlin surrenders . This result is a 
subcase of (3) and is broken out separate-

ly since it is pivotal to satisfying the War
saw Pact victory conditions. 

The breakdown of the probability of 
each of the preceding four results is 
presented in Table 2 as a function of the sur
render point differential. 

Just what does Table 2 illustrate? The 
first observation is that under the best of con
ditions (using the 41 + column) only a 50 per
cent chance exists of a West Berlin surrender 
occurring on a given game-turn. Conse
quently, surrender is not at all autOmatic just 
because the Warsaw Pact has amassed a large 
number of surrender points. Because time is 
of the essence (remember that that the vic
tory point multiple is decreasing as the game
turns pass), the Warsaw Pact player must 
accumulate a large total of surrender points 
as early as possible in order to allow for the 
likelihood of needing several attempts to get 
a surrender result on the Honors of War 
Table . 

A second point to keep in mind is that, 
in general, regardless of the number of sur
render points, a roughly even probability ex
ists of either being hurt or obtaining a null 
result rather than being helped by invoking 
the Honors of War Table. (J should point out 
here that t.he Honors of War Table is used on 
a given game !.Urn at the discretion of the 
Warsaw Pact player only.) Based on this 
result, in the early game-turns when the sur-

render point differential is low, the last thing 
the Warsaw Pact player needs is any addi
tional adverse combat column shifts - life is 
tough enough. Consequently, unless you are 
a gambler by nature, stay away from the 
Honors of War Table until a large surrender 
point differential has been achieved. My own 
personal preference is to hold out until at 
least a 31 to 35 point differential exists, 
preferably more. It makes little sense to me 
to risk exposure to additional losses UI1-

necessari Iy. 
When one looks at the Honors of \Var 

Table, it is always possible to debate the 
specific probabilities of tbe various results 
and their adequacy in "realistically" 
representing the real world . However , the 
Honors of War Table works admirably well 
in game terms by introducing the influence of 
some of the intangibles surrounding any con
nict. In addition, the Honors of War Table 
adds an interesting element of uncertainty in
to both players' planning. This one single 
feature cnsures that Berlin '85 will not 
become a "set-piece" simulation after 
several playings. 

Combat Results Tables 
Let us now turn our attention to the 

Combat Result Table (CRT) and some of the 
factors which must be taken into account 
during the heat of the battle. The results on 
the CRT are a function of the combat 
strength differential (the difference between 

[7.61] COMBAT RESULTS TABLE 

Combat Differential 
(Attacking Strength minus De/ending Strength) 

DIE -7 
Al 

Al 

A2 
A3 

Ae 

Ae 

-6,5 -4,3 
AI < Br , 

- 2 - 1 0 + 1 + 2,3 + 4,5 + 6,8 + 9,11 + 12 

I 

2 

3 

4 

5 
6 

Ax Ex ' Ex . 'D 'I D'2 " D3' '« :D"4' " D" '. , ... :, D . .. " , ', e,:,'·, e . 

Al Al 

Al Ai 
A2 

A3 
Ae 

Al 

A2 

A3 

8r 

Al 
AI 

Al 

A2 

Ax 

Br 

Al 

Al 

AI 

01(2,3,4): Defender retreats the number of 
hexes indicated. A1(2,3,4): Attacker retreats 
the number of hexes indicated. Br: Both 
Defender and Attacker retreat one hex, 
Defender first. Ae: Attacker eliminated. De: 
Defender eliminated . Ex: Exchange; all de
fending Strength Points eliminated and an 
equal or greater number of attacking Strength 
Points eliminated. Ax: All defending units 

Ex 

Ax 

Br 

AI 
AI 

Ex 01 02 D3 D4 Oe 

Ex. Ex 0102: 03 :· o,( 
Ax 

Br 

Al 

Ex 

Ax 

Br 

Ex 
Ex 
Ax 

01 02 03 

Ex DI ' D2 

Ex Ex 01 

retreat one hex and a number of attacking 
Strength Points, equal to or greater than the 
Defense Strength of the defending units, are 
eliminated . Note: See 7.6 for detailed explana
[ion of combat results. Combat at a differen
tialless than - 7 is resolved on the - 7 column; 
combat at a differential greater than + 12 is 
resolved on the + 12 column. 

TABLE 3. Probability of Attacker Losing a Unit 
by Suffering and Exchange Result 

CRT Result 

Probability of 
Ex/ Ax Result 

-4 
or 
- 3 
0.0 

Attack Differential 

o +6 +9 
thru thru thru 

-2 -1 +5 +8 +11 
16.7 33.3 50:0 33.3 16) 

+12 
0.0 



[10.6] COLLATERAL DAMAGE 
TABLE 

A rr iJItry & (..irmma Sl~pporr f/.(frral!t.' ffffd 
FPF .' "r rm*rh P/JJnr.j 

Park/Rough 7 8 9 10 11 12 

Fares / /Subll.rban 6 7 8 9 10 11 

Induli/rial/Urban 5 6 7, 8 9 10 

I>IF 

d 

2 d d 

J d' d d 

4 d d d d 

5 d d d d d 

6 d d d d d d 

- ~ No effec t, d ~ Damage, 

the attacker 's and the defender' s strengths) 
and, of course, the die roll. In addi tion , the 
effects of terrain occupied by the defender, 
possible collateral damage, the supply status 
of both the attacker and the defender, the 
re lative morale (from the Honors of War 
Table), and the optional use of poison gas are 
integrated into the CRT as cumulative col
umn shifts. The effects of these column shifts 
are pivotal to planning optimal altal:ks, 
defending effectively, and minim iling one 's 
losses. 

The CRT is a bloody one. The dist ribu'
tion of exchanges is part icularly troublesome 
and mandates attacking at the highest com
bat differential in combination with as many 
favorable column shifts as can be mustered. 
For example, Table 3 shows that even when 
attacking a t 4- 6 to + 8, a 33 percent chance 
exists of the attacker suffering a loss via an 
exchange result. The Warsaw Pact player can 
be seriously damaged when attacking West 
Berlin police units; particularly when the 
police are in good defensive terra in . In this 
case , the elimination of one or two NATO 
strength points (worth one surrender poi nt ) 
could cost the Warsaw Pact a unit o f con
siderably greater strength (and worth two 
su rrencler points). Clearly, this is no way to 
win a war! The Warsaw Pact problems are 
compounded by the fact that low strength 
units, useful in exchange situations, are ex
tremely hard to come by. This necessitatcs 
making fewer attacks on a given turn in order 
10 generate the highest possible re lative 
strengths and thereby minimize the high risk 
of exchanges which exists below + 9 combat 
differentials. The units to be attacked must 
also be chosen with care to gain , if possible, a 
favorable combination of column shifts. 
None of this is easy, and careful pre-planning 
is essential. 

At first glance this dispar ity in losses 
may seem unreasonable. Upon reflection , 
however, the real world costs to an attacker 
assault ing a stubborn, prepared defender is 
well simulated. fo r instance, it is believed 
that the Soviets estimate that a 10 to I ra tio 
of strength in city fight ing is approximately 

-: .. 
·TA'BLE-4. Probability of Collateral Damage 

Terrain Type Barrage! Air Points 

Industrial, Urban 5 6 7 8 9 10 

Forest, Suburban 6 7 8 9 IO. 11 

P ark, Rough 7 8 9 10 11 12 

Probability o f Ruin 16.7 --33.3 50.,0 66.7 83.3 100.0 

equivalent to a 3 to 1 ratio in other, more open 
types o f terrain. T his result does, in fact, oc
cur in Berlin '85 because o f the successful in 
tegrat ion of the CRT wi th the terrai n , sup
ply, and morale effects. The Warsaw Pact 
player must exercise discretion in selecting 
his altacks and must anticipate NATO ef
fec ts on his combat advantage. Clearly, the 
losses are going to be heavy if indiscriminate 
a ttacks are made on a regu lar basis . 

Terrain benefits for the defender range 
from lero to four column shifts fo r t he ter
rain within the hex; an additional shift of up 
to two columns can be obtained if an assault 
crosses various types of hexsidcs . The op
timal defensive terrain on the map is the ur
ban area which, in addi tion to a four colu mn 
shift , is not influem:ed by enemy zones o f 
control. This prevents the easy elimination of 
surrounded defenders who are for'ced to 
retreat. In addition, it is not possible to cut 
off the defender's supply at the instant of 
combat, except by completely surrounding 
the hex with attacking units - a most ineffi
cient use of one's forc es. The benefits of 
defending in urban hexes give the feeling of 
having to "dig ou t" pockets of stubborn 
resistance in a most rea listic manner. Each o f 
the other terrain types conveys its unique 
characterist ics in a similar fashion. 

Unit supply status at the time of combat 
is often crucial to the outcome. When ou t of 
supply, the affec ted unit(s) suffer an adverse 
two column shift on the CRT. Obviously, 
putting a defender out o f supply can go a 
long way toward offsetting a strong defen
sive position or high combat strength. The 
value o f urban hexes, which negate this tactic 

[17 .3] REINFORCEMENT 
TABLE 

[)If: Resu It 

2-5 No reinforcements 

6-10 No effect 

J 1 Air Support 

12 Air Support and Jager brigade 

See 17. J for explanation of Reinforcement 
Ta ble resu lts. 

. 

in most instances, cannot be overstated fo r 
aiding beleaguered NATO uni ts in the later 
game-turns when mere survival may be in 
doubt. 

Morale is reflected by a one column shift 
on the CRT which may result from using the 
Honors of War Table (at the discretion of the 
Warsaw Pact p layer). 

The optional use of poison gas by the 
Warsaw Pact seri ously tilts the game in its 
favor and is not recommended . In a ny event , 
the use of gas - moral and practical issues 
aside - should not be taken lightly, since vic
timized opponents generally have long 
memories! 

Among the new features is the concept 
of collateral damage, which simulates the ef
fects of heavy bombardment on various 
types o f terrain. Basically, as the number of 
barrage and air support points used against. a 
specific target hex increases , so does the 
likelihood of collateral damage (i.e . , ruin) . 
The resul ting movement penalties and defen
sive combat bonuses reta rd the Warsaw Pact 
ad vance, since only he has sufficient bom
bardment resources to inflict collateral 
damage. Table 4 presents the probability of 
innicti ng collateral damage on various types 
of terrain. The figure can be used as a guide 
when deciding whether to commit to a heavy 
bombardment of aspeci fic hex . Since col
lateral damage is a two-edged sword, the 
temptation to "load up" against targe ts in
disoiminately (which prevails in some 
similar games) should be tempered a bit. 

Table 5 summarizes the possibilities of 
NATO reinforcements . A glance a t the table 
confirms the fu tility of NATO merely trying 

TABLE 5. Probability 
of NATO 
Reinforcements 

Probabil ity of Given Outcome 

27.8 Reinforcements lost for 
remainder of game. 

63.9 No effect (future 
reinforcements a re possible). 

5.6 NATO Air Support only. 

2.8~ Jagerbrigade dispatched plus 
NATO Air Support. 

*There is a 0.9 probability of the 
Jagerbrigade's safe arrival, a 1.4 pro babilily of 
losing 14 Surrender Points, and a 0.5 pro
bability of aborting. 
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TABLE 6. Paratroop "TABLE 7,'Paratroop'L8nding Pro6abiliti~s 
Landing Probabilities , in Enemy Zone of Control 

'.",. 

Terrain Type 

AirJield" 

Park, Bog 

Sut;.Urbari, ' 
Industrial 

Destroyed 

5.0 

11.6 

20:9 

Scattered 
13.9 

19.4 

25.0 

Total 

19:0 

31 .0 

46~0 

Terrain Type 

Airfield 

Park, Bog 

Suburban, 
Industrial 

Rough 

'. F~n';'st, ' 
'< Urban " 

Unit destroyed 

·Jlnit.scattered " 

32.9 

46.8 

Safe Langing 

,See.18:6 f()~ modifie~s to SUfviv'al 
, T?bk4ie t(llls. " 

to hold out until the West German ]aeger
brigade arrives. Although it appears that a 
whopping 3 percent chance exists of the rein
forcements arriving, a second die roll is also 
required. This die roll has a 50 percent 
chance of the brigade being intercepted and 
destroyed in the air (14 surrender points to 
the Warsaw Pact). a 17 percent chance of 
aborting (lost for the game) and only a 33 
percent chance of actually arriving safely. 
These probabilities, combined with the 3 per
cent chance on the reinforcement table, 
result in only one chance in 100 of any rein
forcements ever becoming available to the 
hard-pressed NATO forces in Berlin. 
Likewise. the NATO force s cannot even 
realistically hope for air support more than 
once or twice per game. NATO moral: mini
mize your losses, use the most favorable 
defensive te rrain, keep in supply and avoid 
cost.!y counterattacks, all of which are easier 
said than done. 

Since you musllose units, try to sacrifice 
the West Berlin polices units in hard-fought 
delaying tactics in order to minimize the sur
render points which the Warsaw Pact will in
exorably amass as the struggle continues , It is 
important to realize that NATO's best hope 
is to keep the Warsaw Pact from quickly pil
ing up a high total of surrender points, Keep 
in mind that as long as you have viable units 
on the map, and Berlin has not surrendered, 
the Warsaw Pact player is at the mercy of the 
Honors of War Table - and your willingness 
to provide him with surrender points, 
Sacrificing police units (at one surrender 
point per unit), while delaying the advance, is 
the most effective means of keeping him on 
the low side of the Honors of War Table. 
Hold out as long as possible - after all, 
maybe the U.N. will intervene with a strong 
condemnation. That would fix 'em, eh? 

30.6 

30.6 

63.5 
77';4 

Rough 

Forest, 
Urban 

One final , rather obvious, point regard
ing use of the Reinforcement Table . Refrain 
from using the table on night turns, since any 
air support which you might get cannot 
operate at night! Effectively, you are expos
ing yourself to the 28 percent chance of los
ing the West German reinforcements forever 
with only a one percent chance of getting any 
useful assistance al all, and no air support -
a bad risk in anyone's book. 

Paratroops 
The last area I would like to touch upon 

is the use of the Warsaw Pad paratroops. 
Before committing these units, a careful 
balancing between usage and cost must be 
reached, a situation which is ever present in 
Berlin '85. Withholding the paratroops from 
the map is worth 5 victory points per unit. 
Committing the paratroops is fraught with 
risks which begin with the decision of 
whether to airland them at a friendly airfield 
or to paradrop them behind NATO lines. 
Airlandings involve no losses , However, 
much of the usefulness of the paratroops is 
lost since they are undoubtedly entering the 
fray on the friendly side of the front lines. 
Paradrops, on the other hand, involve possi
ble losses just getting on the map. 

If the decision is made to paradrop the 
units , careful consideration must be given to 
the terrain into which they are to drop. The 
Survival Table is referred to for each u ni t and, 
like the forward pass, three things can hap
pen, two of which are bad. A unit may: (1) 
land safely, (2) scatter into an adj acent hex; 
or (3) be destroyed, Landing in an enemy 
zone of control further increases the 
possibility of sustaining losses. 

Table 6 summarizes the probabilities of 
paratroops being destroyed or scattered dur
ing the drop into various types of terrain . 
The additional effects of landing in an enemy 
zone of control are shown in Table 7. (For 
those purists out there, Table 7 also includes 
the possibility of a unit scattering on top of 
an enemy unit, thereby being destroyed, I 
assumed that only one such hex existed 
within a scalter zone.) It is clear from these 
tables that drops into built-up or rough hexes 
should be avoided unless a desperation at
lack is absolu te ly your last hope. 

In general, it has been my experience 
that the withholding of the paratroops" for 
victory point purposes is the most productive 
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use for them since the Warsaw Pact units 
already committed to the map can usually 
keep NATO backing up without additional 
assistance. In addition. most of the potential 
drop areas threaten significant casualties 
before the paratroops ever engage the 
enemy. (Besides, by y,.·ithholding these units 
you are able to prolong your opponent's 
mental torment - a most satisfying pros
pect, indeed .) 

As can be seen, Berlin '85 is fraught with 
challenges and suspense for bot h sides. Prop
erly played, the outcome is in doubt until the 
final turns. Hopefully, the above sam
pling will whet your appetite to explore the 
situation more fully and reach your own con
clusions concerning how best to conduct the 
battle for Berlin .•• 

Are You Changing 
Your Address? 

If you arc, you must let us know in advance in 
order to avoid miSSing any of your issues of 
S&Tand/or MOVES. 

I, Your name - as it appears on the mailing 
label of your S&Tand / or MOVES . 

2. Your Customer Code and Expiration Codes 
(this is the very top line of information on your 
mailing label). 

3. Your old address (clearly indicale it is 
"old" address). 

4, Your new address (dearly indicate it is 
"new" address). 

5. The effecti,vedate of your new address, 

When you send us a change of address, don't 
enclose any other correspondence that does not 
pertain to lhal change - it JUSt slows up the 
processing of 'the c'hange and creates a 
possibility of missed information. A postcard 
is best. Wri le ro: 

Simulations Publications, Inc. 
Customer Service, COA Dept. 
257 Park Avenull South 
New York, New York 10010 


