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Initially conceptualized by James F. Dunnigan and developed by Richard Berg,

the basic PGG system was applied to the WWII Eastern Front, Western Front, and

| ate 19700s modern combat. | ts core rul
2"d mech movement phase, overrun, and of course untried units. Subsequent,

lesser designers have attacked the system over the years, but the system proved
popular, adaptable and resilient. Its influence can be seen in wargames today.
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Q Panzergruppe Guderian
QO (PGG) Game Proposal

S&T 53 PGG was initially proposed as a folio game!

Stiafedy INDEPENDENT FOLIO GAMES

The following games would be similar to the Folio
games included in the QuadriGames or in S&T. They
would either use an existing system as found in a
QuadriGame or one of the more specialized systems
found in the games in S&T. They would all be five
dollar games (with unmounted maps); or $8 boxed
games (with 17" x 22 mounted maps).

66. Smolensk, 1941: Guiderian leads outnumbered

German armored forces against massive, but
“saiar A EX disorganized Russian forces in one of the decisive
Nov - Dec 75 battles of the German invasion in 1941,
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Q PGG Game Announcement

<:> PGG was announced the following S&T

S&T 54
In S&7 57 we will publish PanzerGruppe
WESTWALL Guderein.: The Battle of Smolensk. This game
FOur Batties to Lermam will have a 22" x 34" map, two hundred
counters and other new features. The game
will cover the 1941 battle in which the Russians
were able, for the first time, to fight the
Germans to a standstill. The Germans could,
however, have pushed on towards Moscow
were they not ordered south for the
encirclement of Kiev. The scale will be about
seven kilometers per hex on the regiment/
division level, with many new design elements.
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Panzergroup Guederian: Battle of Smolensk

We are using a scale of 1:562,000, which is
about nine kilometers per hex. Each turn repre-
sents two days. The action begins in early July
as Panzergroup 2 advances on Vitebesk. The
nearly 50 Soviet divisions mobilizing between
the Dnieper and Moscow have the option of
attempting to throw up a wall or take th_e1r
chances when Panzergroup 3 comes charging
in further to the south. Some of the more
interesting rules in the game further compli-
cate the Soviet Player’s decision-making. The
German infantry divisions, while strong, and
with a lot of staying power (they go through
four steps before being destroyed) are quite
slow. The double-impulse panzer and panzer-
grenadier divisions are, however, another
story. They may advance as much as twenty
hexes a Turn (plus road bonus), and, in
addition, are in regimental-size units. The
addition of an overrun rule (plus a somewhat
bloodless CRT), encourages encirclement and
subsequent “‘mopping up’’ and also forces the
Germans to get moving and keep moving. The
Soviets are caught in the classic bind of
whether or not to sacrifice space for time, and,
more importantly, how much. The Germans
can blow their advantages through inept
attacks and poor tactics. The Soviets also have
a leadership problem. They have army-level
leaders who vary considerably in their ability to
control subordinate units. And, on top of all
that, all Soviet units are upside-down, with
only their Movement Allowance showing
(revealing whether they are rifle or motorized):
the true strength of the units (which can vary
from O to 8) does not appear until the unit
attacks or is attacked.

—JFD
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Panzergruppe Guderian

PGG (the Battle of Smolensk, S&T 57) has
undergone some considerable changes in its
development stage. The scale was increased
to one hex = 10.S miles; this was done when
the map was reoriented on a more north/
south basis and we had to include certain
terrain to the east. The map itself was
completely overhauled. The original test
version had been based on previous games
that we had done that covered the same
approximate area. Knowing the Russian
proclivity for playing quick and loose with
their maps, we did extensive research into the
area in terms of forestation and location of
cities. Despite the fact that contrary sources
were rife, we finally emerged with a good,
solid map of the Smolensk area; one that will
look especially nice with the three-color
treatment that is being afforded it for the
iSsue.



()

Work In Progress

S&T 56

)

O
O

Panzergruppe Guderian

“Smolensk’ has undergone considerable
changes since the last report. The scale has
been increased to approximately 10.5 km. to
the hex. This was done to accomodate a
virtually complete change in the game map,
and a corresponding reorientation of the N/S
axis. The terrain on the map has been trans-
formed rather extensively as new, and more
precise sources were obtained. The change in
the play of the game was, of course, great and
much of the subsequent testing has been to
balance the scenario. The Russians still have
the same problems of how to stop the
Germans, and where. However, the Russians
are now further hindered by an inherent first-
Turn disorganization, which reflects the rather
headlong backpedalling the Russian Army was
doing at the time. The CRT has been
overhauled to allow the Russians the choice of
using a standing defense with the concurrent
heavy losses, or a withdrawal defense, with the
gradual loss of territory. Russian leaders
have been given a more extensive participa-
tion; they can even be evacuated by plane (as
they sometimes were historically)! The
German Player now has the use of Air Inter-
diction, along with a more cohesive front than
the original design maintained. However, rules
which give the Russians an incentive to
counter-attack keep the Germans from
running a complacent offensive. The "‘untried
unit” idea has proven immensely successful
with the Russian forces, and with the play
balance almost completely ironed out, the
game is finally rounding into shape. This will be
a full-map (22" x 32"") game — with three-color
printing—and the 200 counters will be back-
printed. — Richard Berg
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Done third
S&T 65

Done second
Published late

Never m==)

published

Done first

The success of Panzergruppe Guderian prompts us
10 ask ratings on the following subjects to be done in
a similar system. These will be $9 games with a large
(23"x35") map and 400 counters. The expanded
counter limit will allow us to introduce more steps in
each unit and permit extra refinements on airpower,
engineering (bridges, minefields, fortifications, etc.),
plus specialist units, etc. The essence of each game
will still lie in the “untried’’ unit concept and the unit
integrity bias. As many of you have by now
discavered, the untried unit system creates excellent
solitaire games.

26. Cobra: The Kiss of Death: Starting with the
Allied breakthrough at St. Lo this game will
trace the exploitation by Patton, the German
counter-attack at Mortain, and the eventual
encirclement battle at the Falaise Gap, covering
the entire action from July 2b through August 24,
1944,

27. The Road to Ruin: Veronezh to Stalingrad: The
Axis summer offensive of 1942, Operations of the
6th Army and 4th Panzer Army will be traced,
culminating in the investment of Stalingrad.
Unigue Hitler rules will confront the Axis Player
with shifting objectives. Both the Axis and Soviet
forces will have "untried” units, depending on
their situation.

28. Race to the Sea: The German Drive on Dunkirk,
May 1940: In many respects the France ‘40
situation lends itself to the ’‘untried’” unit
concept.

29. Fulda Gap. The First Battle of the Next War:
When the balloon goes up the first week of
conflict will reveal the true strengths and weak-
nesses of the NATO./Warsaw Pact forces. This
game will be on battalion unit scale. Can the
"active’” defense thwart the Soviet multi-echelon
attack? This game will feature an Electronic
Warfare subgame which will feed Players intelli-
gence of their opponent’s forces and will create
command control problems for complex maneu-
vers.
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Fulda Gap: The First Battle of the Next War

Or, Panzergruppe Guderian forty year's later.
Untried units for everyone, as well as step
reduction for everyone. This is done by using
two counters for each regiment/brigade. One
side is for untried status, the other. three for
step down. Untried status is resolved using a
two dice table (11 possible outcomes). There
are fourteen different levels of ‘“‘untried
potential”’ a unit may be at. Scenarios will give
levels for each nationality, although you may
choose your own. Untried outcomes are
Doubled (unit’s strength is doubled) until it
loses its first step. Then its just normal (as
shown) strength. Other outcomes are “‘nor-
mal”’ or start losing one, two or three (a “0”
unit) steps. A nice touch. There are artillery
units which are effective within their ‘“‘area of
deployment” (some four hexes from where the
artillery unit actually is). These artillery units
represent non-divisional artillery. There is
supply, airpower (including gunships), air-
borne troops, pre-positioned equipment (for
the Americans), nuclear weapons, traffic jams
on the autobahn, Russian Doctrine (full speed
ahead, straight ahead!), and much more. A
nice game with lots of scenarios.

—Tom Walczyk
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Fulda Gap

Good lord, so many optional rules! It started out
simply enough. Take Panzergruppe Guderian,
move it to West Germany in the late 1970's, and
add some appropriate new rules. Like dis-
engagement (to allow for retreat from an enemy
Z0OC), more elaborate untried units (with
variable levels of "untriedness”) plus step
reduction. Well, throw in replacements and,
while we're at it, more elaborate air rules (plus
rules to cover air defense units). And attack
helicopters (plus transport helicopters and
airborne units). Why stop now, there's also gas
warfare and Russian Doctrine (attack straight
ahead with all you've got). This produces a
special rule for Russian ' Accelerated Assault.”
Plus nuclear weapons and electronic warfare.
Separate non-divisional artillery units. Supply
units, of course (two different kinds, different
ones for each nationality). And a new type of
rule to take into account what's happening with
the north and south flanks. Six basic scenarios,
plus as many others as you can concoct from
variations in all the aforementioned optional
rules. All for only nine dollars (a three color
23x34 inch map, four hundred back printed
counters, plus rules etc. not bad). There will be
four scenarios. These can be varied either by
adding optional rules or variable rules (like
untried unit levels). What makes each of the
scenarios different is their Order of Battle and
deployment instructions (plus reinforcement
schedules). A recommended list of optional
rules to be used with each scenario is given, as
well as untried unit levels, etc.

Trip Wire - this is the scenario we are currently
testing. It assumes that the Soviets come right
across the border without much further ado.
The Main Effort - basically the same as the
above except that the Russians get maximum
initial forces and reinforcements. Victory
conditions would also call for more decisive
victory. NATO would also get more reinforce-
ments and airpower. Three Day Warning - the
Russians somehow telegraph their punch and
give NATO three turns to get their act together.
Russians come across in greater strength, but
NATO has a chance to redeploy and get some
of their reinforcements onto the map. NATO
Disintegration - Trip Wire with only US and
German forces. A few more German and US
units. Perhaps no Russian allies.

—ulFD
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Fulda Gap

Designed to illustrate the realities of the
present NATO/Warsaw Pact confrontation
in Central Germany, the Fulda project is
starting to really shape up. The game scale is
6.25 kilometers/hex, with each Turn rep-
resenting one day. Units are basically
regiments and brigades, with step-down
strengths and an Untried unit system which
prevents either Player from knowing the true
strengths of units before they are engaged in
combat. Our research indicates that the
Warsaw Pact army is very powerful, but also
quite ‘‘brittle”. Any serious attempt to
achieve the rate of advance that the Soviets
talk about (to the Rhine in five days or less)
would commit their army to an “all or
nothing”’ style of warfare which will quickly
exhaust their troops (and hopefully, from
their point of view, NATO’s units as well).

Feb - Mar 77

S
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Right now, one of the keys to the game is a new
way of expressing combat results. The
original system—which was a derivation from
the real one used in Panzergruppe Guderian
—simply didn’t work, as there was little the
NATO Player could do other than follow the
Soviet initiatives and try to get in the way.
Now, however, combat results are given in
terms of the number of “Movement Points”
which must be spent while retreating. Thus,
for example, a result of “D4’’ would mean a
retreat of four hexes for a unit across an open
plain, two hexes in forest cover, one hex in
rough, and no effect at all on a unit in an
urban center. Since the defender controls
(within certain limits) the path of retreat and
can convert retreat results into step losses,
there is a wide range of possible outcomes for
each combat situation. Terrain influences
combat only in determining the cost to retreat
from a certain type of hex; this provides a
subtle and cumulative effect which fits in very
nicely. The ‘“‘gap” around Fulda becomes
truly significant, as the rough terrain on either
side of it forms a definite obstacle.

Overall, the game will show the impact of a
great number of things on modern warfare.
The supply and movement systems stress the
importance of roads and autobahns (as well as
the probable effects of civilians fleeing the
Soviet advance). Extensive rules are also
provided for chemical and nuclear warfare,
divisional unit integrity, accelerated assault,
disengagement from contact, Covering Force
Units, rearguards, artillery, and the break-
down of NATO units. Also included is an
innovative air system, which rates aircraft
types for their ability to penetrate the air
defense characteristics of enemy units.
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The First Battle of the Next War

e The critical battle of the next European war

o Untried units and airpower

o Nuclear and chemical warfare

Of all the scenarios for a coming world war, none has received more
attention than the possibility of a future NATO-Warsaw Pact
confrontation. For the past 25 years the armies of East and West
have faced one another across a divided Germany, each knowing
that it is in this region that the course of any war will be decided
Fulda Gap is'a regimental/brigade level simulation desighed to
portray the realities of modern warfare in Europe. The basic
mechanics are similar to SPI's. well received PanzerGruppe
Guderian. However, many modifications have been made to
reflect advances in-technology and dogtrine. The 22" x 34" map
depicts the rugged terrain of central Germany, from the East
German border westwards to beyond the Rhine, and from Cologne
in the north to Wurzburg in- the south. Each hex represents 6.25
kilometers of actual distance, and each Game=Turn equals 24 hours
of elapsed time. 400 backprinted- counters are provided,
representing the wnits of the U.S., West Germany, France,
Belgium, Britain, the Soviet Union, East Germany-and Poland, as
they are currently deployed

The key to the game lies in the combination of a unique combat
system with-a new Untried Unit procedure, applicable to both
sides. Basically, each ground combat unit consists of three ’steps’’

and an Untried status (reflected by providing two separate
counters foreach unit). As a unit enters combat its actual strength
{whichrmay be'greater or less than its normal face-value) must be
determined. Combat results are expressed in terms of a number of
“Retreat Points” which must be expended either by retreating
and/or taking step losses. Since the Owning Player controls the
path .and method of retreat, there is a wide range of possible
outcomes from each combat situation

Above and beyond this the game shows the likely impact of a great
number of factors on modern warfare. The supply and movement
systems stress the importance of roads and autobahns (and even
the probable effects of civilians attempting to flee the Soviet
advance). Rules are provided to reflect divisional integrity on both
offense-and defense, as well as artillery, -helicopters, airmobile
units, replacements, Soviet doctrine and accelerated assault, field
fortifications and disengagement through the use of Covering
Force Units. Players wishing to increase the complexity of the
game may use an innovative air system (which determinés
strategic air superiority and ratés tactical aircraft for their ability to
penetrate-enemy defenses). Extensive rules are also included for
chemical and nuclear warfare.

Fulda Gap will sell for $9. Available 29 April 1977.

— s

If war ever again comes to Europe, the major Soviet thrust
must be aimed at the powerful US forces guarding southem
Germany. In order to breach the NATO defenses and break
through into the heart of Europe, the armored columns
of the Warsaw Pact must force their way through the

April 1977
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Drive on Stalingrad
(Formerly known as Road to Ruin)

There’s bad news and good news to report on
the Southern Front. First the bad news: this
game is going to be four to six weeks late
relative to its originally announced avail-
ability date (August 1977). Now the good
news: it’s going to be worth the wait. The
game has been expanded in scope to cover
the campaign in the Southern USSR in the
latter half of 1942 in its entirety, and will now
include two maps and sell for twelve dollars.
This expansion has been made for two
reasons. First, the size of the area encom-
passed by the German summer offensive is
such that at the scale required by the Panzer-
gruppe Guderian system, one map could
simply not cover the required geography.
Even at 16 kilometers to the hex (PGG was
10.5) it is only barely possible to fit Kharkov,
Voronezh, Rostov, and Stalingrad on one
map — and at that, the Sea of Azov is the
southern boundary, leaving off the entire
Caucasus. One map ‘tilted’’ to run from the
northwest to the southeast can take in some
of the area south of the Don — but the
crucial rail line running south along the Cas-
pian from Astrakhan can only be included at
the exclusion of Vornezh and the entire area
of the initial German assault. And the map
still fails to go far enough south to include
the limits of the German historical advance.
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Work In Progress - DoS

If the initial area of the offensive were in-
cluded on the map, then the bulk of the Ger-
man forces simply run off the map in a mat-
ter of a month, reducing the game to a ques-
tion of how effective a Russian holding ac-
tion in the north will be in tying up German
divisions, thus allowing their southern
retreat to escape unscathed off the board — a
valid and theoretically crucial problem, but
practically speaking, pretty boring. The se-
cond reason for expanding the scope of the
game is that despite the fact that the cam-
paign in the South was the single most deci-
sive one in the course of the Second World
War, no game specifically depicting it in its
entirety exists.

At the moment, the maps and the OB are
complete. The map(s) run from Kursk and
Kharkov on the east to the Caspian Sea in the
west; from Tambov and Yelets in the north,
to Maikop, Mosadok, and Ordzhonikidze in
the south. A highly detailed German map
dating from shortly after the war was utilized
to place vegetation and rivers. The map dis-
tinguished between ‘‘true’’ forest and lighter
watershed maintenance forest areas, the lat-
ter being less of a significant military factor.
Railroads and urban areas were placed using
a concensus between a period (1939) Na-
tional Geographic map and the Times Atlas.
The German OB was a snap, of course; we
had the necessary information on file in our
office here. The Russian OB was much more

<:>difficult.

However, Ed McCarthy of Massachusetts,
whose expertise on the OB of the Russo-
German War is evidenced in his contribu-
tions to the War in the East book was able to
provide several Russian sources, that in com-
bination with the German Truppen-Ueber-
sicht und Kriegsgliederungen Rote Armee
(Stand August 1944) which lists each Russian
division the Germans came into-contact with,
yielded an OB in divisions and tank corps, as
well as an accurate roster of commanders
down to the divisional level. Playtesting has
just begun, and so we’ve only started to cope
with the design problems inherent in
simulating the crucial influence of leadership
— both local and in Moscow and at Hitler’s
headquarters — on the outcome of the game,
as well as such effects as the Russian resolve
to retreat at the outset, the supply problems
of the Germans, and the exact place of the
“‘untried units’’ system in this game. More
on that next time. —Hessel



Work In Progress - DoS

S&T 63

: Drive to Stalingrad
trafet
g{r%;%g)s’ (nee “Road to Ruin”)

Testing is underway on this two-map, 500 counter

J
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() R p-(; NN 5 game concerning the Germans “‘summer of '42"
_/‘“ J'!M&TCOL‘) Much like

U.S. Invasion of

offensive in Southern Russia.
Panzergruppe. Guderian (nee Smolensk), DTS
has attracted an enthusiastic following on Friday
nights, and among the regular testers number
such celebrated East Front connoisseurs as Oktay |
Oztunali and Dave Robertson. This looks to be a
"big"" East Front game that is just within the con-
fines of competitive playability — it can be played
by two persons to a conclusion in eight to twelve
hours — and consequently, the juices are flowing.
- The game owes a lot to Smolensk. The basic
system is unchanged, although some of the details
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