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Let us be blunt. GAME DESIGN is a spin-off from Strategy & Tactics
magazine. For the past year or so we have seen 2 comsistant 50% of
S&T's readership register an active interest in designims g=mes. Rather

tnan let all of this interest and enthusiasm go unnoticed we finally
got around to doing what we had first thought of doimg. TH=t is, do
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a special magazine just on game design. The chief reason for doing it
this way, and not incorporating the game design material directly into
S&T,was primarily due to the rather esoteric nature of most material de-
voted to game design. Rather than put material in S&T that would (even-
tually, anyway) become rather obscure- to most of S&T's readers, we are
going to put iy all in GAME DESIGN. That way we can go anywhere we want
to, without having to worry about losing a lot of people who really
aren't interested in purely game design material.

' The DESIGNER'S NOTES column will be primarily an edita ial sort of thing. .

The main function here will be to give general material on the other
sections of the newsletter as well as certain specific material which
really doesn't fit in anywhere else. The latter includes current news

and views on game design, We will deal primarily with current and future
games, Other sections of the newsletter (DESIGN NOTES, TSG REVIEW and
AVALON HILL REVIEW) will deal primarily with existing games.

Within the next six months a number of interesting games will be publishe&.
From Avalon Hill there will be LUFTWAFFE (by Lou Zocchi) and ORIGINS OF /f
WORLD WAR IT (b¥ J F Dunnigan). From S&T there will be COMPANY COMMANDER ’
(by John Kramer), 1940: THE BATTLEMFOR FRANCE (by J F Dunnigan),

CENTURION (or Tac 13, by Al Nofi),*VICTORY AT SEA (by J F Dunnigan). From
TSG there will be the long delayed STRATEGY I (by Dunnigan, Simonsen,
Young, Patrick and a cast of dozens) and WAR IN THE EAST (or Stalingrad

II, by J F Dunnigan and whoever else gets involved). Nine games, not bad
for a six month period. Starting at the top we have AH's LUFTWAFFE, which
was originally published as 12 O CLOCK HIGH by TSG. AH originally got them=
selves into hot warter with a lot of people by asking two people (Dunnigan
and Zocchi) to design a World War II air game back in early 169, What they
failed to do was tell either designer what the other had been asked to do,
AH signed contracts with both designers to the effect that they would have
their game published. That bit of double dealing was one of the reasons |
why Dunnigan instigated the TSG line. He also told AH where they could go
and did no further work for them until they fully understood that one mor
stunt like that and he would have nothing more to do with Avalon Hill. 7
Dunnigan also solved the two contract problem by with drawing his air

game %published as FLYING FORTRESS by TSG) from the "competition" thus
assuring Zocchi's game's publication should AH decide to publish an air
game. S0 much for dirty wash. As to which of the games is better, we are
currently doing GAGE reviews of both in an attempt to find out. The ORIGINS
OF WORLD WAR II game was originally done as a school teaching aid, AH saw

a copy and liked it so much (it's actually quite an exciting game) that taey
finally got around to designing it. The original version was THE ORIGINS %F
WORLD WAR I, but AH wanted a World War II version and this was completed in
early '69. They wanted to publish it in the Fall of '70 but were persuaded
to do TSG's TACTICAL GAME 3 (as PANZERBLITZ) instead. One of the S&T gamgs



(to be published in issue 27 of S&T) will probably also be AH's Fall
'71 game., This is 1940: THE BATTLE FOR FRANCE. The subject has been
known for years as being "ungameable", This, of course, is rediculous.
In the "regular" version of the game (French set up first, any way they
wish) the Germans usually do win, but not with the smashing "decisive"
victory they obtained in the original campaign, One variant of the game
(there will be about six different "scenarios") forces the Allied player
to follow the "Plan D" which originally handed the Germans their famous
victory. Other scenarios give the Allied player some of the advantages
they passed up (and the Germans didn't). For example, there was the use
of a sound "Mobile Warfare" doctrine as well as reorganization of French
mobile forces and air forces. Air power is included in the game. Proto-
type versions of the game move quite well (2-3 hours per game). We'll
have more on 1940 in later issues. The CENTURION game (on the Roman
military system) is very similar to Tac 14 (S&T #22). In fact, the rules
for CENTURION can be considered revised rules for Tac lh. A similar game
on the Greek military system (about 300 BC) called Tac 18 may be pub-
lished by TSG this year. In fact, we hope to complete the Tac series
within the next few years, and then go onto even more Tac games and
revisions of existing ones. Currently being worked on are Tac 16 (1000
AD, the "Dark Ages") and Tac 1 |France, 194k, a "sister" game to
PANZERBLITZ with a new set of game rules and mechanics to be used with
both games). Another game that has been in the mill for quite a while
is VICTORY AT SEA, a strategy level game of the 1941-45 Pacific
Campaign. This one will probably be in S&T #28 and is not expected to
be at the prototype stage until early Spring. Most of you, of course,
probably know about STRATEGY I. An interesting thing happened there.
After about a year of work it was decided to change the entire concept
of the game. Originally, STRATEGY I was a spin off from the BLITZKRIEG
MODULE SYSTEM (S&T #l9¥ which was in turn a spin off from AH's own
BLITZKRIEG game (published in '65). As data was collected, developed
and worked into the game it became clear that unless a radically differ-
ent approach was taken, it would be impossible to get everything into
the game and still have a coherent game. The game is now nothing like
BLITZKRIEG (except that STRATEGY I is flexible enough tc be identical
to BLITZKRIEG if that's what you want). The game, actually a collection
of "modularized" rules, has 18 different scenarios which cover histori-
cal situations ranging all the way from the campaigns of Alexander the
Great to World War III (sic). If nothing else, the game LOOKS like its
been over a year in the works, Lastly, we have an old albatross of
ours, Stalingrad II, which has now become WAR IN THE EAST. S&T inheri-
ted the promise (and little else) to do this game from the previous
publisher, Attempts to contact the people who started the project were
futile. So we're practically starting from scratch. The only thing

WAR IN THE EAST will have in common with Stalingrad II will be a map-
board and the use of division size units. Actually, only the SIZE of
the mapboard is the same. We have researched the thing from scratch

and come up with a new map. Not new, really, but did you know that

much of central Russia (west of the Urals) was forest? Or that the
Germans rerely had more than 200 division size units in the east (in-
cluding their allies)? WAR IN THE EAST will probably be available in
June, STRATEGY I should be in buyer's hands by late February/early
March (the boards and counters have already been manufactured).



In future issues of DESIGNER'S NOTES we will cover many of the above
games in more detail, as well as sundry other subjects that bear upon
game design. We needciour help and cooperation, however. We can't afford
to send out a feedback questionnaire with each issue of GAME DESIGN so

we will be more dependant on correspondance we recei
Rather than become involved in lengthly exchanges Sitgeiﬁggeigﬁzlgeigers4

ol >
giM% g%§12§} relevant points raised in letters rcccived by replyiug 1lu

Anyone who has subscribed to GAME DESIGN is, gquite naturally, interested
in designing games. For this you need certain materials, Like blank hex
sheets. At present we use four different sizes; 16mm short grain (stan-
dard AH sheet), 16émm long grain (the rows of hexes run the long length
of the sheet), 19mm (first used in Tac 14, then PANZERBLITZ), and 25mm
(firs:t msed in BARBAROSSA, FLYING FORTRESS and then KRIEGSPIEL). Just to
sze if it's worth the effort, we are going to offer blank, l6emm short

~grain sheets at eight dollars a dozen (considerably less than Avalon
Hill charges). They will be sent, first class, in a mailing tube. If
these move well enough we'll offer the other sizes for sale also, ao
well as other "tools of the trade" we have developed.

0K, you design a game, What are you going to do with it? Most folks just
do it for their own amusement. They're the smart ones. Others send us
their games, suggesting that we publish them. Most people miss the point,
For some strange reason they feel that we can take some disorganized mess
and turn it into what you see in the magazine., A conveniently forgotten
point is "Who is going to do the dirty work?" Who indeed! Somebody here
has to do it, and the less finished thc gamc is thc morc work has to be
done. What it all boils down to is, unless a game is COMPLETE it is
actually easier to design one here rather than try to salvage someone
else's attempt at game de3ign. Therc rcally chould bc no problcm with
sending a game to us., All you have to do is insure that the game is
complete. You do this by taking a good look at one of the games in S&T.
They are usually (but not always) complete, Of course your artwork
doesn't have to be up to our standards. But it must be legible and

ready to play. It must also be playtested. This includes both stages
of playtesting. The first stage is for debuwgging the game mechanics.

The second stage is to inject as much realism and playability as possible
into the game. The first stage is drudgery, the second is more like

"fine tuning™ and is a hell of a lot more interesting. Should you scnd
us a game (assuming, by now, you even WANT to)-that looks like it's
finished but isn't your name will be mud and you'll have one strike-
against you should you submit another game., Dut there are rewards for
doing the job right, and here we don't talk of financial rewards. Learn-
ing how to design good games is like learning any other skill. Once
avgquired yuvu du have a feeling of accomplishment, as well as an ability
you can put to good use. The problem is, you got to do it right. What
with the above problems we have decided to take only "in house" designed
games (games designed by people with whom we can meet personally) in
order to avoid the confusion of a game submitted half done. This does
not mean we won't even consider games submitted, it's just that they must
meet the above criteria in order to be published. Work at it hard cnough
and you'll probably make it.



NEW GAMES IN THE WORKS: A number of new games are being worked on for
which there is as yet no firm publication date, Most‘qf these will
probably be put out as a part ot the 1SG line, The TSU games, inciden-
tally, are currently undergoing a_thorough revision, New mapboards are
being prepared which will bring the TSG up to the same standarf as the

T games. In addition, most of the TSG will have die-cut counters, The
exceptions will be the games with backed up counters (ITALY and FLYING
FORTRESS II). The rules will be set to type and a folder will replace the
present jumble oif papers. This conversion should be complétée by the &nd
of the year. The biggest bottleneck is in the writing of the new game
rules, mainly because 75% of the TSG were designed by one person. He
must supervise the revision of' all the games. This bottleneck looks like
it can alsoc be overcome, Whatever happens, you'll read it here first.

Getting back to new and projected games. Une game we've had lying fpout
for over a year is SARATOGA. The main thing holding up this revolugloq-
ary war game was STRATEGY I (plus TSG's 13-16, which were ahead of _
SAEATOGA also). When we finally got around to playtesting it we found
that it still had a number of flaws, the chief one being that the British,
using the proper strategy, couldn't lose. So back to the drawing board.

There are also two more games in our TACTICAL GAME series which we sim ly
won't be able to publish in the mafazine (which we reserve for the reall
new and unusual titles). The one closest to completion is ALEXANDER THE
GREAT (Tac 18) which, naturalli enough, covers warfare in and among the
Greeks from 300BC onward (until the Romans, or Tac 13). In addition we
have a companion game for Tac 14, Tac 16 THE DARK AGES, This number
includes "knighthood" at its peak as well as Vikings, Huns, Byzantines
and sundry other local nasties. As soon as we can get the graat green
pleasure machine moving a little faster we'll get these out.

We have ahother unique concept in the works. For want of any better name
we'll call it TWIN MINI GAMES. That is, two complete games for the price
of one. In other words, for six bucks, you get one 23 by 29 inch map
sheet with two separate maps on it. Plus separate rules and counters for
each of the two "mini-games", We have two twin packages in the works
already. The first will probably be PAPUB (Pacifie: 1943) /SICILY (Europe ¢
1943). That should prove interesting. But the second should be even more
so. That one will be St Mihiel (US in France: 1918) /NORTH AFRICA (1940-3).
The St Mihiel game will be somewhat like 1912, only smaller. The NORTH
AFRICA game is the final result of our digesting Al Nofi's North

Africa Campaign Analysis. Tt will be an unusual game, no doubt about

it. For example, it will even include the action in Crete. And more. All

in a "mini-game". We hope to get at least one of these twin games out
this year.

And than there's the BATTLE OF STALINGRAD. As if you haven't had enough
of the Russian Front. This looks to be quite a good game, however., It
only covers the encirclement of the German 6th army and the subsequent
attempts to relieve it (assuming the German player's dispositions do
not halt the tremendous Russian attack on 11 November 19£2). It will

| be division/regimental scale. Hopefully we can get it out this year.
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There's another interesting game that's been lying about here since the
Summer of '68, It's a tactical (plane to plane) game of World War I
air warfare called (at the moment) THE FLYING CIEBCUS. Included in the
game are the 21 major aircraft types used on the Western Front by both
gides. The game includes some unique rules and mechanics to take care
of the three dimensional aspect of air warfare. Unfortunately, the
game's designer developed more than one method of handling the altitude
problem and the current problem with the game is to decide which method
would be best. The votes aren't in yet. Undaunted, we have gone ahead
and developed an entire line of air games based on the basic mechanics
developed for FLYING CIRCUS. The other titles include SPITFIRE (cover=
ing plane to plane combat during the Battle of Britain), SEDAN $the
Battle for France), B-17 (the air war over Germany), STUKA (covering
the Russian front), MIG ALLEY (covering the Korean war), ZERO (cover-

ing the Pacific war) and MIRAGE (covering the Middle East actions). Some
da}'ooooo

Another popular title which we finally got around to covering is "1812"
(Napoleon's campaign in Russia). This also prompted some work on

some other Napoleonic battles such as AUSTERLITZ and FRIEDLAND. The
"1812" game is actually a strate%u aiproach while the other two are
tactical, based on our NAPOLEON AT WATERLOO game.

Another unusual subject we have on the drawi board is SEALION: THE

1940 GERMAN INVASION OF BRITAIN., A veritable at If?" if there ever

was one. This one includea airﬁ land and naval forces and is probably
e

a more realistic approach to the Battle of Britain than a purely d r
game .

Another revolutionary war game in the works (even a prototype already
dore ) is BUNKER (or Breed's, if you're a nit—gicker) HILL, a tactical
game. The biggest problem is re-ceeating the "Idiocy Factor" for the
British., A more balanced game in the same vein is 1066, which is on a
somewhat smaller and more detailed scale than Tac 14.



