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B U ‘ G E INSTRUCTIONS TO AUTHORS
FORMOVES MAGAZINE

A Sta tistica[ Rep ort Of Most of the articles in MOVES are written

by its readers. We'd like you to giveita try — if

-4 y our article is well wri d on a subject of
Game Characteristics g S G opll et g g i e of

see publication. The Subject of your article is
by Claude B,OOngOd up to you. From time to time the Editor will
Mr. Bloodgood has a professional Game Imbalance: 10.1% suggest potential article topics. Don’t be afraid
background in statistics and accounting and Formula is wins minus losses, divided by the 50 write on other publishers games — MOVES_
has created for us a reporting format and ~ humber of games played, Buige exhibits beiter is not a “house organ” that ignores the rest of

the gaming world.
Types of Articles. The kinds of articles
we're looking for fall into the following

validation system unique in all of wargaming. ~ than average play balance.
He and his fellow members of the prison

population at the Virginia State Penitentiary Game Balance Analysis general categories:

devote a good deal of their recreation time to The game imbalance statistic provided 1. Operational Analysis. Deals with the tactics
wargaming — and have brought to their  ggesnot weigh the relative player skills; thus, and strategy of play in a specific game.
gaming sessions a careful structure of 4 cjoser look is needed. Approximately 40 of 2. Game Profile/Review. Description of a
records keeping and thoughtful criticism. the 138 games played were between seriously game or games with particular attention 10 its

simulational system and playability, Any criti-
cism must be well-supported by logical argu-
ment and fact (not simply personal opinion).

mismatched plavers, and the better player

Statistics for this review were compiled . : :
i 4 won both sides of the sets easily. When thesc

at the Virginia State Penitentiary, which has

a good core of experienced players and a resulis_are eliminated frlom the statistics, the | 3. Documented Play. Description of and com- |
steady flow of newcomers to gaming. This game imbalance level increases to 14.2%. | ment on the move-by-move progress of an ac-
’ This means that the German side should win | tual two-player or multi-player game. Docu-

cross-section of players provides an excellent

j » - 57.1% of the games when opponents are mented play should be the result of several
$ -h meaningful statistics can be h ; . i, Ao e o .
Z?éigl?lzgéh&;der comrgolled playing condi- roughly equal. Playing the Allied side is a p]‘;)}.'mgs’f[];: "m.’"[l'c'c"am of which being the
. (i e - subject of the article.
tions with arbiters. It provides an interesting real challenge. 4. Field Report. Provides organized, valid in-
test for each game available. Rules disputes Subjective Analysis by Players formation on some aspect of conflict simula-

between experienced players will focus atten- PI tion of general interest.
. : ayer Balance: 6.78 : : : £ g )

/ ; : ’ : enarioplex. A tal section of
tion on hazy rules very rap1dl)‘, and pro!alems Avefage of 41 tesponsess B It perfeutly bl 3‘ SFe_ a ~f~fx 1n exp;nme[nvd t:: ul. Do
thal are not resol\fEd easﬂy W’l“ result in the 1is tO[a”y unbalanced SLEﬂdTIF)S (t cnno f:mgcr 1an two typewritien
“problem” game seeing little action. The PII kil a3 ' pages) in the style of the parent game rules.

s . ¥ aya ility: 7.¢ . thotes. S - . han 3

levels of complexity are quickly established, il 6. Footnotes. Short essays (no longer than 500

- oo ith oublished d Average of 41 responses; 9 is supremely words) on almost any subject relaled Lo gam-
t_requenr.ly differing with pubhshed or adver- plavable, 1 is unplayable. ing. No honorarium is paid lfor Footnotes.
tised levels. Average playing times are cal- Length of Game: 7.52 7. Miscellaneous. Articles that don't fit in the
culated based on ?—Cma] play, Wli'h these times Average of 40 responses; 9 is cxactly the right specific categorics, but which the author feels
used for scheduling purposes: in a peniten-  |poih | is much to short or long. appropriate for publication in MOVES.
tiary, these times must be accurate in order to . Manuscript Requirements. Typewritten,
obtain. approval for adequate playing time G?‘me Challenge. .61‘95. i double-spaced on white bond. Line length 55
§ opd a3 Average of 41 responses; 9 is cxtremely 1o 65 characters; no more than 235 lines per
and space from prison officials. challenging, 1 i no challenge. ., TVlin e 2 6':[0 b 1u;cr[;p1
Ly 2 -max length: nus
Statistical Analysis Rules Disputes: 8.02 pages. Pages should be numbered and ragged
Participating Pl .4 Average of 41 responses; 9 is none of with author’s last name. Cover sheet should
arﬁ:clpéfl""‘g ayer?.] osed o 0 consequence, | is constant disputes. give date written, full-name, address, phone
52.5% of active players selected the game [rom sumber, suggested e, 4nd hosomeum

an inventory of more than 70 available titles Commaeants on the Game System

; A . : preference.
during the six months ending 6/22/80. Bulge utilizes a game system that in- Honorariums, For all published submis-
Repeat Players: 38 cludes many of the best features of other sions (except letters and Footnotes) MOVES
87.8% of the 41 participants played the game games blended into one smooth system. The Magazine pays an honorarium at the rate of §5

again after completing one set (each player
playing each side once). This is a key test ol a
game’s real interest level; 507 is average.

Total Games Player: 138

per running 10" of edited text, calculated to the
nearest half’ column. Alternatively, Authors
may elect to take their honorarium in SP1 pro-
ducts at the rate of 310 per 10" rendered

mechanics are easily learned, but reading the
rules is essential. Accelerated mechanized
movement is a key factor, and the counter-

The German Airdrop rule was utilized in 82 ?)alanc%ng rule for Allied bridge. interdiction against the list prif:e of the items, Honorariums

games with very little difference in results. 15 al;o mportant 1o understand_, _the German {cash or credil slip) will be rendered 30 days
: . tactics are built around mobility and the after publication.

,Av?rage.. Pla.ymg. TI:"I::52h.93 h;)urlszs Allied position is dependent on blocking that Copyrights and Agreement are located on

;‘:rt:;sm;}l;;ﬁr??:\:lfBgfg,;e sftlj(;ll.ll—id S;pcct - mobility. Pre-moyement and post-movement the barfkijgp of the Feedback card in this issue.

first gs.tmc to take about 4-6 hours, unless they combat also prqwdt‘ for a fast-paced game, A facsimilie may be used.

are thoroughly familiar with the rules, The use of two ‘Comlbat Rgsul}s Tables Please include with your submission a

Shortest Recorded Game: 0.20 hours (Primary and Sec_ondary) isa major improve- stampcd.. sclf-addressed postcard. On the

Played between two experience players and ment over earlier combat systems, with messRERaRl o (e it thgsime ol your

conceded at the beginning of the third German secondary diversions now possible without ‘ilrlrgle. Th"‘; GAELWHL b tised 1 [nfortn you of

player-turn. obtaining impossible odds for all attacks — a zi‘reaﬁg:ﬁ;n)ﬁ%‘:r ;:Eé?;igg ilgécrissa;?i‘lg'

Shortest Complete Game: 1.66 hours good addition to the game. s ——— '

Played between two experienced players Supply 1"11.195 are remarkab_ly clean. Redmond Simonsen, Editor, MOVES

repeating on Bulge. Weather and Air Power rules are simple and MAGAZINE, SP1, 257 Park Avenuc South,

Longest Recorded Game: 9.25 hours ef_fectwe. The_ primary gomplamt is with the New York, N.Y. 10010

Played between two players new to Bulge and Victory Conditions, which favor the German

fairly new to wargaming in general. player. Even this complaint is not too . pritish lslcs.l Readers in the British Isles

Best Side Results: Germans 76-62 serious, for many games are more imbalanc- wishing to submit articles to MOVES should

Between fairly equal opponents this edge would ed than this one. This is an excellent game- direct their submissions and correspondence to:

be greater, as game-set results compiled include systern that does not distract player atlention gﬁ?:ézsn‘;’l?sﬁy. (:51 ;ti?:;z ?csrlring -
some unequal pairings. away from playing the game. [ ] : £l ’




