—

DRIVE ON

WASHINGTON

The Battle of Monocacy
Junction

In July of 1864, the sands of time were clearly running out
for the Confederacy. The vears of grim attrition had all but ex-
tinguished the capacity of the Army of Northern Virginia 1o
carry the war home to the Yankees. Almost extinguished...but
not quite!

Drive an Washington concerns the last battle of the last of-
fensive launched by CSA forces in the East during the War for
Southern Independence. A Confederate Corps under General
Earlv surprized a U.5. Army division led by General Lew
Wallace some 30 miles outside Washington, D.C. Based on the
T8S-system, Drive on Washington simulates the desperate strug-
gle that ensued when Early's troops tried to force the Monocacy
| River defended by Wallace's scattered brigades, The game in-
cludes special rules detailing the influence of Early's leadership,
the Confederate search for a hidden ford during the battle, the
effects of fighting over fences and wheatfields, and more. Drive
on Washington includes 200 counters, Exclusive and TSS5-system
Standard rules books, charts and tables, and a 22" by 34" map.

ADVANCE ANNOUNCEMENT =

PEA RIDGE
Gettysburg of the West

Early in 1862, Union prospects appeared bleak indeed. Far
from controlling the rebellion, the armies of the North appeared
hard pressed even to contain it. Confederate inroads into the
border states pointed the way 1o potential military and political
disasters that seriously threatened the viability of the Union war
effort. The darkest hours came on 7 and 8 March when, below
the towering Pea Ridge, an outflanked and out-numbered Union
army faced a Rebel force twice its size and fought desperately 1o
save not only the state of Missouri, but its own collective skins!

Utilizing the popular Terrible Swift Sword system, Pea
Ridge simulates this critical two-day battle in a game that can be
short or long, but is always prone to unforseen reversals of for-
tune. Special rules include Confederate militia (armed with
shorguns), attachment and detachment of brigades (fghting
often splits into two fromts, and how a player’s forces are
distributed can be decisive), and the possibility of the battle
lasting into the night and a second day. Pea Ridee includes 200
counters, TaS-system Standard and Exclusive rules books,
charts and tables, and a 227 by 34" map.

Drive on Washington and Pea Ridge will each sell for $8.95.
Available 15 April 1980.
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Dirive on Washington @
and

Pea Ridge

Monocacy Junciion has been retitled Drive
on Washington, and Pea Ridge may be utled Pes
Ridge, Gettysburg of the West. That last bit might
sound a bit rich, but that is how the battle is refer-
red to by Trans-Mississippi Department histori-
ans. Both games are nearly finished as far as de-
sign and development go. My co-developer, Tom
Hudson, has done a heroic jcb of pushing the
game, himself, and our testers to get the job fin-
ished in the short amount of time we have for the
project. Both games have turned out to be a lot of
fun to play. Drive on Washington is a game of sub-
tle moves, timely actions and, most of all, incredi-
ble play balance. The game starts off at a slow
pace as the Confederates await the arrival of Gen-
eral Early. Slowly the Confederates begin to move
and manauver as they try to cross the river that s
between them and Washington D.C. Around the
middle of the game they have crossed in strength,
and the game begins to accelerate. The Union,
out-numbered three to one, tries to hold on as
ever more Confederates stream across the ford
and bridges. Then the game reaches a crescendo
and a conclusion of Game-Turn 15. Both arrmies
are wrecked, and the Victory Conditions indicate a
close game. Though the game usually ends in a
near run thing, there is always the possibility that
the Confederates will bag the whole Union force
and indeed "'drive on Washington.” Pea Ridge has
a very different feel than Drive. Pea Ridgeis a clas-
sic brawl. The game starts off with a full blown, all-
out, hell bent for leather fight. The Confederate
army has caught the Union by near complete sur-
prise, and an army of 16,000 men is bearing down
on a task force of 1,000 Union Troopers, The en-
tire Confederate army is plowing into this force,
but the Union troops have some advantages that
help them: they are armed with rifles and the
amazing Colt six-shot revolving rifles; they are well
led; and reinforcements arrive. The Union army
slowly reaches the battlefield and begins to slow
the Confederate advance. By the end of the first
day of battle, both armies have taken a beating,
but both are still on their feet. Pea Ridge is a clas-
sic situation, and it has turned out 1o be a very ex-
citing game. The game tends to end in decisive
victory, one way or another, as it did historically.
The two games make a good pair because they are
different play experiences. They'll be out soon and
then on to Cedar Mountain, New Market, and
more. Eric Smith
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and completely illustrated. The package will also
include a map, under 100 counters, and dice. And
it will sell for under 1en dollars.

Wae intend Oragonsiayer as an introduction to
role-playing, We balieve that it will introduce peg-
ple whao have never experienced hobby gaming to
the hobby in a way that will encourage them to
stay with us, We believe that it will introduce peo-
ple who have never tried rale-playing 1o that genre
in a fashion that is consistent with the sort of rules
and mechanical rationality and lucidity one
generally expects from SPI. and finally, we an-
ticipate that Dragonsiayer will introduce SPI to a
different approach, one that will expand and diver-

sify our ability 10 publish simulations.
Ej Eric Goldberg

Great Bartles from the
American Civil War, Vol. 3:
The Battle of Wilson's Creek

The phone is ringing. ['m in bed, | can't get
up, The bed is covered with manuscript pages,
counter manifests, maps, counters, cigarette
butts, garbage from the deli, etc. Someone
knocks at the door. | go to write some hasty notes
but can’t find any paper. | wm 1o write on the wall
but the wall is totally covered with scribbles and
proofreader marks, At least sixteen voices braak in
with rules questions, | wake up.

That dream is not very far from the reality of
the past two manths, or so it seems. Eight solid
weeks spent in the SPI playiest rooms at mid-
night, with dice clenched in one hand, note pad in
the other, muttering to myself. But, finally, the
first two volumes of the project, which has been
vanously known as the TS5S5/Stonewall Project,

are finished, and at this writing learly Jan.) wind-
ing their way through the Art Depariment,

The project is now officially known as Great
Battles from the American Civil War. All games
are based on Richard Berg's Ternble Swift Sword
system. Each game will have one standard map
and two hundred counters, and will be marketed
in SPI's new packaging format — a one inch box
with no counter tray,

Vaolume 3, Wilsan's Creek,which was design-
ed by Richard Wright (his first game for SPII, is
scheduled for publication in 5&7T 80 (next issuel.
Other games currenty under consideration in-
clude: Cedar Mountain, Brice's Crossroads, Bel-
mant, and New Market.

Volumes 1 and 2 of Great Batlles of the
American Civil War are Orive an Washington —
the Battle of Monocacy Junction, and Pea Ridge.
Pea Ridge was probably the most important battle
in the Trans-Mississippi, ending forever Confeder-
ate hopes of securing Missouri. The Battle of
Menacacy Junction occurred during Jubal Early's
raid on Washington in 18564, Menocacy Junction
was probably one of the most impartant “un-
known™ battles of the Civil War. The fact that the
battle was fought at all was a stratenic Union vic-
tory. The Union force at Menocacy Junction was
the roraf defense of Washington at the time of the
battle. If the battle had not been fought the Can-
federates would have undoubtedly been able to
burn and sack Washinglen. The destruction of
Washington would have been of little military
value by 1864 but would have had immense politi-
cal consequences for Lincoln, coming as it did in
an election year. The "what ifs” boggle the mind.

Both games have been intensely play-tested,
Eric Smith, my co-developer, and | went full bare
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for two months, We play-tested the games six
days & week {sometimes sevend with one of the
best corps of playtesters ever assembled a1 SPL
Without their help and effort we would naver have
gotten the two games finished on time.

When Eric and | walked imo this project it
seemed simple and straightforward. We were 10
develop the twa games simultanecusly, and since
the system already existed lin fact the 755 system
is an award winning system|, it was supposed o
be a piece of cake.

Soon after Eric and | got down to work it was
like @ bomb went off, with alarm signals
avanrwheara,

The trouble was that thare were no standard
rules. We had to cull and boil-down ambiguous
and contradictory rules from three different games
[Terrible Swift Sword, Stonewall, and Bfoody
Aprifl 1o find some sound body of standard rules
that can support an as yet limitless number of
games in the Greatr Battles of the American Civil
War senes.

Our problems could basically be broken down
o two groups: problems we discoverad in the
system itself, and problems we had in trying to for-
mat a standard set of rules that was functional and
flexible,

Mast of the problems we had were of the se-
cond kind. The TS5 system as Richard Berg
designed it is very good and fun to play, but it was
designed for a specific situation — Gettysburg,
Mest of the difficulties we had were in making
concise standard rules that could be used in as
many and varied situations as possible.

We hope Wikon's Creek will bear us out in
our belief that we've taken & good system and
made it a little better by cleaning it up and stream-
lining it.

Following, | am going 1o present readers with
a fairly detalled description of Wikon's Creek as it
stands a1 this stage of development.

I remember the debate during the staff
meeting in which we discussed the new, longer
farmat for progress reports. The two main points
of contention wera that some staffers were a little
leery of giving away “'state secrets” and some
were afraid that readers would be disappointed if
everything in a progress report didn't find its way
into the finished garne, Concerning the first point,
| have no worries; very few gamers are unfarmiliar
with the T55 sysem. About the second point | am
a hit concermed. Wison's Creek s in the very
earliest stages of development, and | want readers
to be aware that the things under discussion here
are the very first fruits of de.clopment and are
subject to heavy revision.

The TSS games in print were all designed
before work on Volumes 1 and 2 had begun, One
of tha problems we ran smack into with Peg Ridge
and Drive on Washington were the LOS rubes,
Gettysburg, Shiloh and even Kemstown are
relatively flat areas. We felt that the rules for
higher tesrain in T55/Sronewallf Bloody Apeil
were makeshift at best.

Mow the terrain at Monocacy Junction and
even Pea Ridge 15 pretty flat too, but we surmised
that some of the games in the series would have
pretty rugged terrain. When | first saw the
Wikon's Creek map, | had a sneaking suspicion
that we had a battlefield that was rugged enough
1o suit even the most hard core grognard.

The first thing | did was 10 try 1o make a proto-
type map, editing the designer’s original map to fit
the new line of sight rules we had hammered out.
My naive hape that the area of Wilson's Creek was
mare or less flat (as the designer's map indicated)
proved to be totally unfounded. That first map had
some pretty weird terrgin, to say the least. Of
course, the fact that the whole area is wooded on-
ly added 1o the fun. Finally, | gave up. Either the

designer designed a map of an area that had been
hit by an earthquake, though flat, or | was trying to
shove a round peg into a square hole,

MNext | got some Survey maps of the area and
Lol... justas| suspected — the area was incredibly
convoluted. The area of the battha field is actuaily
two  ridge-hill masses with Wilson's Creek
meandering in a gully in the center of the map bet-
ween the two ridge masses,

The whole area is a shifting mass of aleva-
tions with no more than five congruent hexes at
the same elevation. The alevation difference
between ground 2ero and the highest elevation is
200+ feet, with woods covering the whole. For
fans of T5S this is something new.

I had the survey map blown up and made an
elevation key from it which | transferred (after
three aborted efforts) 10 a blank hex sheet.

The map should be loads of fun for the Art
Department, Every hex is coler coded for eleva-
tion, besides being a woods hex (wall, not quite
avery hax is woodsl, not 1o mention various infor-
mation on the hexsides. Luckily RAS considers
this map a bit of a challenge and promises
something new

Readers might find it interesting to know that
woods hexes don’t block LOS for artiflery, and
they block LOS for small-arms only slightly (units
can fire through woods hexes). We tried
something like this in Pea Aidge with two flavors
of woods — light and heavy. Theworking term for
woaods in Witson's Creek is “brush.”

At this point I'm pretty happy with the map,
but there are still a few bugs to iron out. Each hex
is coler coded for its elevation, so we've done
away with crest hexsides per se. as it would be
superflluous. Where two hexes of differing eleva-
tion meet the congruent hexside, therais a “crast”
hexside. Each elevation level represents an eleva-
tion difference of 35 feat. We =till have some infor-
mation an the hexsides for steep crests and ridges
There is an extra movement penalty for crossing
such hexsides. In the final version, artillery will
probably not be allowed (o traverse steep crasts or
ridge hexsides,

The problem I'm still having with the map is
the "wedding cake'" effect. The varous elevs-
tions, with the LOS rules as they now stand, repre-
sent an area with plateaus, and this is, | believe,
quite inaccurate. The area in Missour around
Whlson's Creek is more gently sloping {albait with
many slopes) than ridge-like. How this translates
into game mechanics is that units sitting back off a
crestline can't "sea” 1o fire at units at lower elava-
tions, because the crestine blocks LOS, This
forces units to sit on the crestlines in order 1o have
an all around field of fire, Units back from a
crestling can fire at units on higher elevations anly
if the target unit 15 also on a crestline, All this gives
avery artificial aspact 1o the game, and neither the
designer nor | am quite happy with the LOS rules
as they now stand,

I'm huddling with various staffers here and
feel corfident we'll solve this problem. The terrain
ensures an interasting place for a battle,

This brings us 1o the next major problem with
the game, and again it has nothing to do with
Richard's design. When Eric and | got into the first
two games, the area that absorbed most of our at-
temtion {besides cleaning up the system itselll was
the command structure rules or lack of rules.

In T85/Sronewall/Bloody April  officers
above brigade level weres just extra chrome with no
real game function other than extending brigade
officers’ Effectiveness Ranges and rallying units
They were like super brigade officers. All the
previous games could be played without division,
corps or army commanders. Each  brigade
operated like an independent brigade. Eric and |
cast around for some means to integrate officers

above brigade level into the basic fabric of the
game.

We finally came up with something called
Divisional Integrity. Divisional Integrity (DI works
very gasily, each Brigade Commander must be
within &0 many hexes of his Division Commander
teach Division Commander is rated for DI} in the
Imitial Command Phase. A Brigade Commander
outside of his Division Commander's DI range may
only move one hex in the Movement Phase, The
regiments of a brigade whose Brigade Com-
mander is cutside of DI may continue to function
normally, This rule simulates the tendency of
brigades that don’t “receive’” orders 1o go “dead
at the stick.”™ They sort of just stand around. This
is now standard for Great Battles of the American
Civil War games,

Thera iz doctrine that allows players 1o detach
brigades and create “independent” brigades with
varying effects depending on the particular ax-
clusive rules for the various garmes.

Players will find that the varying command
Slructures ara interesting and very impaortant in the
play of the games. For example, in Orive on
Washingtan the Union command structune is vary
Inose (to reflect the nature of the hastily assembl-
ed Unian foree). In fact, one of the Union brigades
was no brigade at all and has two “Brigade Com-
manders.” All this allows the Unian player great
freadom in the game. The Confederates on the
other hand have a very different siwation. The
Confederate forces were tightly structured into
divisions, and the presence of the corps com-
mander (Early) is very important in the play of the
game.

In Pea Ridge the Union command structure is
again loose (though not as loose as in Onve on
Washingtonl. The Union over-all commander is
nat even included in the counter-mix — the Union
player is the Union commander. The Confederate
command is again vary tight, in fact the tightest of
any side in all the games zo far, The Cenfederates
must keep a tight division structure. Though the
Confederates have the capacity to detach a
brigade or two, any brigade designated as detach-
ed incurs a decrease in morale. Furthermore when
a Confederate officer is killed, he is very difficult to
replace. Needless to say, this has a great effect on
the play of the game.

In Witsan's Cresk the Union Command situa-
ton is not as open ended as in, say, Orve on
Washington, but it is very clean. The Union force
consists of one large division under General Lyons
with the capacity to create one Independani
brigade {under Sigel). The independent brigade
suffers no ill effects lor being independent.

The Confederate command structure is very
different. The Confederate force is composed of
two divisions; one of Confederate regulars under
MeCulloch, and the other of Miszouri Militia (the
Missour State Guard) under Price. Price and Mc-
Cullech hated each other; accordingly troops of
neither division may stack or initiate meles
tagether

MeCulloch, besides being a divigion com-
mander, doubles as a brigade commander, which
should be very interesting. If McCulloch should die
his replacement should be smooth [though there is
a one game-turn delay in replacing officers, for
both plavers] while if Price should die it could be
wvery difficult to replace him. This brings us to the
play of the game.

The Battle of Wilson's Creek bears suparficial
camparisan to the Battle of Shiloh. In bath battles
the numerically inferior force surprised the larger
force encamped, Both batties were a close thing.
In both battles the attacking side lost their over-all
commander. In both battles the attacking side lost
the battle. Though the Confederates won the bat-

[feontinined on page 207




OUTGOING MAIL feontinued from page 18]
tle, thay have their work cut out for them in the
game.

The Confederata force starts the game en-
camped and spread out. Typically, brigade com-
manders are relativaly far away from some of ther
units, Even without the encampment rules the
Confederates have a hard time organizing thair
troops, the encampment rules only add to the
Confederate chaos. For players of Bloody Aprif the
idea of “encampment” is nothing new, However,
in Wilson's Creek the encampment rules have little
resemblance 1o those used in Sloody Agnl, At this
writing here’'s what we've cooked up: all Can-
tederate units start the game encamped; units that
are encamped must pay so many movemeant
points 10 assume a formation. Encamped units are
always considered enliladed for purposes of fire.
Encamped units may not assume a formation (en-
camped units may neither move or fire) until
they've been alerted. The Confederates are alerted
in one of three ways: (1] if any Confederate unit
“sees” a Union unit, 8 Confederate units are
alertad; (2} if any Confederate unit is fired upon alf
Confedarate units are alerted; (3] the Confederate
Player tries to alert his units in the Initial Command
of each of his player turns by rolling on the Con-
federate Alert Table. The Confederate Alert Table
is a sliding scale making it very difficult for the
Confederates to be alerted in this way early in the
game and a little easier as the game goes on.

The Union player has all tha initiative early on
in the game. Tha Union player can enter the map
in any one of four widely scattered hexes (or two
directions if he detaches Sigell. Of course the
Confederate player has no idea from which direc-
tion the blow will fall,

It the Union player is smart be will use the first
three or four game-turns to maneuver his force
while the Confederates sleep. As long as the Con-
federatas are unalerted they have no player-turn.
This provision, together with the relatively small
number of game-turns (15), makes the game ac-
tually playable in one four-hour sitting.

In actual playings so far, the game seems 1o
be very balanced. Though the Union lorce is out-
numbered twa to ane, with the initial deployment
and alert rules, the Union player can really make
hay when he smashes into the Confederates (from
wherever he chooses). In the last two playings
we've had a marginal Confederate victory and a
decisive Lnion victary,

The bookkesping in the game is minimal
We've decided not 1o use Brigade Combat Effec
trveness in Witkan's Creek (Though this is one of
the things that might be changed in the final ver-
sion — you can do alot of things with play balance
by using BCEL, At this point the only bookkesping
players will have 1o do is keeping track of ammuni-
tion-and casualties.

Another thing we'te 1oving with is the ammo
situation. There are no supply wagons in the gamae
for either player, so ammo depleton will be a key
factar in the game. What wa're thinking of daoing is
finding a system of keeping ammo deplate die rolls
a secret. It seems odd when units run argund large
regiments with impunity when they know the regi-
ment i out of ammo. We'll see how that goes.

We're also considering using dummy or blank
counters (far the Unan), At this point | really can't
say how this wall work out, and | can't promiss it
will bean the himshed game, but it would be nica at
least as an opnional rule. OFf Course, a lot depends
on the counter mix and whather we'll have room
for twenty or so blank counlers

The game is fun 1o play and should be a real
“player's” game. That's the most important thing
tome. I'mexcited about the game, and as a gamer
mysell I'm looking forward 1o all the Great Battles
of the American Ciil War games, Oh Richard
{Bergl, what hast thou created?  Thomas Hudson
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k Ferce {Modern naval warlarel;
Balkoski/ Balkoski, AD,

Grenade (American offensive against Germany,
1844, second in the Victory in the West Seres):
Balkaski/ Balkoski. AD. S&T B4 game

Rescue From the Hive (Terran “lancers”
invade the hive to rescue hostages from the evil
Znons), Karp/Karp, AD. Ares 7 game,

Fighting Sail {Pre-20th century tactical ship-ta-
ship naval combat); Balkoski/Balkaski. AD.
5&T 85 game,

Asgard |Ragnarok, the Twilight of the Gods);
Esakol/Esakof. AD. Ares8 game,

Singapore (Britain's greatest defeal simulated
in capsule format); Kamps/Ritchie, Develop

Alamo (David, Jim, and company battle 10
times their number of Mexicansl; Smith/ Smith.
Develop.

Advanced Monsters (Dragon{iues:
Supplement #2); Ritchie/Ritchie. Design.

Battle Over Britain (Britam's finest hour
racreated in detaill; Butterfield/ Smith, Develop.

Empires of the Stellar Reaches (Conquest
and decline in the vastness of space):
Smith/Smith. Design,

Published since last issue: Arena of Death,
Across Suez, Austerlitz, Hof Gap, Dallas,
The Kaiser's Battle. Dawid J. Ritchie

Great Batties of the Civil War

Currently, the sevan games in our hands are
undergoing intensive evaluation by myself and my
assistant, Phillip Marchal. The games vary greatly
baoth in quality and design. The TS5 system is be-
ing called upon to bend into situations Richard
Berg never foresaw when he did Ternble Swift
Sward. Consequently, the series is developing in
o a very eclectic group of reteated but different
games. | feel that this series of games will ultimate-
ly be the most vaned and interesting group of
system-related games in the wargame field. Now
for a look at the individual games.

Brandy Station

| arm sure that many of you out there will be
disappointed 1o hear that this game has been re-
jecied. Quite simply, it will not fit into the TSS
system without basic modifications 10 the system.
In short, it didn’t work, It is my hope that eventual-
Iy SP1 will publish a game on this battle, since it is
the biggest cavalry battla of the war and one of tha
last major cavalry battles in history, This game
represents the far end of the games we have
recerved as far as system changes go and has been
rejected for that reason.

Brice's Crossroads

This game, designed by Jim Dawsan, is very
interesting, The first time he submitted the game,
it was a vary straight forward affair with almost ne
exclusive rules. | sent it back to him and requested
rules for surprise attack and hidden Confederate
movement and set-up. His second version is an
excellant response to my suggestions. Basically,
Mat Forrest is outnumbered 3 ta 1 by a Union force
armed with Colt repeating rifles! Even with this he
smashed the Union and won a major victory, This
15 @ very difficult situation to design a game
around. Jim has designed a sysiem whereby the
Contederate forces are represented on the map by
pickel counters which have no values, Some
pickets represent regiments and some represent
small sguads leguivalent to dummy counters).
The actual value of the pickets is revealed when
fired upon or whenin Line of Sight of Union units.
This simple rule allows Forrest to outflank the
Urion and choose the place of atlack almost at

will. It also creates the correct mental impression
in tha Union Player's mind — fear of Forrest! The
Union Playar ands up being very cautious and
paranowd, exactly replhcating the historical Union
reaction. The Victory Conditions are at present
very vague. This i5 baing worked on and, when
finished, we'll have a good game. This game will
be enjoyed by players who like hidden maverment,
manguver, surprise attack, few counters and swift
play. Falio map, 19 Game-Turns, and 47 combat
COUNErs.

Belmont

Belment has been submitted by an old friend
of SPI, Jim Epperson. He has dane playtesting for
us on Bloody Apnf and has helped Richard Berg
with research. His game is a very curngus item, 15
main poants of interest are a wonderful set of sim-
ple naval rules for the two Union gunboats (the
Lexington and Tyler of Shiloh fame) and the Con-
federate transports, The map is divided by the
Mississippi River, which also divides the Con-
federate Army into two unequal parts, one on
each side of theriver, Unfortunately for the South,
the smaller begins on the Kentucky side where the
forces under Grant are undertaking & “'recon-
naissance,” The battle is one of desperation for
the Rebs as they await their reinforcements. Nice
rules are included for hidden deplayment far the
Confederate shore battenes, stragglers, skir-
mishers la very nice rulel, Confederate camps,
and voluntary breakoft of battle by exiting the
map. The game is interesting and has possibilities,
Folio map, 21 Game-Tums, 48 combat counters.

Pleasant Hill

This rather obscure battla is the second and
last battle of Bank’s lll-fated Red River Campaign
The game is designed by Leenard Millman and Dr.
David Martin, the men who brought you the 0SG
games, Arh Maine and Dewi's ODen. The game is
the only real sluglest we've received so far, It
resembles Shiloh in the imensity and density of
cambat. This 15 not to say that the armies don't
manguver; they do, but the sides are so evan that
the game will always come down to a knock-down
drag-out brawl. This is the faverite amang the
testers so far (they love to watch the casualties
grow). The game is simple and has very few
system madifications, It has a number of opbional
rulas, most of them concerming commanders and
their special historical abilities. The onby other ma-
jor rule that is new is a Linion troop activation rule,
which allows the Confederate Army a shot at
destraying the first two Linion brigades which are
exposed and able 10 be surrounded if the Con-
federate plays carefully, This game regresents a
really determined effart to dig up the details of an
obscure OB, Millman and Martin are bath vetaran
researchers, and it shows. This campaign is one of
the most difficult of the war to get information on
They have done an admirable job. Full-size map.
12 Game-Turns, and 103 combat counters,

Cross Keys/Port Republic

The designer of this game is a veteran of the
Pea Ridge/Drive on Washington/Wilson's Creek
game design/development circus. In those crazy
days it was this man, Joe Reiser, who helped in
wiys beyvond the call of being a mere playtester
His experignce with that set of games has helped
hirm 10 design the game | find most interesting of
the lot. This game also ehcited the highest Teed-
back rating in S&T in the past two years. The
game |5 very unusual. Joe has adjusted the scale
1o 175 yards to the hex linstead of the usual 125)
and this has allowed him to get the entire battle of
Cross Keys/Port Republic on one map. The game
breaks down into two fronts — one against Fre-
mant and one against Shields — and in the middie
is Stonewall Jackson and the Valley army. tis a

desperate situation! The rules include the possible
capture of Jackson on the first turn, the limitad in-
1elligence of General Fremaont (i.e., a stupidity rule
that limits the number of brigades he may commit
to battlel, special BCE rules, and other unique
chrome. We hope 1o be able to get the game into
four pages of exclusive rules, which will make the
game a prime candidate for & T, Full size map, 28
Game-Turns, and approximately B0 combat
counters,

Other games that | expect to see at any
minute are Rich Berg's Corinth, Mark Herman's
New Marker, and Jim Simon's Qlusiee and Codar
Mountain. These games will be evaluated when
recerved, There is much interest in Cedar Moun-
fain, since it 18 a head-1o-head fight betwean the
Stonewall and Iron brigades. Carinth is one map,
but it has lots of counters and would require a
change in packaging. Mew Marker has & capsule
magp, [that's right folks), Olustee has a brigade of
Union black troops and has a new type of terrain
— bay shore,

| have a few requests o make of you TSS
tans out there, First, | am interested in namas for
these games. We need names forall of them since
wit can’t very well call them by their battle names.
Second, | am inerested in obtaining additianal
research for any of the battles: maps or OB
material is best. Third, ! you are interested in
blindtesting one of these games write me care of
SPI1. More next time, Eric Smith

When Less Is More

Predictably, our removal of FYEQ from S&T
has elicited heated response from that column's
partisans. While not wholly unexpected, the ire of
those who wrotle to protest our decision is,
nonetheless, distressing. This s espacially trug
since a number of those who wrote were obwvious-
Iy of the opinion that we were trying 1o pull some
sart of ripoff by dropping FYEC at the same time
that we launched the FYEQ Newsletter at 550 a
pop. We'd like to 1ake a few minutes now 1o clear
this matter up.

The decision to drop FYEQ from S&T was, in
part, motivated by a desire o avoid offering two
competing products, 11 is true, However, this was
a refatively mincr element in a decision which had
been brewing for some time. The fact is, we pro-
bably would have dropped FYEQD from S& T even if
we had not decided to launch the FYED Newsler-
ter. The reasons behind this fact should be ob-
vious 1t most of the magazine's readers.
Histerically, the column has tended o rate
relatively low in the estimation of our subscribers,
a3 often as not finishing cnly just ahead of Brief-
ings and whatever Datafife brought up the rear.
About 12-15% of feedback respondents seem to
have been in love with the column, another
15-17% heartily hated it and the other 68-73%
just couldn’t seam to work up any enthusiasm for
it either way, That breakdown has remained
remarkably constant over the years,

Aside from the fact that the column wasn't
exactly winning the hearts and minds of the
readers, it wasn't generating much enthusiasm on
the part of the staff either. For a variety of reasons
[most having to do with budget constraints and
the bi-monthly  publishing schedulel, FYED was
usually notl wery timely and was somelimes
outrageously inaccurate. Given the resources
which could be devoted to it in its magazine for-
mat, there was simply no way to upgrade the
quality enough to make anyone here really happy
about it

The obvious failure of the column in S&T
cambined with the desire of the staff for a timelier
farmat within which to work gave birth to the idea

of an FYEQ Newsletrrer. We knew that there were
Jeomiinwed on page [6)
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‘'WORKS IN PROGRESS

Please do not order these games in ad-
vance of their publication announcement in
Strategy & Tactics.

Sword and the Stars

Last week Redmond, John Butterfield,
and [ sat down to decide on a name for the
final game. The working title has always been
Empires of the Stellar Reaches, which we
have never intended to use since it is so close
to Empires of the Middles Ages. A title has
now been decided upon, and with that the
game’s development is finished. I am very
happy with the final result. The elements that
I'am most pleased with include:

1. Game Length: You can now finish

a game of Sword and the Stars in a

single evening.

2. Increased Decisiveness: The addition
of the StarGate to allow Operations to be
undertaken in any part of the galaxy has
changed the complextion of the Empires
system drastically.

3. New Special Rules: New random
events, Operation results, and more,

4. Game Value: This game will be a
bargain; for 10 dollars the players will get a
folio map, four hundred counters, a
24-page rules book, two dice, a one-inch
box,-and 56 Year Cards. In addition, the
basic Empires of the Middle Ages system,
which has proven to be so popular,
remains virtually intact with changes made
only to increase the entertainment value

of the game,

Thus, my time spent with the game is
over. Now it enters Art Department land,
where it will undoubtedly receive the same
kind of deluxe treatment the original game
received. | eagerly wait to see the new map
which [ am sure will be beautiful. Eric Smith

Great Battles
of the Civil War
I have had a chance now to look over
two more recently submitted games on the
TSS system, New Market and Corinth. In
addition, 1 have sent two other games back to
the designers for additional work. Brice’s
Crossroads was sent back so the designer
could wrap up a good set of Victory Condi-
tions for the game, and Belmont was sent
back for a re-design of the naval and map
exiting mechanics. Neither game has been
rejected; rather, both are still very much in
contention for the three slots available to
TSS games in the production schedule. The
three games chosen for production in the
spring/summer will be decided upon soon.

New Market
This game, designed by veteran designer

Mark Herman (of Stonewall and Mech War 2
fame) originally came in as a 7SS system cap-
sule game. I sent it back to Mark several
months ago, and he has brought the game
more into line with the Standard Rules of the
Great Battles system. It remains a capsule
game, but is very close in design to the basic
system. We tested it recently, and the testers
did not know quite what to do with it. It isa
strange game, because the Confederates have
only six (count’em) regiments of infantry and
a smattering of artillery. Add to this a nifty
skirmisher rule, and the Confederate force
nears 20 counters. The Union begins play
with no more than 10 counters on the map.
The two armies face off, and the Confeder-
ates attack. The attack pushes the Union
down the length of the map until Union rein-
forcements arrive to stem the tide. This game
is the most difficult one 1 have had to
evaluate because of the small number of
units and the tendency of small games to ‘‘ex-
plode’’ (i.e., chance is critical). I will take my
time with evaluating the game, and I have the
sneaking suspicion that it will turn out to be a
real player and that we will publish it in some
form or other. Don’t hold me or SPI to my
word however, More on this game later.

Corinth

Corinth was originally designed over a
year ago by Rich Berg as the follow up to his
Bloody April game. He has recently redesign-
ed the game to bring it into line with the Stan-
dard Rules. The game’s main features are
hidden entry of the Confederate forces, a
nice set of solitaire mechanics, and 200 com-
bat counters! The game is big. It is too big to
fit into the standard 200 counter limit of the
series. If we accept it, we will issue a special

‘game in the series which would include 300

counters and would probably cost an extra
dollar or so. The game itself is a very bloody
affair with lots of units running head on into
lots of other units. The situation is such that
the Confederates, who are on the offensive,
will almost assuredly advance almost the
length of the map before the game ends.
Thus, the game has lots of combat combined
with considerable maneuver. The game is in
the early stages of evaluation but appears to
be the most sound of the initial designs [ have
received, as one would expect from the Sys-
tem’s designer, Rich Berg.

In conclusion, the project is sailing very
smoothly, and I am awaiting the arrival of
several reworkings of previously submitted
work before making my decision, By the next
issue of S&T, the primaries should be over
and the development campaign begun in
earnest. Eric Smith

Alamo

Again Alamo has entered the horse
latitudes of game design, only this time land
is in sight. [ have redesigned the Terrain Ef-
fects charts and the Combat Resolution sys-
tem, and the tests have been very satisfac-
tory. The speed of play has been increased by
twenty percent or so. The main problems
now in front of me are art school and the
Great Battles of the Civil War series. The end
of design and dévelopment is near, although

I almost feel Davey and company are resist-
ing my efforts as much as they resisted those
of Santa Anna. Alamo is being given the time
it needs and the production schedule is very
loose for the game; when I’m finished with it,
it will be produced. The result should be
worth the wait. Eric Smith

Voyage of the Pandora

This game is in production land and will
soon be published in Ares #6. Voyage is a
solitaire game that puts the player in com-
mand of the Biological Survey Mission
Pandora and its crew on a mission to explore
a variety of planets and capture exotic
creatures. The final components include 100
counters, an 11”7 x 17" game-map, and a
16-page rules book. However, only six pages
of the book are actually rules and charts; the
remainder is composed of 232 paragraphs
that the player does not read before playing.
During the game, the player is directed from
paragraph to paragraph as a result of his de-
cisions and the dictates of luck. The para-
graphs describe all sorts of planets and en-
vironments, dozens of creature encounters,
intelligent aliens, expedition accidents, and
deep space occurrences ranging from
mechanical problems to space pirates.

Great importance is placed on the play-
er’s decisions concerning the make-up of his
expeditions and the type of environments
they will explore. Having the proper tool or
the character with the right expertise in a
given situation can make the difference be-
tween capturing a creature or finding an alien
artifact and total disaster.

Extensive playtesting has happily shown
that no two games of Foyage are alike. Some
missions find only a few hardy life forms on
hostile worlds while others accumulate a
whole zoo of creatures from lush planets.
Voyage of the Pandora is a unique game with
a system that we hope may be applied to
other science fiction and fantasy situations.

John H. Butterfield
Universe

Design work has just begun on our new
science fiction role-playing game. All of the
game systems that will be included are still in
the planning stages, but one thing is already
certain: Universe will be like no other role-
playing product. So large and all-encompas-
sing is a game of this nature, that description
of its progress is difficult. Here are a few
thoughts:

Our earliest estimatgs of the game’s final
components include a 22" x 17" four-color
stellar display, a 22" x 17" tactical ship-to-
ship combat display, 100 counters (for use
with the tactical display), one 20-sided die,
one 68-page gamesmaster’s guide, one
20-page player’s guide, and one 20-page ad-
venture book (including a few complete ad-
ventures and extensive outlines and ideas for
other adventurers). Hopefully, we can sell all
this for $10.

The game will be set in real space, repre-
sented in Cartesian coordinates on the Stellar
Display. Stretching 32 light years from our
sun in every direction, over 100 stars (with
possible planetary systems) will be shown on

[continued on page 27}
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Designer’s
Notes

WORKS IN PROGRESS

Please do not order these games in ad-
vance of their publication announcement in
Strategy & Tacrics.

British Army of the Rhine

The necessary research on the OB for
this game has already been completed by the
Central Front series’ redoubtable designer,
Chuck Kamps. Yours truly has recently com-
pleted the game-map. BAOR is well on s
way. Despite being developed as an S&T
issue (#88), BAOR will include a full 400
piece countersheet. The number of unils in-
volved is staggering. The Warsaw Pact will be
fielding the equivalent of four armies, in-
cluding units from Poland and the Western
military districts of the Sovier Union, Ar-
rayed against them will be elements of the
BAOR, the Belgian I Corps, and the West
German 111 Corps. The terrain involved is ex-
tremely varied. The northern guadrant of the
map depicts the beginning of the North Ger-
man Plain — densely populated, but other-
wise devoid of obstacles. The southern two-
thirds of the map is surprisingly rough terrain
and promises to offer some very difficult
fighting for the advancing Pact forces. Both
players will have to'make some inleresting
sacrifices in order 1o pursue their main objec-
tives in such varied terrain. A number of
aspects of the game mechanics have been
evolving fairly rapidly from game to game,
This is a healthy development, but we appre-
ciate the need 1o maintain overall consisten-
cy. We will pause some lime in the near
future and issue a definitive wrap-up apply-
ing to the whole series. Bruce Maxwell

Great Battles
of the American Civil War

First | would like to thank all of those
people who wrote me and offered their ser-
vices as blindtesters. [ have many more
names now than | can possibly use, but that
is preferable to not having enough. | have
sent oul the blindtest kits for Corinth and
Jackson ar the Crossroads (or rather Bruce
Maxwell sent out Jackson). My quest for
names for these games led 1o some really fun-
ny responses: Brice’s Crossroads as Fustest
with the Mostest, That Devil Forest, Crittur
Company, Piercing Sherman’s Lifeline; Bel-
mont as There is a Yankee, You Looked Like
Giants, Grant’s Grumt (I can see it in Barnes
and MNoble); Cross Keys/Port Republic as
Surely the Lord Is on Our Side; Olusiee as
Loss of a State, Sunshine State Campaign
{how about Orange Tree State Campaign);
and finally, my favorite, Carinth as' A Hot
Fight (in Mississippi). | do appreciate all the
title suggestions that were sent in and [ don'i

mean to unfairly pick on the people who
wrole those above. It does show how dif-
ficult it can be to think of a suitable title. 1
think what I'll dois name the games afier the
battle, as in Peg Ridge, and then append a
subtitle, e.z., The Gertyshure of the West.

Mow for the final word on the game
<valuations. | have already begun develop-
ment of Richard Berg's Corinrh design, Jim
Simon's Cedar Mountain design, and our
new R&D siaffer, Bruce Maxwell, has begun
Jackson at the Crossroads, The other games
in. the running have not disappeared,
however, We have bought Mark Herman's
New Marker game, David Martin's and Len-
ny Millman’s Pleasars Hill game, and I am
seriously considering the purchase of Brice’s
Crossroads. Why so many? The games are
good and their release will be staggered over
the next few years. Thus, after the three
Origins releases this spring, there will be a
break in the release of the small games. Even-
tually Martin and Millman's game will be in-
creased up to a two game package covering
both of the battles of the Red River Cam-
paign, Mansfield and Pleasant Hill, with a
method of connecting the results of one game
with the other. The other games that were
submitted will be returned to their designers
or an option will be bought on them, allow-
ing us the privilege of full purchase at a later
date.

Corinth. This game has been a joy 1o
develop so far. My blindtesters are all
responding  with  pood material, the
manuscripl is in good shape, and the game 15
Jun and Big. 1 wish all games went this
smoothly. At present, I am rewriling the
rules for Army Commanders, and the
various Confederate Entry rules. The only
réal problem so far uncovered in the game is
a tendency for the Confederates 1o be trap-
ped against the far map edges. By the time
you read this report, this problem will have
been long solved. My object in Corirrh is 1o
create a real balanced “plaver” along the
lines of the original TS5, that is, a game
where the players are fully in control of the
strategic options of their armies.

Cadar Mountain. Cedar Mountain is off 1o
a much slower start than Corfnth. This is due
to the fact that Corinth was designed by a
veteran SPI designer and Cedar Mounfain is
the product of a design team’s first effort.
Ultimately the game will be very good, color-
ful, and exciting. 1 have a lot of work ahead
of me since. | have to generaie an entire
manuscript. Some of the main assets of the
game are a beautiful map with enough room
for the charis and 1ables, the need for
vigorous attacking on both sides, and very
few special rules, In short, this game by s
very nature will be a player's game.

Eric Smith

Jackson at the Crossroads. Jackson al the
Crossroads, designed by Joe Reiser, arrived
on my desk already well developed at the
beginning of January. The battle represenisa
very interesting situation, with each player
having one flank on the offensive and one on
the defensive. Historically, Jackson was

completely caught by surprise by the ininal ’_’
Union advance, and only managed 1o fight
his way free of the Linion encirclement after
making several very aggressive responses,
The Union reacted extremely slowly 1o the
opporiunities created, and indecision lost the
day. Recreating the tremendous imbalance in
command  imitative withowt  straight-
jacketing the plavers into the historical our-
come has proven Lo be the major challenge of
the game. Joe and | have run through a great
many command and conirol varianis for
both sides. We believe that we have found a
solution that  accurately portrays the
historical realities without destroving plaver
initiative, The game is now in the hands of
half a dozen blindtest groups who will short-
Iv provide an objective evaluation of our ef-
forts. Initial reactions (o the game have been
highly favorable so far. Despite the highly
tactical nature of the game system, there isa
markedly strategic flavor to the options each
player faces in deploying his forces. The
game promises both players a real challenge.
Briuce Maxwell

The Alamo

By the time vou read this, Alamao will
have been turned into David Riwchie for the
Ré&D edit and, indeed, may even be in the Art
Department. A few days ago | was given the
incredible news that the managers have
decided 1o increase the size of my little game
from a capsule map to a folio map. [ am very
happy about this! 1 can now put charts and
tables on the map and increase the hex size
for easier play. The game will be better for
this stroke of fortune at the end of its R&D
life. Eric Smith

Battle Over Britain

Have no fear! Bartfe Over Britain is still
flying high. Projects of higher priority have
pushed back BORs publication, but it will be
published and it will be fine. While 1 have
been wrestling with Vovage of the Pandora,
Universe, and Laserburss, the strategic game
has been plaviested here at SPI and blind-
tested across the country regularly. That por-
tion of the game is entirely finished. The Tac-
tical Combat Game (consisting of a number
of scenarios that allow the players Lo recreate
actual raids) is Nnished too, except for the
final rules manuscript. The Advanced Tac-
tical Game (play it forever) is still in the
development state. | cannot say for sure, but

look For BOR in the fall of '81.
John H, Burterfield

Spies

Lenny Glynn and John Prados col-
laborated on the design for this project, and
the results are, 1 think, really exciting. The
subject matter is the bitter espionage war that
took place in Europe between 1933 and 1939,
As currently configured, Spies is a five-
plaver game wherein each player is a
spymaster guiding the intelligence operations
of Germany, Italy, Britain, France, or
Russia. Turns are one yvear in length (7 turns
per game), During the course of each turn,
plavers maneuver agents across Europe pick-



Russell Gifford
Note
Moves, #55, February/March 1981 Page 26. 


JACKSON AT THE @
CROSSROADS

Joe Reiser turned Jackson ar the Crossroads
over to me for development at the beginning of
January. Since then, work on the game has been
proceeding at a healthy pace, The game situation
is rather complicated, and presents an intriguing
sel of problems to each player, as each must
operate with one flank on the offensive and one on
the defensive, Historically, Jacksen was waiting in
the Cross Keys/ Port Republic area to deal a telling
blow to at least one of the two Union armies chas.
ing him down the valley, The actual Union ap-
proach was so rapid, however, that he was taken
by complate surprise. Only by the most aggressive
counteratiacking on Jackson's part, and the most
dilatory behawviar an th Union part, was Jackson
able to escape both pincers of the trap.

Recreating the tremendous difference in
command initiative betwesen the two sides has
proven a majar problem. We have faced once
again the inevitable dialectic between observing
the historical ngidities of the actual event and pro-
viding the playvers with sufficient freedom of action
1o develop the potential of 1he historical ituanon,
Joe, as was mandated by his role as designer,
locked the players into a rigid sequence of limined
inihatives based on actual events. |, as mandated
by my role as developer, have tried to dismantie
the obstacles fo player initiative as much as
possible.

The key to attaining this goal without destroy-
ing the historical nature of the game, and its value
as a simulation, i in the honing of the victory con-
ditions into a suitable framework for motivating
player solutions which reflect the actual strategic
objectives and the vulnerabilities of the two
combatants.

Over many late night games, Joe and | ham-
mered out a compromise that we are both happy
with. In the process, we broke the game wide
opan, The Union Player has the capability to
launch much more vigorous attacks than the ma-
jor Union commander, Fremont, ever alllowed,
The Confederate Player is gifted with greater
freedom of movernant than Jackson considerad
prudent at the tima, The result is 8 much more ac-
tive game without the long lapses of inaction
characteristic of much of the mwo-day struggle,
and the potential, at least, for a wide vanety of oul-
comes all over the map. These capabilities are not
free, however, being woven into a matrix of
checks and balances.

The game is now in the hands of a half dozen
vetaran biind-test groups whao will shortly provide
an obpective evaluation of the changes made and
therr overall effect on play balance. So far, the in
itial reaction to the game as a whole has been very
favorable. The vanous options that each Player
faces in deploying his forces provide very
challenging problems which most players enjoy,
and lend a shghtly strategic flavor to the game
despite the highly tactical nature of the game
systern. Almost every area of the map sees action

With the overall forces fairly evenly balanced,
mobility plays a large part in any successful
strategy, especially for the Confederacy. The Con-
federate forces enjoy the inerior lines of com-
munication and must take advantage of 1his fact
1o avail themselves of the uncoordinated positions
of the Union pincers.

The game also includes four “What ("
scananos based on the evenis after Jackson's
"capiure,” a very likely possibility considering that
Urnion cavalry missed him by two minutes dunng
the start of the actual banle Among these
sSCenarios 15 the very interesting alternative that
Jackson's second-in-command, General Ewell,
accepls the Union pincer move as successiul and
bagins the game with the decision o march north
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1owards Washington with the whole Valley Army,
thus effectively turning the tables on the trap. In
all, this promises 1o be a very lively game:.

Bruce Maxwel

CORINTH

Richarc Berg's game, Connth, will be one of
the three TSE system games issued Tor this vear's
Origing convention in San Francisco. The other
two games will be Joe Resser's Cross Keps/ Port
Republic and Jim Simon's Cedar Mountain,

The Battlae. The battle of Connth stands as
probably the most evenly matched major battle of
the entire Amencan Civil War. The armies of each
side numbered just over 20,000 men, In addiuon,
both were veteran and ably led, at least at the
brigade level. The leadarship at division and army
leval was something else again. On the Union side
was Major General Willam 5. Rosecrans, on the
south was Major General Earl Van Dorn, Rosecrans
was an able organizer and leader of men, His main
fault as a soldier was his inabifity 1o gain the n-
itiative because the "night” momant to jump off
newver arrived, a1 least in his opinion. His lack of in-
itiative  eventually led him 1o disgrace o
Chickamauga and to being relieved of command
altogether at Chattanooga, Earl Van Dorn, on the
other hand, was too much the rash cavalry
trooper. He didn't lack for initiative, indeed, he had
maore than enough for two commanders. What he
lacked was a sense of planning and archestration
His defeat a1 Pea Ridge in the previgus winter
rankbed hirm and he was anuious, even desparate,
to regain his good reputation. His bloody defeat at
Corinth led 10 a court of inguiry after the battle, Ha
was cleared of all charges, but his carear was at an
all time low

Van Dorn's plan at Corinth was to feint
towvard a city in Tennessee and then double-back
on Connth, thus striking what he hoped would be
only part of Rosecrang’ army. Rosecrans was
alarmed by Van Dom's move. and his natural
cautiousness led him 1o do just the opposite of
wihat Van Dorn had expected. He called his troops
1o mass at Corinth, The resulting battle was very
bloody with much fighting in the woods as at
Shiloh. In the end, the Confederates were bloodity
repuised alter a two-day battle. Rosecrans did not
pursue vigoroushy, and Van Dorn’s shattered army
got away. The Confederate assault was undone
principally by the numbers of Union troops, the
outer works (an entrenchment which covered the
northern approaches 1o Corinthh, and battery
redans guarding Corninth itself, 1t was a kind of set-
pigce situation with the Union controlling the main
defansive positions,

The Game. Richard Berg's initial design for
Corinth was turned in this fall and was a very good
and complete design. We playtested it during the
evaluation procedure, and the players hked it ltwas
composed of a single map and almost exactly 200
counters. l1s exclusive rules covered night, pre
dawn artillery barrages, specal cavalry limitations,
artillery rapid fire, unusual deployment rules,
medee initiation himitations, and battery redans and
secondary redans. Aher the game was accepted
for publication, | was assigned as the developer,

Development, The first things | did as a
developer were to make eight copies of the game
and send them out 10 blindtesters and 10 write the
government for additional map sources. It is very
unusual to send out a designer’s original submis-
sian to blindtesters. Mormally the developer com-
pletely rewrites the rules and gets far into the
development before blindiests are set. in this case,
the manuscnpt was already in good shape and in
SPI format, so | sent it out | then organized my
playtesters and began intensive play of the game.
Almost immediately it became obvious that this
game, like all games, had a few problems

The first and most ditficult problem to solve
invalved the game's sel-up procedure and a
tendency for the game 10 be unbalanced against
the Confederates, In the arginal, the Union Player
was given wirually free deployment, while the
Confederate Player plotted the entry of his units
onta the map through various assault areas. The
Urnion Player was told the entry area of one of
three Confederate divisions and then he set up his
unis. This led 1o the Confederates being trapped
against the map edges if the Union Player set up
well. To solve this problem, | have created a Union
resarve of three brigades (out of 100 which must
sat up near Carinth. Histoncally Rosecrans held a
third 10 one hall of his army in reserve. In addinion,
1 altered the movemeant through woods from 310 2
This helped the Confederates. Finally, | limited the
Union 1o setting up no closer than five hexes from
amap edoe. These changes have made it possible
for the Confederates 10 get on the map and avoids
that "edge of the world” effect we all hate
samuch

The second problem concerned the map and
the order of battle. The bale of Corinth is not one
ol the better documented battles of the war. In
fact, it is much less documented than Pea Ridge,
1o my surprise. When | was researching Pea Ridge,
I thought | was having difficulties, but they ware
nothing compared to Corinth. The feds supplied
me with a great map, indicating a band of fallen
umber near the town of Corinth itsell, in addition
to the one outside the outer works. The timber
outside the outer works delayed the Conlederate
attack considerably, and now | must assess the af-
fect of the inner band of timber. The government
map held no other surpnses, but it did indicate that
cartain minar corrections were needed, | also hired
Dr. Dawid Martin to research the order ol batlle
He was able 1o turm up certain inaccuracies in the
original, but he also came up against the fact that
the battle is not wall documentad. Sa I'm left with
the best OB 1| know how 10 get and tha best map
possible. | am currently working minute changes
of weapon type, morale rating, and strength into
the game. These changes will altar the game very
littie, but they wall inCrease its accuracy

The Next Steps. My next course of action is
1o monitar the blindtest reports very carefully, In
doing this | will further assass the play batance of
the game, This game will ullimately be one of the
most balanced of wargames. It must baso because
the actual torces are so equal and the battle was a
close call for both sides, | am also thinking of in-
cluding the exact histoncal set-up for those
playvers who want (o regnact the actual battle as
closely as possible. This change will be a major
piece of wark and, f | do 1, the historical situation
will probably become the main scenano. The tree
set-up would sull be included of coursa, | am also
clarifying the unigue meles rules. With the help of
my blindtesters and my expenence with dasigning
Pea Ridge, witing standard rules, and developing
Wilson'’s Creek and Drive on Washington, this
game will turn out well,

In Conclusion, | wish all games wera 1his
easy and this much fun to develop. Corinth will be
one of the most satislying of all the projects I've
been involved in, | think all of you will enjoy i1,

Eric Smith

ROADS TO MOSCOW

Property speaking, Roads o Moscow s nota
game at all. It 15 aciually an expansion kit for the
popular Panzergruppe Gudenan which allows
players 10 explore the possible consequences if the
Germans had gone for Moscow after Smolansk in-
stead of turning south 1o sew up the Kiev pocket, |
evaluated the initial design favorably, but felt some
frepidations abgut the job of developing it, as this
would be my maiden etfort in the RED end of the
hiabby
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WORKS IN PROGRESS

Please do not order these games in ad-
vance of their publication announcement in
Strategy & Tactics.

Cadar Mountain

This game has gotten off to a much
slower start than Corinth. 1 have a
manuscript that I'm finding very hard to
work with, To insure the game goes smooth-
ly, 1 have taken on an assistant. His name is
Joe Reiser, and he will be helping me in the
rules development and play balance. [ am
still writing the rules of course, but his
assistance will greatly improve the game. Joe
is the designer of Cross Keys/Port Republic
and a veteran of the Wilson's Creek project.
Currently the game is being playtested in
house wvery vigorously. The game is the
simplest of the Great Battles series, and 1 ex-
pect the S& T audience will like it very much.

Eric Smith

Jackson at thae Crossroads

The game-map for J4TC was based on
a careful examination of the topographic
maps of the battlefields of Cross Keys and
Port Republic prepared in 1863 by Captain
Jed Hotchkiss, Jackson’s invaluable chief
engineer, and on the game designer’s per-
sonal exploration of the area. Even our best
efforts sometimes go awry, however, and the
game-map proved to.be a case in point.

The diligence of one of our blindtesters,
Bruce Shelley, produced a US Geological
survey map which revealed a number of ma-
jor errors in our terrain study. Hotchkiss, in
an effort to better depict the two battle areas,
had compressed the terrain between them
and expanded the areas themselves. We had
not caught this distortion. Furthermore, the
terrain was considerably more broken and
forested than we had been led to believe,

I am now putting the final touches on a
new game-map based on the topographical
detail on the Survey map and the forest and
roadnet info culled from Hotehkiss' map.
The new map is sufficiently different to war-
rant a whole new playtesting effort. Natural-
ly this is quite an inconvenience, but infinite-
ly preferable 10 working with an incorrect
game-map. Once again, blindtesting has
proved an invaluable aid in providing correc-
tive perspective, input, and information for
the game design process. The help we receive
from you, the gamer in the field, is much
more valuable, and much more appreciated,
than we — the few and the busy — have time
to express. My sincere thanks goes 10 my
blindtesters, b

Feedback on the game itself continues 1o
be enthusiastic and creative. As originally

composed, the game was well balanced, but
al the cost of onerous Union idiocy rules, 1
am a firm believer in the principle that a
player should have the ability to contrel his
own fate given a sufficiently competent
handling of his forces. If such able handling
is nullified by a die roll that undoes all his ef-
forts, how can he be credited for a good or
bad performance? Indeed, how can he be
blamed for giving up in disgust?

Therefore, we have removed the old
system of rolling to determine which of Fre-
mont’s brigades can evade his restrictive
deployment and attack individually. And we
have removed the die rolling to see how long
such a brigade can attack before Fremont
recalls it. Fremont is now given an initial
command level which allows him 10 commit
up to two brigades at a time to attacking
Ewell. For each Confederale brigade which
loses BCE, Fremont's command level is in-
creased by a brigade. For each Union brigade
in Fremont’s command (counting Blenker's
Division, he had seven brigades) which loses
BCE, Fremont’s command level is reduced
by one brigade.

The net effect is to allow the Union
player the potential 1o commit all of his huge
force if his initial efforts are successful, but
to practically nullify him in the Cross Keys
area if he is initially worsted. Fremont's
remarkable timidity is thus simulated
without trapping the Union player into an in-
evitable historical outcome,

Why have the idiot rules at all? Simply
put, had Fremont vigorously committed his
whole force 1o a determined attack on
Ewell’s division at Cross Keys, the Valley Ar-
my would have been decisively defeated. In
game terms, JATC would become a Union
cakewalk.

On the Port Republic front, a combina-
tion of new victory conditions and a
reinstated Union ability to burn the bridge
over the North River have presented the
Union player with some very challenging op-
tions, He can either commit his small force to
laking Port Republic at the very outset of the
game and try to hang on until sunset, or he
can fall back to the Lewiston Mansion and
prepare 1o repulse the inevitable Confederate
Counterattack. Caught beiween these two
Union pincers, the Confederate player must
make critical decisions as to whom to sirike
first, and with how much.

We have introduced a rule which allows
for considerable Confederate redeployment
during the first night. Though appreciably
outnumbered and strategically embarrassed,
an inspired Confederate plaver can use his
superior mobility to wreak most Jackson-like
execution on an unsuspecting Union player.

Further work is still required in some
areas of the Exclusive Rules. The artillery
bonus initially granted 1o Jackson's artillery
needs to be re-examined as it may be based
on a false premise. The retreat rules require
expansion, and | am still looking for further
ways to spice up the victory conditions.
JATC has proved to be a real challenge to me
as a developer. The tactical situation was ab-
solutely fascinating, and the strategic im-
plications of the battle were enormous, The
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subtleties af all the potential that was never
realized in the historical outcome need 1o be
captured in detail, and developed as player
options, while still doing justice o the
brilliance and blunder which actually ruled
the field. This is a challenge we will do our
damnedest to meet. Bruce 8. Maxwell

Corinth

The development of this game is pro-
ceeding at a good pace. Richard Berg and 1
are working closely together on the game,
and the blend of his and my ideas will make
for a good game [ feel. The blindtesiers have
been reporting over the past month, and all
of them like the game, However, a tendency
for the Confederates 1o be beaten on the first
day is being demonstrated. Rich and 1 are
working out a simple method of preventing
this or making it less likely. In short, we arein
the balancing stage of development, and 1
foresee no problems, Eric Smith

=
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Who Was That Game Company
1 Saw You With Last Night?

Sometime in the near future, you may be
bemused by the sight of a new Avalon Hill
game called Panzergruppe Guderian or Free-
dom in the Galaxy or even Frederick the
Great. Didn't SPI do those, vou might say to
vourself. Well, of course we did. But we
recently sold the rights to five existing SPI
games (the three mentioned plus Panzerdr-
mee Afrika and Conguistador), to Avalon
Hill. This may shock some of you who are re-
latively recent fans of SPI, but it's really
nothing so new,

Several years ago we did PanzerBlirz for
Avalon Hill (their bestselling wargame) and
subsequently sold them France 40 (which ap-
peared first in S&T). Avalon Hill can
repackage, and sell successfully, SPI games
simply because Avalon Hill has a broader
distribution net than SP1 and can expose the
games to many buvers that would otherwise
not see them,

So far as the particulars of the arrange-
ment, both AH and SPI are happy with the
arms-length deal they concluded and con-
tinue as friendly business rivals. SPI is
especially happy because a number of the
games sold are good candidates for the wider
exposure they'll get (particularly Freedom in
the Galoxy). Since the relationship is an
author (SPI}/publisher (AH) sort of arrange-
ment both parties have a mutual interest in
seeing that the games do well in their re-
release, Redmond

Antietam

Back in September of 1979, SPI released
Richard Berg's game Bloody April. Richard
was ready to follow the release of that game
with yet another TSS-system game on the
battle of Antietam. The Anfietam design was
shelved for the indefinite future because SPIL
decided to-produce small games in one-inch
boxes, Part of this switch in direction led to
the creation of the Great Battles of the Amer-
ican Civil War series which would allow for
standardization of the TS5 system and crea-
tion of a set of smaller, more playable games,

Anrtietam was briefly resurrected in the
summer of 1980 so that a study could be
made of what change was necessary in order
to bring it into line with the Great Battles
Standard Rules. The prognosis: massive re-
design. Anfiefam was shelved for a second
time. A vear has passed, but now the game is
well on its way to being published.

In the fall of 1980, I wasin the process of
choosing which three games to publish in the
CGreat Battles system for Origins 1. Part of
the reason | was so enthusiatic about Richard
Berg's Corinth design was that [ knew that it
was very similar to Anrieram in design, Thus

by developing the smaller Corinth design, 1
would beabletogain a big start on.Antietam.

Currently | am beginning the develop-
ment of Antietam. [ will be using the melee
initiation mechanics originally designed for
Antietam, which appeared first in Corinth,
as well as the Corinth BCE, rapid-fire, and
cavalry rules. Anrefam originally had the old
Bloody April Tatigue system which 1 had so
hated as a tester of the game, Richard and |
both agree that the Corinth BCE rule is a bet-
ter solution than fatigue.

I must personally disagree with Eric
Goldberg in his Forward Observer column
last issue; [ find the newer Great Battles sys-
tem more playable and more fun than the
original T55 game system, To insure this 1 am
streamlining all the cumbersome command
mechanies of the initial Antietam design to
bring them into line with the Great Battles
command rules. In addition, 1 am making
several dirty rules optional, and most impor-
tantly, I am revising the artillery ammunition
rules. Mo longer will players have to comb
their OB's in search of a battery to mark off
one ammao box. [ am designing a simple sys-
tem that still allows batteries to run out of
ammo but the players do not keep track of
each round fired. | am also using homogene-
ous gun types in each battery. The rules will
list the exact gun types in each battery for
those players who want absolute accuracy
and are willing to spend the time to figure out
the fire strength of mixed batieries.

Antietam will consist of two full-size
maps, 300 combat counters, a 32-page ex-
clusive rules book (with lots of illustrations),
a standard rules book, and a 4-inch box with
two counter trays. The exclusive rules will
most likely contain a center pull-out section
with scenario set-ups in it.

The game will feature several scenarios.,
Antietam is a battle that doesn't make for
gasy scenario formulation because of the way
the battle was fought. I hope to have a small
scenario using only a part of one map so that
players can learn the game system without
spending hours setting the game up. Also in-
cluded will be as many scenarios as my blind-
test groups and 1 can devise, | foresee at least
four scenarios in addition to the full cam-
paign game. The campaign game will be
broken down into three versions, as was done
in Corinth, The first version will be the
historical game which covers the historical
Union corps commitments. Historically, the
Union attacked piecemeal, one corps after
another. Had they attacked all at once, the
entire Confederate Army would have been
destroyed (they were outnumbered two-to-
one). However, George McClellan was in
command and Lee knew he would not press
the battle in the right way — that is, all out.
Had there been another Union commander,
there would not have been an Antietam,
simply because Lee wouldn't have stopped to
engage in battle.

Version two will allow variation in the
historical corps committment so that neither
player knows the exact Game-Turn a corps
will be activated. Finally, there will be a ver-
sion in which the Union commander will be

able to attempt to commit his corps as he sees
fit by expending McClellan's Commitment
Points. Commitment is still not automatic but
this will allow the Union player to try
strategies very different from those used
historically,

We are currently testing the Union corps
commitment rules, using the original Blue
and Gray system Antietam game. Instead of
using the unit movement restrictions in that
game, we are using the new Antietam corps
commitment rules. Thus, it is possible to test
these rules over and over in only a fraction of
the time it takes to play A ntietam with its 800
counters!

I would like to thank several people
who have been a great help over the past six
months in getting Corinth, Cedar Mountain,
and Jackson at the Crossroads into print.
First, I would like to thank Jim Bowman and
Dr. David Martin for their amazingly
thorough research on Antietam, Jackson,
and Caorinth. Further [ would like to thank
all the blindtesters with special thanks to:
William Spitz, Gerald Lientz, John McBride
and Richard Dorr for help on Corinth; Bruce
Shelly and Anthony Williams for help on
Jackson; and Doug Barton for help on Cedar
Mountain. Special thanks to Andy Eiler for
his constant help in the testing done here at
SP1 on all three games.

In the last issue of MOVES, there wasan
article by Pete Bartam on the Great Battles
series. 1 would like to reply 1o some of the
points he made.

I agree with Pete’s opinions in the quali-
1y of the game maps. Pea Ridge does have the
best, but the new Jackson and Corinth maps
should be tied for second place. The exclu-
sive rules of the games printed so far dohavea
remarkable range of new ideas. However, un-
like Pete, I think this is a plus. The system has
not really been standardized across the board
because people keep coming up with ideas
which are superior to the ones that have gone
before, Therefore, the exclusive rules will
continue to exhibit new concepts. Actually,
Pete recommends several new rules of his
own; 50 far the Great Battles series has been
an excellent forum for the debate of such
ideas. For example, in Cedar Mountain, Cor-
inth and JSackson the range effects chart has
been completely restructured for rifled ar-
tillery. The values of these guns have changed
all across the board. | am still in the process
of rethinking the artillery strengths for use in
Antietam. It is quite possible that other
weapons values will be altered in that game.

Pete begs for some sort of advance after
combat mechanic for units whose fire causes
a regiment to rout. This is a perfect example
of a great new idea which, believe it or not,
has never been brought to my attention. I
would like to request MO VES readers to help
me evaluate this idea. Following is a rule [ am
considering adding to Antietam; use it while
playing any of the Great Battles games and
let me know its effects and whether or not
you think it is a valid rule. Please cite specific
incidents where the rule came into effect; in-
clude a self-addressed envelope if you want


Russell Gifford
Note
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Column ends with "me to reply and always indicate the game in which you use the rule. The preliminary rule may or may not be the final version depending on the blindtesting results MOVES readers send in. 
[This rule is listed in my errata sheets. - Russ] 


Burnsiding Our Bridges Behind (=
Us, or the Ford Was a Better
Idea... Ruminations on Antietam

The most fortunate aspect of Antietam
{the umpteenth, but current, working title
for our new T5S-system game on Sharps-
burg/Antietam| is that it began design as we
were finishing work on Bloody Aprif. This

frantirwed on page 20


Russell Gifford
Note
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rmeant, among other things, that the mem-
ary of the latter was fresh in my mind. | could
gauge instantly the public reaction to many
of the changes made to 755 in Bloody April,
which is why most players will find Anteram
closer to TS5 than to 84 — at least in feel,

As with any game — especially of this
size — | stanted work with the map. We are
now in our fourth working version of the
game-map, and each one is quite different
from its predecessor. My initial version was
done solely because {al | always do the map
first, and (bl | neaded a map to get a decent
idea of the initial dispositions. Therefore, |
simply grabbed Old Unreliable, The West
Paint Mifitary Atfas lit's truly amazing how
inacourate all those maps arel, and dashed off
& quickie. Well, at least the creek was in the
right place.

The second tand initial playtest) version
of the map was done when | finally got the
official Antietarm Park version of the bat-
tlefield, known as the Bowlby map. This is
quite a good bird's-eye view of the field, giv-
ing all the terrain detail you could possibly
want, except for one thing — elevation. For
that | had to await the pleasure of the Nation-
al Archives, which eventually sent us the
series of 14 maps known as the Carman-
Cope maps. Aside from giving troop disposi-
tions for almost every important period of
the battle, the Carman-Cope maps also have
elevation lines at 10-fool intervals.

The result was map three, drawn in the
ume-honored TS5 style you're all familiar
with. Unfortunately, it looked like a spider’s
idea of heaven, and the line of sight argu-
ments were gatting to be a bit insane. The
result was that, after several conversations
with my developer, Eric Smith, | decided 1o
bite the bullet and adopt the elevation ap-
proach as used in Pea Ridge and in my own
Corinth design. | have no idea what color
scheme Redmond will choose, but the play-
test map is quite attractive and provides the
player with an exceptionally accessible view
of the field.

The other main problem prior to design
is that of OB, and in that area Antietam is
more of a problem than either of its prede-
cessors, While Gettysburg (TS5] and Shiloh
[8A) have (relatively) abundant infarmation,
Antietam is missing such data. So again the
call went out to our Mumbers Man, the emi-
nent Dr. David Martin, and, again, he came
through with flving colors. He researched
every unit for strength and weaponry and
provided us with a listing of each unit, com-
plete with the sources used for strength, plus
some invaluable side notes.

Three times the list was revised as new
information came to light, the most valuable
being the uncovering of the unprinted Car-
man manuscript on the battle, which provid-
ed us with many Confederate regimental
strengths hitherto unavailable. It was thru
Dr. Martin that we discovered the presence
of the Union sharpshooter units with tele-
scopic rifles. Granted, most regiments did
not have specific information in this area, so
that educated guessing from previous and
subsequent battles was widely used. In the
main, however, the numerical strengths and
weaponry is probably the most acourate ever

dona, and i1s thoroughness even startled the
histarians at the park when they were shown
an updated version!

For morale levels — which are more im-
portant in Antigtam than in any prévious
TS5 game — | relied on another old re-
searcher and friend, Jim Bowman. His com-
pilations of unit histories was again in-
valuable, especially in noting the “green”
units. Morale is often a difficult area 1o
assess, especially given the relative worth of
both armies, and | often gave the Confeder-
ate units the benefit of the doubt — especial-
Iy where it seemed to need it or history more
or less dermanded i1

A quick look at the numerical strengths
let me know right away that the old 100-men-
per point Scale was not going to work with
Antietam. The Contederates alone had over
10 regiments with strengths lower than 50 —
some as low as 18 to 20! There were also a
large number of units with strengths of 130
1o 140, which meant that if | used the 100
scale there would be a major discrepency in
relative overall strengths betweean the two ar-
rmies. The obwvious decison was to go to
50-men-per-peint. This seems simple
encugh, but the havoco it wrought within the
system s still being straightened out

The obvious and immediate changes
ware to the CRT's. With losses affecting
smaller groups, the 1-6 die-roll was no langer
adequate to handle the scale; therefore, the
CRT was changed to a 2-12 die-roll. The
stacking and density charts underwent mi-
nor ravisions, and a series of completely
new, if minor, rules were implemented. And
then we were ready to start work,

It"s hard to remember exactly what hap-
pened in what sequence, as designing a
game often entails keeping track land oftan-
times forgetting) many details, so | have set
dawn the changes not so much aswhen they
happened, but more or less in order of how
they appear in the game.

Many of the changes brought about in
Bloody April were either not working or in
some disfavor, and most of this had to do
with the record-keeping aspect of 8A. It was
obvious that | would have to do some re-
thinking in this area.

Most of the testing work has concen-
trated on the adjustments | made to the fire
combat portion of the rules. As TSS players
know, the Fire CRT of that game is unmer-
cifully bloody. In Blocdy Apri we reduced
losses on the CRT quite a bit, and in An-
rigtarn we have reduced actual casualty
losses even further (by about 25-30% 1), Ter-
rain in 84 helped keep losses down much
further than the CRT would normally indi-
cate, but there was no such cover at Sharps-
burg. We therefore found that the opening
hours of the battle, which were a head-on,
massive meeting engagement, produced a
horrendous number of dead and wounded.
Granted 12,000+ casualties were actually
taken during the first four hours of the real
battle, but our nurmbers were [ust too much.

Concomitant with the changes in fire
came a change in the ammo rules. Gone,
you'll be glad to know, Is the excessive book-
keeping of B4, Ammo depletion is by ran-
dom die-roll, as with TS5, although the sup-
ply wagons have a limited capability in resup-
plying small-arms ammunition. Battery fireis

by rounds, using a simple system that does
require a small amount of bookkeeping (but
was determined to be quite acceptable by
the testersl. The amount of ammunition
available to both sides /s limited, although it
should be adequate for a well-supervised
battle. Rapid-fire is still available, but it is
limited 1o grapeshot (anti-personnall now.

Another area that underwent consider-
able overhaul in terms of effect, if not actual
rules, is melee, Again taking the suggestions
of many gamers, | tied in the ability to meles
and retreat before melea with a unit's morale
The good morale units now assume major
importance in the battle as few players will
attempt 10 melea or stand with units of low
ar unproven maorale. They simply will raraly
function as you wish them to. This change
forces the players to plan in advance to a
much greater extent than ever before with
the 755 system,

The major addition to Anreram, in
terms of rules indigenous to the specifc bat-
tle, is the Union Commitment rule. The nead
for this arose not from the conduct of the
battle but from the “why and wherefore” of
the battle. Quite simply, if MeClellan had not
been in command of the Union Army, Lea
would not have stocod at Sharpsburg; he
would have returned across the Potomac.
But Lee knew McClellan, and he knaw that
with McClellan in command he (Lee) stood a
good chance of defeating the Union in a de-
fensive battle. Ultimately, although his
reasoning was sound, the result failed 1o
bear Lee out, mostly because of the poor
state of his troops. Howaver, the major por-
tion of the blame for the Union's fatlure 1o
thoroughly shatter the Army of Northern Vir-
ginia lays squarely on the shoulders of Little
Mac, the Union’s answer to Braxton Bragg.

McClellan had no idea what was going
on and he did even less about it. He waited,
he squandered, he commited piecemeal, he
tailed to inform his subordinates, he did
everything that was humanly possible to
stop a well-equipped army from defeating a
bedraggled force 45% of its size.

This is a situation that the designer has
to deal with: the result is the Union Commit-
ment rules. In essence, play is still left in
the hands of the gamers in that it is the
gamer that still decides what to do. How-
ever, the Union player must commit his
corps, and he can do this only at certain
(albeit plentifull times, MecClellan has a
number of comamit paints which he distrib-
utes {if he so wishes) amongst his corps
commanders. These points are added to
those of the corps commanders, producing a
total representing a die-rall maximum. Corps
are thus commited by die-roll as per the
points assigned them. Further adding to the
confusion is the fact that corps commanders
must then comrmit their divisions, although
this is much easier to do.

Finally, we have the Burnside-Cox prob-
lemn, in which both of these non-estimahle
men wera having a personality conflict which
delayed the transmission of any arders to the
IX Corps. So far, the simulation of this aspect
of the batile has been quite satisfactory; it
has also kept the Confederate player in the
game — nomean feat!

Other added fillips are new cavalry
charge rules, some optional items such as

feonrrinued on page 54/



OUTGODING MAIL feontimued from page 20/

bees and infantry armed with captured naval
artillery,

Antietam represents yet another step —
hopefully forward — in the evolution of this
popular battle-level game system. The main
reason for T55's popularity is, so | have felt,
its playability, and to this end | have tried to
keep playability uppermost in designing and
redesigning . Each battle has its own unique
problems. With Shiloh it was terrain and sur-
prise; al Antietam it's command and survi-
val. As befits its history, Antietam is a bloody
game, a battle in which both players are truly
trying 1o destroy each other in terms of man-
power. 30 far it has also turned out to be a
remarkably tense game as the Confederate
player shifts brigade after brigade in an effort
to keep his sagging line from collapsing, try-
ing 1o keep one step ahead of the Union
player, who is valiantly trying to get as much
of his immense force in play as he can, only
to see division alter division destroyed by ter-
rible charges and bloody, toe-to-toe
firefights. It is somewhal sobering to realize
and appreciate the horrifying immensity of
the loss in human life at Antietam, the
bloodiest day in US military history. Hopeful-
Iy, Antietarn will shed some light on the
reasons behind and about the battle, and
that appreciation will become even greater.

Richard Berg
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at the Crossroads

The Battle of

(Corinth

Two important battles that affected the course of the
Civil War have been combined in one package! Jack-
son af the Crossroads simulates the batiles of Cross
Keys and Port Republic on June 8-9, 1862 in which the
Valley Army successfully defeated two encircling
Union armies. The Battfe of Corinth recreates the des-
perate October 3-4, 1862 sneak attack by the Confed-
erate Army of the Trans-Mississippi to retake the vital
railroad juncture of Corinth. Both games use the
Great Battles of the American Civil War Series stand-
ard rules, which cover melee attack, small-arms and
artillery fire, cavalry charges, and the effects of leader-
ship. Each game has a 16-page booklet of exclusive
rules to cover the unique features of each battle and an
historical article about each event. The game includes
two 227x 34" maps, 800 cardboard counters (200
counters per game plus 400 common markers), Stand-
ard Rules and Exclusive Rules booklets, and various
playing aids.

Section of Jackson ar the Crossroads game map,

Available for $25
in retail outlets
nationwide
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} North H_

Brif --p.
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Terrible Swift
Sword: $25.00

Bloody April: $25.00

Drive on
Washington: $10.00




Antietam and a Defense of Alamo E

In last issue | wrote both a progress re-
port on Anfieram and an article on Cedar
Moaountain, In Redmond’s introductory blurb
to my article, he accuses me of designing a
game on the Alamo in which the Texans can-
not win. To make it worse he accuses me of
being a fellow traveller in Yankeedom. It's ¢
not true! The Texans can win RAS (rhymes
with Jazz). All they need do is destroy several
hundred Mexican troops in the first twenty-
five minutes of the battle and the assault is
over. They can win the war by rolling success-
fully on the Continued Siege Table. Admit-
tedly it is a rare occurrence, but it is possible,
As for a Texan like me plotting how 1o win
with the Union Army, hey, the Yanks need all
the help they can get in Cedar Mounrain (and
in most other battles of the war too). Hope |
haven't caused you any trouble, Redmond!

We are very far into the testing of the
campaign game version of Anrietam. We are
testing two games simultaneously — one on
Friday night and the other during week
nights. The entire mechanics of the game is
now set and testing is aimed towards cover-
ing loopholes (always a difficult task) and
testing the Union Commitment System. 1


Russell Gifford
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have redesigned Richard’s original commit-
ment system completely. Mow instead of
Union corps commitment being based on a
die roll it is based on a chit pick. Each Union
corps commander is given a rating from 1 to
6. These ratings are the number of Commit-
ment Chits the Union player puts in a cup for
that corps. He then adds a number of chits to
the cup to bring the chit total to 10. Thus,
Hooker's cup contains 6 Commitment Chits
and 4 “blanks.” McClellan is represented in
the game by three McClellan Chits in each of
three corps cups (there are seven in all), He
then reduces the number of “blanks™ in each
cup in which he placed a McClellan Chit by
the number listed on the Chit. If he then
picks a Commitment Chit or the McClellan
Chit, the corps is committed, Chiis are not
put back in a cup once drawn,

Joe Reiser and Justin Leites are far into
a campaign game of A ntietan which they are
playing almost nightly. Their game is going
very well and is very tense at this writng. Jus-
tin is the Union and it was his strategy to at-
tempt to activate Hooker, Sumner and Burn-
side with his three MeClellan Chits. He put
the 0" in Hooker's cup, the *1" in
Sumner's and the “2" in Burnside's, On
Game-Turn One he picked a Commitment
Chit from Hooker's cup thus activating his
corps. His other two draws were blanks leav-
ing Burnside and Sumner uncommitted. Jus-
tin decided to pull Hooker back since he was
not attempting to commit Mansfield. Hook-
er is very far forward and his flanks are un-
supported without Mansfield. On Game-
Turn Two Justin picked the 1" Chit from
Sumner’s cup indicating that the corps was
activated but that there was a one Game-

Turn delay (leave it to McClellan...). His
other two picks ended in blanks. Hooker
continued to fall back but Joe saw that no
other Union corps were moving so he struck
Hooker with Jackson’s entire corps. On
Game-Turn Three Sumner was committed
and began to move up the center across the
middle bridge.

The Union picks only once per hour
after the first two turns, By Game-Turn Four
Hooker was hotly engaged with Hood, D.H.
Hill, J.R. Jones and half the other divisions
of the Confederate army. Sumner is not
located such that he can help Hooker. On
Game-Turn Five Justin placed the “1" chit in
Mansfield's cup and then drew it right out,
thus commiting the corps. What luck! How-
ever, by the time Mansfield managed to ar-
rive on Hooker's left flank it was too late.
Hooker had been withdrawn because of too
many casualties, One positve note for Hook-
er was that he wiped out Hood's entire divi-
sion in a single Game-Turn with massed ar-
tillery fire at a range of one hex. Joe had got-
ten a little too rash in his pursuit of Hooker.

A lull came over the game. Both Justin
and Joe waited for the other to make the next
move. A massive artillery duel broke out be-
tween the Union ¥V Corps artillery reserve
and the batteries of Longsireets’s Corps.
Finally on Game-Turn Nine Burnside was
committed.

Justin began a push with Mansfield on
the Union right, Sumner in the center and
Burnside on the leffiIn the center he did well,
badly smashing Rode’s brigade and Man-
ning's brigade. Joe was taken aback by the
early arrival of Burnside and sent Fitz Lee's
cavalry across Antietam Creek to slow down

Burnside. Smoothbore Napoleons and rifled
muskets at point blank range slaughtered the
cavalry and two regiments surrendered.
Burnside was slowed just long enough for
McLaw’s and Anderson’s divisions, rein-
forcements from Harper's Ferry, 1o arrive on
the scene to stop Burnside. Thus, the batle
stands. The Confederates have dealt our
maore punishment than they have received
but now heold a long, thin line. The Union has
lost Hooker, both Sumner and Burnside each
have at least one division which is damaged,
and Mansfield is in serious trouble unless he
can link up with Sumner,

Aniietam is wrning out (o be the best
grand tactical game I've ever seen, much less
worked on. This is because the game has a lot
of operational strategy. It does not merely
depend on closing with the enemy and firing
away until one side drops. This game calls for
planning and is very tense and balanced, The
Union has the manpower but the Confeder-
ates have the terrain and leadership. In Terri-
ble Swift Sword the reinforcement schedule
determined the strategy of the game, in An-
fietam it's the players. Eric Smith
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Editor's Addendum

The author of the article *Super TaskForce™ in
MOVES 57 was mistakenly listed as Charles
Kamp. Thecorrect nameis Charles T. Kamps, Jr.
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Antietam

We have started yet another campaign
game of Antietam. The last game ended in a
Union disgrace as Burnside flung himself in-
1o the maw of D.R, Jones and Sumner was
sent to heaven by the Confederate artillery
he valiantly charged. With this glorious vic-
tory, their second in a row, my Confederate
testers have issued the following bulleting

Attention All Would-Be Challengers!

We, Joseph Reiser and Justin Leites, hereby
proclaim ourselves to be the best of all possi-
ble Antietam teams. We challenge anyone to
a campaign game and we will relinguish our
title only when beaten. The challenger has
choice of sides.

Once the game is in print, | heartily re-
commend that some of you in the New Yark
area 1ake them up on their hoast. You can
write me at SPl and I'll forward your chal-
lenge to Justin and Joe.

The game we are currently playing is
starting off well for the Union. Justin and
Joe are the Confederates as usual, but this
time the Union testers, Clayton Smith and
Andy Eiler, have them on the ropes. It looks
like a probable Union breakthrough will oc-
cur on the Confederate left flank near the
sunken road. The Union has committed Hook-
er, Mansfield and Sumner, and all three corps
are making a concerted, simultaneous attack
— something McClellan never managed to
do. The results so far have been good. The
Confederates are dealing out a lot of punish-
ment, but the Union attack is stretching their
lines to the breaking point. The Confederates
have no reserves, which in Angietam is a
desperate situation to be in. Andy informs
me that during the next two turns he expects
to break through and destroy D.H. Hill's Divi-
sion which i1s anchored on the sunken road,
Allin all, this looks to be the best test of the
game we have had thus far. Antietam is a
game where experience and expertise are nec-
essary in carrying out one's plans. Other-
wise, the battle tends to chaos, with the
Confederates coming out on top.


Russell Gifford
Note
­S&T #89, November/December 1981
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The game is fimshed for all intents and
purposes. We are testing now to even the
balance and to cover an occasional loophole
which arises. Andietam will include several
scenarios, which are being tested out of
house by blindtest groups. Look for this one
in the late spring. Eric Lee Smith
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The Battle
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BUYER'S GUIDE FOR
JACKSON/CORINTH

Age Range: 12 years to adull
Number of Players: 2
(Suitable for solitaire play)

Average Playing Time: 4 10 10 hours
Complexity Rating: High (6.8)

For purposes of comparison, Monopoly is
considered to have a complexity rating

of 2.34.

of

Twao important battles that affecied the course of the
Civil War have been combined in one package!
Jackson at the Crossroads simulates the battles of
Cross Keys and Port Republic on June 8-9, 1862 in
which the Valley Army successfully defeated two en-
circling Union armics. The Barrle of Corinth recreates
the desperate October 3-4, 1862 sneak attack by the
Confederate Army of the Trans-Mississippi to retake
the vital railroad juncture of Corinth. Both games use
the Greal Bartles of the American Civil War Series
standard rules, which cover melee attack, small-arms
and artillery fire, cavalry charges, and the effects of
leadership. Each game has a 16-page booklet of ex-
clusive rules to cover the unique features of each bat-
tle and an historical article about each event. The
game include two 22" x 34" maps, 800 cardboard
counters (200 counters per game plus 400 common
markers), Standard Rules and Exclusive Rules book-
lets, and various playing aids,
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