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Korea

by Stan Fishman

KOREA is one of the move interesting
T$Cu published, It is actually four
games, each one presenting the pamér
with a completely differént situation.
Game One covers the North Xorean invae
sion of South Korea, as well as the U.5.
intepvention and amphlblou& assaunlt.
Same Two. covers the Chinese intervention.
Game Three beging at the point thie Chi~
nase offensive petered out and ends at
the time.the Chingse built an impregna-
ble (to the U.N. forcesl) trench system.
Game Four is the campaign game which
+ties all the other ganies togethen.

In genepral, KOREA is a good "game," pro-.
vxdlng the player with most of the same
options and problems present in the ac-
tual campalgn. However, there are a

few holes in KOREA, and that's where
this artmcle comas in. It iz -.an attempt
to describe the more important factors
in the Xorean War, and how these factors
‘are represented, br could be represented
in KOREA. Ircluded is a discussion of
the mechanics of KOREA.

THE FIGHTING FORCLS

THE NORTH KOREAN PLOPLES
In June, 1950, the NKPA e
trained and well~equlppeh.
were Russian :of 194u-u4b le?ag
good condition, and weii m ;
This included a large apount ot
lery, as well as mortars., Nafﬂ}ﬂﬁﬁﬁﬂa
and . individual weapons. Quite effective
were 150 T-34/85 tanks for the simple
peason that the ROK (Republic of Korea}
had no weapon. capable wf stopping Them.

The NKPA was made np mainly of Korean
_peasants, used to the terrain and cli-
mate, inuréd to hardship and well-
dlsclpllned. Abput 30% of the NKPA con-
gistad of Kopeans -who had fcught for Mao
againgt the Wationalists. These vetep-
ans made dup ‘the Phard core" of the HKFA
as well as most of its officers ‘ajid near.
ly all of its noncoms. Thege itrobps
were completely devoted to Commanism,
The rest of the troops may not have been
guite as fanatical but they folght well
as lehg as they were well led. Férhaps
the best indication of the effective- -
.ness of the BEPA is the fact that in
late Pugust, 14550, it was able to lawnch
4 full-scale QifEﬂSlve agdinst a UN
forpe which had -a 2-1 superiority in
manpowsr.as well as & S5-b SUpEPlaDlty in
flrepower, not to méntion eomplete air
supériori ty. Tespité the fact thal

this offensive was. launche] agair DOBUATIE
of ‘the most eagy-to-defend teérrain in
the sorld, it came close to suscess o
sevaral oecasions.
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After the U.S. landing at Inch' O s ey
NKPA was shattered. HNzarly alil i

tanks and big guns were lost., But ihe
biggest loss was the fact that the

NKPA Hard core was nearly annibiilated.
this included most of the officers and
poncoms.  The NKFA never really racover-
ed from this loss and its effectiveness
was greatly reduced.

THE REPUBLIC OF KOREA (ROK) ARMY

The ROK army had poobr training and wovrse
eguipment., Thelr weapons were American:
M1 rifles, .30 cal. carbimes, lighi and
heavy .30 cal machine guhs, B0mm and

8 Lo mortars,.;lght bazookas, 37mm anti-
tank puns. They had no weapoh capable
of damaging the T-3%/A5 {except For

[ explogive charges, whizh had to be plac-

ed by hand betwzen the tank's treads to
be effectivel. They had no mines, no
racolléss rifles, no heavy mortars.
Their entire artillery consisted of &4
short-bareeled 105mm how1tzer9, which
wepre considerably inferior in range and
efficiency to the normal U.5, 105, OF
course, these guns had no drmorv-piercing
shells. Of the weapons they did have,
15% were useless (except the artillery.
They did have 27 armored cars, 35% of
whioh wgre unservicealile. As the war
Went on, ROK equipment was improved
somewhat, but not much.

1 the game. apg the

G were ucually re-
or the landowning
JTor their birth than
: ROE aomy Iought
weil eno¢gb wher tched against simi-
larly armed Horth Kerszans or Chineds

The exception o this was when the Chx—
nese entersd the war: the ROK had
theught the war over. and that they

fad wonr. The shock of the Chinese inter
vention was too much, Durding the First
waek of the great Chinesg offenzive, the
ROk army just faded away. Tha ROK army
had almost no veterans among them when
the war began. This situation did not
improve. much because of the high casu-
alty rate:. MNevertheless, the ROK army
boré, the brunt of the [ighting im the
WAL,

THE UNETLD STATES ABMY AND MARINL CORPE
Generally speaking, the Amerinans i

the best equipped tivops Lo Tip
¥orea, The excepticn to this 4
the firgt few weeks of the war
there wag a gritical shost
piercing shells, mach aqliig
Fastive, arel the only tanks
available were usseless ag
thege deficiencies were qui
Tiis wag frue even though 11
the vigtim of the bellief, «




tter wWorld War 11, that all wars would
w0 "t ohbotton" wars in which the foot
cldier would be little more useful than
the harse cavalry. The U.S. troops

‘ourht, essentially, with the weapons
they used in World War II. This inclu-
‘el a greal amount of artillery, which
was the most effective U.S. weapon. A
“Mincse intelligence pamphlet distribu-
ted to officers bl this to say concer-
ning American equipment and how it was
used: "The coordinated action of mor-
tars and tanks is an important factor.
Their rate of infantry fire is great and
the long range of that {ire is even
greater. Their transport system is mag-
nificent."

The U.85. troops who first fought in

Korea were probably the worst "regulars"
the U.S. ever fielded. The main reason
was, 4gain, the "pushbutton" war concept
which had come to pervade all training.
Thus, the training and indoctrination of
the ground forces was sketchy and incom-
plete, Discipline was lax, the troops
were in poor physical condition (in

the first few weeks of fighting, the
main cause of U.S. casualties was exhaus-
tion, though most of the fighting and
movement was on roads) few of the troops
were veterans, the great majority of
them being youths who had been lured
into the army by a variety of promises:
technical training, travel, etc. A few
had been drafted. WNobody had *c1: them
they would find themselves in itua
tion where they would Yave t
killed. The resuli o
parent when U.3. troog
Korea. Time after tin
threw away their woapons o -
attacked by enemy iorocs Laving a nu-
merical inferiority of 2-1. Sometimes
they retreated without any enemy pres-
sure at all. They abandoned their dead,
their weapons and their wounded. A
notable excertion to this was the ULS.
Marines who were up to their high World
War II standards. As the war went on,
and the troops gained experience, their
performance improved considerably.

UNITED NATIONS FORCES

All of the Allied contingents used U.S,
eqnipment except the British. British
eyuirrant was of 1945 vintage and good.
The troops these countries sent to Korea
were mostly professionals and represent-
2d the best their countries had to offer.
Thew wepe quite effective, and on the

‘2 performed better than many Ame=-

can Mnibe

ITHEST rOMMUNIST TURCLS (CCF)
mainly Russian,
me U.5. equipment and
= Wwearons. Thoneh the
“ranizged somewhat like

5 Paeft most of theip artil-

lery behind when they crossed the Yaluy.
In general, the Chinese «cpended more o
the physical toughness of their troops
and upon their fluid tacties than on
their weapons. One of the most serious
deficiencies the CCF had was the lack of
field radios. The CCF was forced to
signal their troops into position by use
of bugles an cymbals. Once the U.N.
forces had deciphered the signals, this
became a serious handicap.

Nearly all the Chinese troops were ve-
terans of the long years of fighting
against the Japanese and the National-
ists. They were extremely hardy, well-
trained and it is doubtful that any
force in history had better discipline.
Pitted against an enemy who had a large
superiority in firepower as well as com-
plete air superiority, they were able,
in their first offensive, to advance
more rapidly than the German panzers of
World War II. When superior U.N. fire-
power finally drove them back, they con-
structed a trench line which was 70
miles deep in some places and virtually
unbreachable.

TACTICS
NKPA

The basic NKPA offensive tactic was to
launch a frontal holding attack against
e U.N. troops, pressing them closely,
while turnine both U.N. flanks and in-
lightly armed troops to the
to cut off supplies and rein-
5. This tactic was highly ef-
calnst U.N. troops who were
s Lo estublish a firm and continu-
cur jactle line. When the U.N. did es-
tablish a strong battle line, as at the
Pusan Perimeter, the NKPA tried to mud-
dle through. Against the overwhelming
U.N. superiority in firepower, these
tactics were quite foolish, to say the
least. When defending, the NKPA dug in,
taking full advantage of the terrain,
and made the attacker fight for every
inch of ground. This type of defense
was hard to crack, but once borksn, it
was hard to reestablish.

BRI SRt

ROK

ROK tactics were quite similar to U.S.
tactics, the main differences being
that ROK commanders were more willing to
take casualties, the ROK army had much
less firepower, and the ROK troops were
poorly trained, often being 17itia more
than armed mobs.

1.5,

U.3. d=fensive tactiocs were basically
Lo pulverize the attacking snemy ‘roops
PN massed artillery , mertar and in-
fantry fire, as well as air strikes. If
hard pressed and in danger of beling cut
off, the Americans would vsu=11v




drawlng the enemy 1nto the face of the
U.S. air and artlllevy This was once
the troops had gotten some experience,
the first U.S. troops to enter Korea
being so inexperienced that it proved
almost impossible to exert any tactical
control over them. When attacking, the
Americans tried to bury the enemy troops
under a rain of bombs and shells, fol-
lowed with a slow and careful advance by
infantry, led by tanks when terrain per-
mitted. In both offense and defense,
the main concern of U.S5. commanders was
to take as few losses as possible while
inflicting as many casualties as the
former consideration allowed on the
enemy.

CCF

The CCF's offensive tactics were all
based on the following belief concern-
ing U.S. troops and, to a lesser extent,
ROK forces: "Cut off from the rear, they
abandon all their heavy weapons. Their
infantrymen are weak, afraid to die, and
have no courage to attack or defend.
They depend always on their planes,
tanks, artillery. They specialize in
day fighting. They are not familiar
with night fighting or hand-to-hand com-
bat. If defeated, they have no orderly
formation. Without the use of their
mortars, they become completely lost.
They are afraid when their rear is cut
off. When transportation comes to a
standstlll the infantry loses
to fight. Net a very flatteri
ture, but, with the excepfiwn o
U.S. Marines and most of t‘ ed o
tingents, a true one. Thi r~Lﬂg thie
case, the Chinese developed tactics to
exploit these weaknesses. They attacked
at night using Hachi-shiki, a "V" for-
mation which moved open-ended against

the enemy. Once the enemy was in the
mouth of the "V", it would close about
the U.N. forces, encircling it, while
other forces broke through to the rear,
engaging any forces that tried to aid
the encircled troops. A major aim of

the Chinese was to get in the enemy rear
tu cut the roads. These tactics were
highly efficient. When defending, the
CCF dug in, to put it mildly. The

trench line they built across Korea was
impenetrable, halting the last U.N.
offensive. A basic aim of the CCF was
to get as close to the enemy as possible-
the closer the better. When attacking,
CCF commanders preferred to have 4 nu=-
merical superiority of 4:1. They rare-
1y used more than that.

the

AIR ANT NAVAL ASFPECTD

letfore the Korean War was fought, it was
generally accepted thal alr power w
decisive: he who ruled the air would
rule the land as well. Thus, the USAF
received the most attention from the
Defense Daepartment in the form of the

best equipment, the most money, the
men and general top prierity as far o
the armed forces were concerned. When
the Korean War began, the JCS thought
that U.S. air power, alone, would be
able to stop the NKFA. When this failed
it was thought that all it would take to
stop the NKPA and launch a counter-at-
tack would be two U.S5. divisions, be-
cause of the "tremendous" advantage thev
would get from U.S. air superiority. It
actually took four U.S. divisions and
the ROK army, not to mention the Air
Force, to prevent the NKPA from taking
Pusan, and it was a near thing. When it
seemed that China might enter the war,
the military again depended on the Air
Force. MacArthur said: "Now that we
have bases for our air force in Korea,
if the Chinese try to get down to Pyong-
Yang there would be the greatest
slaughter." The result of this was the
worst defeat ever suffered by the U.S.
armed forces. Probably the most abject
failure of the USAF was the so-called
"Operation Strangle," which was an all-
out attempt by the USAF to cut the CCE's
supply lines. It failed completely,
though it reduced the flow of Communist
supplies by a small amount. On the
other hand, the USAF added greatly to
the firepower of the U.N. troops, forced
the enemy to move by night, provided
supplies to isclated U.S5. troops, and
prevented Communist planes from becoming
an effective Lactor. The constant bomb-
1ng of Ri‘ troops increased their casu-
ilttrie amrunt. However, the
fective in this re-

The Naval for the U.N. held com-
plete contic ! ' i1ie 3eas around Korea.
They conducted the Inch'on invasion and
their guns kept the Communists away from
the coast. Naval air power was also
very useful.

In summary, air and sea superiority were
very useful, but they were not enough,
not nearly enough. Korea also showed
that  human ingenuity can overcome tech-
nological superiority.

KOREA - THE GAME
MECHANTICS

The mechanics of KOREA are both simrler
and more time-consuming as [ar 4s muove-
ment is concerned. To amplify, KOREA is
based on a division/regiment scale. Di-
wisions break down into regiments;

CCF armies break down into divisions.
You may have no more than one unit or

hex. This saves you the trouble of
stantly looking under starks. Howe
you must break down ALL units t!

be broken down before you ~an

This consumes [ar too much

would be far simpler to ol

movement factor of the divicion ! -
count for the movement loss lnve i



wing a larps formation together. In
words, subtract one., A 10-3

A4 be a 10-2; a 10—4% would be a 14-3;
ete.  Combat ds unusual in that the de-
fender can chose which of the three com-
t-tables is. to bhe used { he cah choofe
+he most advantageous one only if en-
trenched or on favorable tervaink.
Losses are based on the number of regi-
ments destroyéd. There is no retreat
uniess the defender ‘chdoses a certain
tabke. Flguring out the supply rules

is 4 nightmare, but ‘once you have ddne
that, they fit in well with the rest of
the game.

REALIGH

In general, XOREA has done a good job of
providing the. ganer with mdgst of the

same optiops the origindl commanders had,

‘However, there are sgme hdles that
sheuld be Fiiled. One of these iz that
although the effectiveness of the 1.5,
Army, ROK Army and, to a lesser extent,
the HKPA varied a great deal in the
first year of fighting, no provision is
made for this in the game. The follow-
ing suggested rule. changes . for Game I
would help:

1. NEKPA Armor Rule: Any allied unit
attacke v NErd armor. during the first
three turns must use the pursaif CRT.
The combat factor of the NEPA arsoped
unit iz doubled whenever it attacks: in
wompany with NKPA infantry during the
first three turns. '

#. U.S. Road Dependence Ruleér If a
U.S. unif is attached at odds of 2:1

or more and has an enemy umit in its
rear o that the £irst hex into which
it moves is NOT a road hex, the pursuit’
.CRT is used and Red casualtles are NOT
gnubled.  Thig rule 1s in effect for
the first eight turns.

Anothey problem arises when the U.8.
player makes am amphibious invasion.
Obvigusly the bhest plane to make such

an invasien is Inchfen. In fact, it is
50 obudous that the Red player will usu-
-ally station encugh troaps in and aroung
Inch'on to make an invasion there im-
p0451bla. This is nout at all realistic
since everyone on bdth gides thought an
invasion there was impossible, with the
szception of MacArthur. The following
rule ghould help the situation:

tan Tnvasion Rule: The Red command-
have no more than one regiment in
whibvin enw hge of Inehlon unless UM
ire within Five hexes of Inch'ton.

: to take into account the
demaralization of the ROXK
- pealized that thina haa
This rile will simula~

ROK Demoralization Rule: On Turm #1 of
Game 1T, any EOK unit dttacked by CCF
forcés must use the pur"ult table unless
the. ROK unit attacked is adjdeent to a
1.5, unit.

Iuring the latter part of the year i5f
mehile warfare in Keorea, U.S. air and
artillery support was significantly iv-
creased and tacties were modified to
take advantape of this. The following
rule can be used to simulate this:

VYan Flest Load Rule: EBeginning on Turn
#11, Game L1LL, when the pursuit CRT is |
used by a non-Kopdan U.N. unit, the Red
furces receive the losses: they would get
in the meeting engagément cr pupsuit CRT
whichever is greater. U.N. losses ave
taken asg uaual.

So far I've. commeEnted on the fanwlts of
KORES. Howavér, KOREA'real}y‘gxbels

in several areas, notably in tactieal
options provided, which are guite real-
istia and very well done. The use of
naval upits adds to the playabzllty and
pealism of the game and i3 alse well
done.

A1l in all, KOREA is put together quite
well and is extremely interesting. T
pompares favordbly with other ISG6's.

BEIBLIOGRAPHY

The two maia téxts on which this article
iz pased were Leckis's CONFLICT: THE WAR
IN KOREA, and T.E. Favenbach's THIS
KIND OF WAR. Both wera very us seful and
informative, Futrellls THE UNITED
STATES aIR FORCE IN- KDREA have am infoe-
mative view of the air war and THE SEA

* WAR IN KOREA, by Cagle and Mansgon, was

also helpful
HPPENDIX
Principle Weapony
Communist

Riflest Soviet Carbine, 7.682mb and
~ misselléneous pypes. '

Submachiriegan: PPSh 4l

Automatic Wpn: Tokarev 7.62mm semi
antomatio rifle

Machineguns: several types of Soviet
LMGs, 7.6Zmmy the Uoryunov h&dvy
maghinegun

Morrars: Soviet 6lmm, 8Imm and 120mm ¥

Artillery: Soviet 122mm How; 7enm How.
F6mm field gun.

Tanks: Soviet T-3L4/85 medium tank

ULz,

Rillet cat. .30 M-1 (Garrand}d
Carbinsg: wal. .30 M-1
Submachinegan: oal, .45 M-3
Automatic Wpnt -cal. .30 Brivning
Automatic Ri¥le (BAF)




Machineguns: cal. .3Q; cal. .50

Mortars: 60mm, 8lmm, 4.2inch

Artillery: 105mm How; various other wpns

Tarks: M-24(Chaffee), M-41 (Walker Bull
Dog) light tanks; MUYA3IEB (Sherman);
M-26 (Pershing); Mu6,Mu7(Patton)
medium tanks.

% Cleverly enocugh, the Russian 6lmm and
g2mm mortars could fire U.S5. 60mm and 81
mm ammunition but, of course, the
reverse was not true.

In general, the CCF as well as the NKPA
used the mortar as their main support
weapon. Each CCF and NKPA company had a
platoon of 6lmm mortars; each battalion
had nine 82mm mortars. Both the CCF and
NKPA used the submachine gun and hand
grenade in preference to the rifle., At
first, the NKPA made extensive use of
artillery and tanks, but this was cur-
tailed by the vulnerability of both to
U.S. air and artillery.

Both the Communists and Allies used
weapons designed before, during or just
after World War II. However, a new use
for an old weapon was found in Korea.
This was the quad 50, an anti-aircraft
weapon rendered obsolete by the advent
of jet aircraft. It consisted ol K
figh velocity .50 cal. machineguns
mounted on a truck. In Korea it was
used as an antipersonnel weapon with
devastating results.

CASUALTIES (U.N.)

COUNTRY KIA MIA/WIA TOTAL
Australia 265 1,387 1,652
Belgium 97 355 452
Canada 309 1,235 1,544
Columbia 140 517 657
Ethiopia 120 536 B56
France 288 836 1,124
Greece 169 545 714
Netherlands 111 593 704
New Zealand 31 78 109
Philippines 92 356 )
ROK 415,004 428,568 843,572
Thailand 114 799 213
Turkey 717 2,413 3,130
u.s. 29,550 106,978 136,528
U.K. 670 2,692 3,362
TOTAL Lu7,697 547,904 995,601

TOTAL U.N. UNITS AT PEAK (APRIL,1951)

U.5.: All Army and Corps HQs., 7
infantry divisions, 1 marine divsion
U.K.: 2 inf. bde (5 bns); 2 arty rgts;

1 tk rgt

fznada: 1 bde (3 bns); 1 arty rgt; 1
tk rgt

Turkey: 1 inf bde (6,000 men)

Australia: 2 ini bns
Thailand:1 inl rgt (4,000 men)
Philippines: 1 inf rgt

France: 1 inf bn

Greece: 1 inf bn

New Zealand: 1 arty rgt

Netherlands: 1 inf bn
Columbia: 1 inf bn.
Belgium: 1 inf bn.
Ethiopia: 1 inf bn.
Luxembourg: 1 inf co.

CASUALTIES (Communist)

China 900,000
NKPA L) 520,000
TOTAL 1,420,000

[NOTE: This article was received pri-r
to T5G's revision ¢f KOREA which, as

those who have see th versirnz will
note, contains some : tantial chang:
Noneth« less, as the artl does give
some background and a people have
the old wversi®n than new and as, in

any event, some of the areas Mr. Fishman
touches upon have not been changed he-
tween the two versions, we thought it
worthwhile to print. Ed.]

A Line of Sight Method @
on Hexagonal Grids

By Paul F. Dubois

In tactical level games played on hexa-
gonal grids, a necessity has arisen to
determine line of sight with a problem
in how to do so. An external sglution
to the problem is to use a straight-
edge between the centers of two hexa-
gons tr determine which hex side the

"line of sight" passes through. This
has both prctical and philosophical
problems. avoid arguments and to

keep the game self-sufficient, we need
an ircn-clad, un-arguable method of de-
termining line of sight. The following
is a possible solution. It is couched
in precise language, but once learned,
it is a snap to use, even over large dis
tances.

To locate the line of sighit (LOS) be-
tween two hexes, called Xand Y, we first
proceed to determine the runge from X to
¥, that .is, the lowest number of hexes
one can traverse to go between them.

The paths from X to Y which are to be
acceptable as possible LUS paths muct
have exactly this shortest length. It
will be [ound that the hexes X and Y
determine uniquely a parallelogram,

with ¥ and Y at opposite corners, whose
perimeter is exactly twice the range.
A1l possible LOS paths lie inside Lhi
parallelogram, sc we focus our attention
solely on it.

By n we denote the number of hexagons on
the lenger side of the paral i

and by m the ber of hexes on

shorter side. Note n m, and n 2.

case of "¥ and ¥ adjacdent™ i

m=1.



We put a numbering grid on the parallel-
n, giving each hex a coordinate pair

} with r denoting the number of

=z from the X corner along the n side
| 5 the number of hexes in the m di-
ion up from the long side. To be
ise, X is (1,1) and Y is {n,m).
rount the first hex, to make things

Case I: m=1l. X and Y lie on a straight
line of hexes which is the only
LOS

Case II: n=m. The path must pass
through each of the hexes (r,r)
fer 1 v n. Thus, the LOS may
proceed from (1,) to (2,1) »r to
(1,2); then it must go to (Z,2),
etc. See the Multiple LOS rule,
below.

Case IIl: n=m*l. The only LOS is a zig-
zag path which proceeds (1,1) -
(2,1) - (2,2) - (3,2) - (3,3) -
(4,3) ete until it reaches (m,m)
- (m*l,m) = 7

Case IV: n=m+p,r 2.

An dacceptable path fer an LOS must pass
through each of the division points
given below, and must be an acceptable
LOZ path between those division points.
In other words, the division points
given below divide the parallelogram in-
to several smaller ones with common cor-
ners, and the LOS5 rules are applied over
and over until the sub-parallelograms
are omall enough to be covered by Cases
I, IT and III. An dcceptable path is
then one which goes from ¥ to ¥ in an
acceptable LO3 through each sub-paral-
lelogram. Examples are given below:

IVA: n,m both even CASE 1II
Division points: (1,1)- (n/2,
m/2) - (n/2+1, m/2+1) - (n,m)

IVB: n,m both even
Division points: (1,1)/2) -
{rn,m)

IVZ®: n odd, m even CASE I
Division points: (1,1) - (n+l)/2,
m/20=-(n/2+L,(m+L}/2)-{n,m)

n even, m odd
sivigion points: (1l,1)-(n/2,
(a+1)/2)=(n/2+1,(m+1)/2)-(n,m)

ltiple Line af Sight. L1 there are

ptable LUS paths, which can

.ﬁappen because of the choices possible
in Case II (or a Case II subparallelo-
gram arising from Case IV) then all such
paths must be considered, and if any one
path is obstructed to sight according
to the rules of the particular game,
tiuen the Line of Sight is obstructed.

EXAMPLES

See Fig. 1. AB illustrates line of sight
for Case I. BC shows the LOS paths in
Case III.

Fig. 2 shows several examples of Case IV.
The dots represent division points. X,Y
shows the case (4,2). X< shows the case
(5,2). XW shows the risze (6,3). HNote
that after the division points were
filled in, the path from X to the dot
marked by teh arrow as determined by
Case III and likewise on the other end.
Finally, XV demonstrates the LOS for the
case (5,3).

Great care must be taken to avoid Lase
IV mania. In this disease, the arfected
player applies Case IV where he should
be using Case 1II. The mosl commrn ex-
ample is the situation (4,3). The cor-
rect path for (4,3) is shown by XS.

The recursive use of Case 1V is shuwn
by YW, which is a (7,3} situati=

First, the division point f at (4,2}
found. Tie paths from Y to f and f:
f to W are (4,2) situations. To f{ind

them we apnly Case IV again, to 7i1]
these paths.



Note that the method'determines LOS: 31t
ie then up to the individual rules of
the particular game teo decide which hex
;sides block LOS. . ’

Ag & last illustration, we show In Fig.
3 2 piece X. We assume thdt the heavy
woods hexes blogk LOS.  On each hex 1s
marked ¥ or N; Y means that X can be
seen from that hex (i.e., the LIS is not
blocked} while N indicates that hex can-
not see X. The ? are fopr the reader to
Fill in. :

'Panzerblitz

va?ééﬂggsg BY Stew List

{It has been requested that a notation
be made to the effect that the following
have been discussed with Jim Dunnigan
and "generally approved" by him. Ed.l

PANZERBLITZ for the Panzers

45 the rules for PB state, the gameboard
"reprasents a varied sampling of typical
terrain in the Joviet Union.' But as
sach boabd is about 8% 2 1/% km, we
have &an area of only 50 sg km. In this
wWe find nine hills or plateaux, seven
villages, four swanpg, forty-nine patch-
es of forest, -30.5 km of streams or gul-
ligs, a large pond and geventeen dssort-
ad hillocks, razorbacks and ridges.
Varied seens an inadequate word, and
While this terrain may be typilcal of
some part of the USSR, it does not Te-
seitble the"endlegs steppe” the game's
designer often has referred to in vari-
ouz design notes and campaign analyses.
Herewith; then, I offer some modular
rules covering the effects of tervain on
movement and combat which will allow the
player to Yoover" far more ground with
the same mapboards,

It should be noted that The genaral ot~
fact of these rules, if all applied in
their sdPreme forms, would be fo reduce
tive hoard o @ Peatureless plain. This

is fine for JUTLAND and parsde
formations, but awfully boring
combat situation. A judicicus balance
should be sought. The suggested combi-
nations are an attempt to keep things in
bounds .,

FORESTS

,Gption A: Ignore them sntirely

B: Ignore the spotiing rule

@: Ignore green hex sidaes

n: Apply only movement restric-
T tions.

TOWNS

Ignore them pntirely

Ignore the spotting mule
Ignobe gray hex sides

Ignore effsots on combat

: Treat as plain hexes Tor move-
mernt purposes

Uption

SWAMPS:

Option At Ignore them entirsly
) B: Allow vehicle units to enter
at a cost of 6 MF; I hex per
turn For wagons and cavalny
€: Ag above, but reduce cost for
all vehisles but trucks to
3 MF.

HI1LLS

Qption A: Ignore them entirely, inclu-

ding adjavent slope hekes

B: Treat hilltép hexés ag if they
wers at ground level; i.e.
hills noy resemble crater
surrounded by ving wall

SLOPES:

Cption &: Ignore them entirely

Ignore brown hex. sides

: Neglect effects on movement

Neglect effects on combat

Treat slopes as Low Ubstacles:

i.e. units on slopes are una-

ble to trace -2 LOS through any

obstdcle

F: Empldy the Enfilade/Defilade
rule {seéa below)

migrm

GULLIES

Optich A:r Ignore them entirvely
B: Ignore &ffects on LOS
f: Ignure effects on movement
D: Friploy the Defilade/Enfilade
rule

MISCELLANEOUS

Uption A: Ignore roads
B: Reduce plain hex entrw mosi
for trucks to 1 MWF
£ Allow all Tnfantry ani
mave. 2 plain 3D

k3




PDEFILADE/ENTTLADE RULE

: These are assumed to be

more 11n= folds in the ground, rather
than steep-sided ditches; as a result
rediice the "exit cost" to 3 MF for
trucks and 1 MF for other elements.
Tements in a gully hex (includinﬁ
forid hexes) are considered to be "in
defilade;" e.g., tanks are "hull down'"
Because of this, A or I type units,
units using CAT, or H type units
firing at less than half range are
halved and have 1 added to their die
roll when attacking units in defilade.
Units in gullies cannot be overrun,
but can be fired at from any eleva-
tion.

L. Slopes: Units on slopes are in
defilade if they are behind a brown
hex side; i.e., if incoming fire must
cross a brown hex side. The effects
on attackers are the same as above,
Hote that this option.does not half
ittackers in general when firing at
units on slopes.

Enfilade
This is the converse of defilade,
which is the use of terrain for co-
ver. Defilade generally causes the
unit to deploy linearly, leaving it
open to "end on" fire, such as found
in {(non-hex) Gettysburg or "rrossing
the 'T' in naval games.

ATK

p enfilade

a. Gullies: A unit in a gully is
enfiladed when the attacker is in a
hex that the gulley " points toj"
i.e., where it cuts the hex side

45 in example. Use the hex side to-
ward tne attacker as a guide, unless
the gully ends in that hex, then use
only tne side cut by the gully. En-
ilading A, T or H type attackers

L ak le than half range) are

through a nan-
et oto a4 brown

z L 5
The eftacts on

Note: Defilade/Enfilade have no effect
on M type units or on H type units at at
least half range due to the higher tra-
jectories involved. Units using CAT
from an enfilading position are not
doubled. All halving and doubling due
to these rules is done before TEC and
WEC factoring.

The intent of these rules is to ease up
on some of the terrain etffects so that
the game board can be converted into
"tank country" where players can employ
pure tank units en masse , as was common
carlier in the war. Xeep in mind, how-
ever, that in the time frame of the game
the CGermans couldn't afford to employ
tanks in this manner due both to a lack
of tanks and more sophisticated Russian
tactics. At any rate, it takes more
skill to effectively employ a tank/in-
fantry team in close terrain than to
maneuver battleship-like formations over
a flat plain. Be that as it may, howe-
ver, the "largest tank battle of the war"
(situation 10) took place in the Ukraine
and not the Ardennes and the mapboard
should be made to reflect 5this.

Rule options for simulating the endless
steppe: Forest A; Towns A (or BED);
Swamps Aj; Hills A (or B); Slopes C,E&4F,
Gullies Dj; Misc A(B and/or C can be used
to refleet scil firmness and density of
grasses ando ther low growth)

For lightly wooded, rolling terrain,
Forests B; Towns any or none as desired;
Swamps A (or C); Hills B; Slopes C,EEF;

Gullies N{or A).

Waffen=-SS
Addendum |

Issue #26 of S&T ran an article on the
Waffen-88 and in listin = units to
which names had been assigned, noted
that three, Florian Geyer, Handschdr
and Kama, were of unknown origin. A
request was made that readers having
knowledge of these names and their ori-
gins, please furnish us with an explana-
ticn. We have received some responses
and, since the request wasn't solely
for the author's personal edificatien,
the following intormation is turnished,
courtesy, inter alia, Daniel il. Goet

and William T.inden

FLORIAN GEYLR (8. S3-Kavalleriedivision)
was a Franconian knight, born arcund
L490, who served Albrecht, Elector
Margrave ol Brindenburg, as an officer
and diplemst. 1In lhih ? AT e
-palled Blask Th 1
Baguerkriep (Fea
was evidently a bett

5
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cutnumbered.  Apparent!y he trded the

trick once too of ten, however, as he was
iinally Jdefeated and killed in battle.

HANDSCHAE (1+. Waffenrebivgsdivision
der 35 [Kroat. Nr. 11) is a tvpe ot
moslem seimitar. It should be noted
that Handschar, like Kama, was a moslem
unit. The livision symbol deplets such
A s,

KAMA remains a mystery. There is a
river by the same name in Russia but
tiie connection, if any, is not known.

GOTY VON LERLICHINGEN (L7. SS5-Panzer-
grenadierdivision) has been noted by
saveral people to have been an histori-
cal chavacter, as, in fact, he was. The
historical 48tz was born in Worms and,
like his contemporary, Gever, fought in
the Peasant's Wars, though with less
success, ending up spending a long time
in prison in Augsburg. He lost his arm
in battle and il was replaced with an
Lron v, whence 1lie division symbol.
Howsver, the article noted that Gdtz

was a creation of Goethe, a statement

to which several took exception. To be
more precise, G6tz was a creation of
Goethe in the same way that MacBeth was
a creation of Shakespere. Both were
historical characters but the plays
based on them have colored everyone's
knowledge concerning these people and
chocured, almost to non-czictanoo,

their historical existen n. G8Lz von
Berlichingen was Goethe's first dramatic
success and, in his lifetime, more popu-
lar than Faust. In the play, @8tz was
depicted as an earthy romantic and it is
Soethe who puts the famous remark to the
bishop in G&tz'mouth. If one thinks of
MacBeth, one thinks of Shakespere's cre-
ation. 30, too, when the Nazis thought
af Gdtz, they were thinking of Goethe's
creation. Tn effect, it is an interest-
ing example ot fiction outstripping

fact and ob ring it. The real Gtz
was rot pnearly oo colorful as Goethe
it him seem.

Airpower in Miniatures
Addendum

by Jay Richardson

dhen Jay Richardson's article on Airpow-
ar in Miniatures was published in the
SOTLEMENT, it contained an address for
Saindeg PALT RULES.  Howaver, between
Flas peeeip b oaf his article and its ap-
~awanee . that addpecs had apparently

Shaneed andd ingquipies were received as
+n whers the PAST RULIS might now be
sotmehaned,  YWe inquired of Mr, Richard-
~ar whe 'oenished us with the informa-
sian oas et gmoan addandum on oules for

st icte '.j

The only place you can now obtain a

of FAST RULLES 1s LOWRY®S UNBEIEES, I
price is 75¢ plus 10¢ postage and +!
address is: LOWRYS, P.0. Box 1123,
Evansville, Indiana 47713. The new pre-
sident of A0S is Mr. Dale Bley of 2729
Myrtle, Madison, Wisconsin 53704 and he
can give information concerning AOS to
anyone interested,

The raticvnale for the following addi-
tions/ revisions is as follows: wsin
the MGs mounted on the U5 tanks for the
tank commander were officially calledl
AA MiGs, you ought to have a chance to
use them as such. In bombing, I origi-
nally worked with the assumption that
gunfire was slightly more accurate than
bombing, which is true. What I forgot
is that gunfire is accurate through the
use of registering fire, adjusted by a
forward observer. When it comes to who
is more accurate, a dive bomber with one
bomb or a gun with one shell firing in-
directly, it is always the dive bomber.

ANTI-AIRCRAFT FIRE (addition)

TO HIT TO DESTROY
.30 cal 6 or less 3 or less
7.9 mm 6 or less 3 or less
.50 eal 5 or less 4 or less

BOMBING
Dive Bombers
To Hit To Destroy
Building 8 or less 1?2 or less

Tank 7 or less B8 or less
APC 7 or less 12 or less
Truck 7 or less 12 or less
Jeep/Small truck 7 or less 12 or less
88mm or larger gun 7 or less 12 or less
75mm or smaller gun & or less 12 or less
Men in 4" radius 8 or less 12 or less

Attack Bombers
(1' radius on all)
To Hit To Destroy

Building or less 12 or less
Tank or less 12 or less
APC or less 12 or lass
Truck or less 12 or less

Jeep/small truck
B3mm or larger gun
75mm or smaller gun
Men in 4" padius

or less 12 or less
or less 17 or lens
or less 12 or lens
or less 12 or less

RGN W W W

To Hit pena!tisgs:~l if target iz movi
2" or more

1¢ Destroy penalties:-2 il
in preapaved antrenci



Introduction
to Advanced Napoleonics

®

UY Fred Vietmeyer

The initial installment of this article
appeared in SET #25. This second in-
stallment, as well as the third, will
appear in the SUPPLEMENT [Ed.]

Having considered how to set up a Napo-
leonic battle, let us now consider
terrain objectives.

In order that the game does not degene-
rate into a pure combat-effectiveness
battle, the concepts of CE terrain and
CE objectives may be used.

Historically, a Napoleonic battle was of
two types:

1. '"Destroy the enemy," such as the
attacks by Napoleon upon the Russians
at Friedland or Borodino. These were
pure Combat Effectiveness, meat-grinder
battles.

2. "Capture that terrain," alternately
known as "hold that terrain" such as
holding the bridge at Berezina as the
final gateway in the retreat from Moscow.
This type of battle can demonstrate real
tactical skill, but can easily end up
in a draw. Use of CE terrain can also
force a crafty commander-in-chief to
subdivide his army and players, rather
than concentrate his forces in one gi-
gantic thunderstroke. This is specta-
cular, but hardly fair to some players
in a giant game who then have nothing
to do.

Our concept will be to combine the best
of two possible worlds.

CE Terrain: In this concept, certain
terrain is assigned CE values. If the
terrain is captured, the enemy's CE
breakpoint is raised by the value of the
terrain.

lor example, in a 50% game, an army with
1,000 men would have a CE breakpoint of
507. If the latter has lost terrain
with an assigned value of 50 puints, the
breakpoint is raised to 550. Incidently
rured artillery can also be assigned
‘h 4 number - we use us.

Chiective: Such terrain raises the

Unie olde by its value, but varies
'L terrain

against the

in that it counts
army that naot have
it. If it is captured, it
2t the original owner, but
2 % e

1 against the enemy 1f it

Ioey

11

Note that CE terrain usually gives ad-
vantage to the attacker, only, as the
defender rarely captures any. However,
CE objectives are to be valid for both
attacker and defender. 1n addition,
variable CE terrain may be used. For
example, in the case of a rear guard
dction, the defended terrain would be
less valuable as the game progresses.

A final variation allows the two methods
to be combined. A CE objective can be
established which counts increasingly
against the attacker the more turns it
remains in the defender's control.

This is all very complicated, but such
are the game theory [rontiers ot model
soldier wargaminds. Bear with us and
try it.

In the final installment, we will con-
clude our discussion of how to set up
a battle and give some thought to re-
ducing player tensions and altercations.

On Changes and Things

Those subscribers who felt that the
shift from the booklet format to the
"bed sheet" used in the recent issues
was inadequately explained will be fur-
thur nonplussed by the new change.

Suffice it to say that the original
shift was one dictated purely by econc-
mics. The new change has an element of
esthetics, which is a good element to
inject. Working within the context of
the large sheet of paper, we have been
considering the means by which we might
improve the general readability of the
SUPPLEMENT. An early attempt, under
the second format, was the insertion of
intercolumnar lines - vel move which
seemed to improve readability greatly,
thus showing that what the newspapers
had been doing for centuries really was
not all that odd.

The impact of the new format remains to
be seen. Let us know your thoughts.
Just bear in mind that, dollar wise,
basic means of reproduction and the

"single sheet of paper" idea are the
limits within which any suggestions

must be structured. The SUVPLEMENT, by
its nature, iz experimental. Tt prints

articles of less than universal appeal,
something SET cannot atford to do on

the

any wide-spread basis. lMonotony is not
something which can be laid at th=2 aoor
of the SUTILEMENT.
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S&T GUIDE

TO CONFLICT SIMULATION
GAMES AND PUBLICATIONS

For those of you who don’t know, and care 1o
know more, there are presently some sixty-odd
periodicals available which are devoted 1o
canflict-simulation games. There are nearly as
many conflict-simulation games available. But
where to find them? The S&T GUIDE (for
short) is @ good place to start. Published
quarterly, it contains about halt as many
words as the awerage jssue of S&T,. The S&T
GUIDE is divided into y parts, one for
periodicals and the o jJames in print,
Complete information is given on content,
format, physical quality and availability
(where to get it from) for ea
and pericdicals listed  Aside from the contin-
ual review of games and periodicals each issue
also contains general articles on the develop
ment and direction of the games and period
icals listed Charts are also used to present
comparitive infarmation.

The S&T GUIDE is published quarterly. One
year subscriplions are available for four
dollars. Single copies are $1.50. The S&T
GUIDE 5 edited by George Phillies and Martin

arh., Campion. Order from Simulations Publica-

One Year {6 ssuss) $3.00 tions, Inc., 34 East 23rd St., New York 10010,
i c il
Two Years (12 1ssues) S6.00 Cine Vs, U5 i) e T S&T QUIDE £
o 12 o he S GuU is printed offset on both
Three Years |18 issues) $9.00 e 4,.1._:.. i o sides of a NNH_.xmr sheet iy
= j 2! e,

Single Copy (current issuel £0.75 Tuee Yoy 118 __q.w:mww o

.\‘ [w.:m_a Copy lcurrent issue) ma.um\‘ fr
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