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Calme D'esign:~ 
Where DoWe Go 

From Here? 
by Jlames , F_ Dunnigan 

Du ri ng 191.2 S Pi p ubllshed 81gh I een dllfc re n I 
gamos Ten QI H1C'se games were , design w ise, 
derl vod IrOnl PflcVIO liS ga me sySlerl1S. Eigil l 01 
I l,e 1972 ga m es we re su bs Ian lia Il y new 
svs lems , The lol loWIrl!) lisi shows where Ihe 
" cJ [~ "ved " game designs carne Irom and w hal 
un.quE' lea lures w ere con larned In the new 
91lme SV51erns 

DER IV ED GAME DES IGNS 
Borodmo - lrom Napoleon aI Wa ler/oo tbasicl 

La Grande Armee . I rom Leipzig 

Marne - Irom 1918 Iwi th SUbSTantia l revis ion I 
Soldiers - from Grunt and Grenadier 

Moscow Campaign · from KurSk 

8reakour and Pursull from Kursk 
Wiidem,es-s- Campaign · I rom Franco Prusslan 

War 
Armageo'don . 110m RemJ lssance 01 Infantry 

1812 · hex version - lram Leipzig 

Baule of Sialingrad - (rom Kursk 

NEW GAM E SY STE M S 

Comba r Command - a I t ho ug h si ITl i l iar to 
P()fllerBIIIl, Combill Command created wllat 
was bas,ca ll y a new sys tem fo r modern tac l lca l 
gC:1Tles A d.lflel8fl l ~ca l B awi ddferent co mbal 
ru:c"s 1110 1 to rl lElT l tlon a new CR T! were some 
of 1I'le malor c hanges Ironl PaflzerBli(Z" 

FIVJlJg CirC lis - Iii ,s Oil" IS very o bvlQusly i'I 

l1ew syS!8nl. A system 101 Simulati ng plane-to" 
plane 'air comba t. 

Win/lOr Wo'lf - a q,lmc syslem speCi fica l ly 
tailored 10 deal Wi th the pecu lo Clr conditions 
and evenl s 0 1 the Russo · FlIl n lsh war A sysTem 
nO I likely to be used anywhere else. 

/8/2 la rea vC' rS lo rll . a pragmatl'c approach 
lor campaigns in perIods wllere planning and 
operallons we,e nOI. qUite as precise as they 
il fe today. Well SU ited 10 the 1812 campaign . 
Use 0 1 t ile matrix CRT o plion The basic idea 
IS 10 u.s e Jdrgr: rnovernerH' Cl rec: s il nd m ore 
5Dp!11:; llc(ltecj movement ru les. 

F lallCO Prussl:)!] War - Ihe pnme InnovSllon 
hel'e wos h idd e n mov em en t and li mi ted 
Intell'lgence , The rules faT lilese two elements 
01 Ihe CJ 8me are qUi te extenSive, There fore, t ile 
res l ol' the game is qUi te simple {few un its , 
p rr marily ), 

Red Sl8r/ Wh, le S tm - another g'sme Sim ilar 
10 ParJzerBIJ/1 in appeara nee, bu I qu i I e 
drfl (,ren t Irll lS construct ion . A new syst(,m was 
used fo r compu tl ng combat va lues and , on ce 
Ilgior n las In Comb".! Commandl tile ent ire 
cor'nbat procedu re was revamped, 

Amerimf7 Revolu tion - ano Uler area move­
men I oame, btl t 5 U IJS l a,n t ially d I ffe ren I fr om 
tile IIjl2 lareal game, A different combat 
sys lerrl iJlld V IC ory pOln l sys tem . SpeCial rules 
lor some 0 1 the strange Ihi ngs that went on 
dlil ing the revolut ion . 

Year o f IiJe Ral - co uld be descri bed as tile 
bas lard descendan t 0 1 Kursk, Franco -Prussian 
War and numerous other ga mes. H,owever, It 

do,,;; sian d by I1s8 11 and worKS qUi te w ell to 
r,"-crea le modern wa l lare, mrpower and air· 
mobile operat ions. 

T 11<J I W;J S t h 8 year tha I was. T ha t was w hilt w e 
el leJ Now , 11'Ie question IS, w i lY did w e do it that 
way ) W e did Ihe games w e ri ld 'n I972 maInly 
b l; c:a use Ir-r c-cy were Ihe ones we could do. 
SOrTIlJ 0 1 Ihe tilies were chosen becau~e Ihere 
W ilS iill indica ted inleresl ,111 thai part icu lar 
subleCT. BU i l t wasn' t unt !l l he end of 1972 I llal 
we were capable or loklng on lust abolil any 
sliOlcr; t we carsel to take Oil . A t that poi nt 
tslili li ng w~[il S&T 36 1 we t urn ed t he 
declslOIl -malong Ion wha t game subjec ts to 
do l over 10 thc people who play Ihe games. 

ThiS lei l LlS , pri ma ril y, Wit h th8 lob 01 dorng tile 
besi we can with 11112 " game " il sell, To han dle 
I h i~, assignment properly we II,rs t 1~l ad 10 define 
wha t a "goocl"game was, 

T I'lal ' s whal the resl 01 th is ar ticle IS all about . 

Enrly In 1972 we dev,~ l oped a more th orougll 
mel il od 01 havm9 players evaluiJte games. ThiS 
r'nel hod ilas becorlle kn own ilS "Playback ," 
Duriny 1972 we "p laytJackerl" 23 dif ferent 
ga rm,s On eacl, gilme we obtained a 1-9 ral ing 
011 len aspecls o f a game's q !Jal i'ly . The besl 
way to show you where w e arc going in game 
desl!,] r1 IS to silow you w hat we fou nd. The 
lo ll owll1g IS a summary 0 1lh8 23 play backs w e 
elid III 1972. T hey are II s ted m order of how high 
Ihelr ovmall ra ting was, T he f irst Ilu mber rs the 
onglnal "playback" rating, and Ihe number In 
paren ll-leses IS 111i1l game's I a t i ng III the I a tes t 
" 1·9" r8111195 as pul)lrsiled regularly irl S&T. 

W e use a 1-9 scale on all Ihese ratmgs, 
1 -=- poo r, 9 = excellen t, WiTh the usua l grada­
II {HIS If! between . We ilave found thai any th ing 
ral ed 7 or above !S " good " 12,bove averag.81 
Anv thmg below 6 lpoor l is belo\N average 
Now yO IJ krlOw wha l we mea n w ilen we re ler 
10 sorne ll ll llg 8S " good " or "poor"" ConSider 
every lh ln g else a 6, 8vlCrage. 

1 F-IVmg Ciicus-7.4 7 {5.81 1 d id very good on 
rules and COU nters as well as ea S8 a f play, 
cornpietcness, balance, lenglh, sel -up and 
com piex.rty The mst was average. 

2Dlp!omacy·7 47 17021 good o rl l1Iap , ease, 01 
play, balance, sel-up and con1piexily Poor on 
lengt h and rea lism. 

3-PanlerB {irz- 7 41 17 431 gooeJ 0 n ma p, ru les , 
coun ters , compleleness, length and complex · 
Ity . The res t was average 

4-BoradlfJO ·7.23 !7 06) good on map, fu les, 
coun ters, ease 0 1 play, compielen8SS an d 
leng l !'" The res t average. 

5-Frdnce 1940-7,17 !7 151 g.Qod on map, rules, 
cou l, lers , ease 0 1 plav , completeness an d 
le l1SJ lh. The reS I average. 

6-Kurs!;- 7 15 16.471 good on counters , ease 0 1 
play , balance, lengt il and real ism . The rest 
ilvcri'lSje . 

7 ~Napo!eon at Walerloo Ibasic l- 7 10 15"881 
good on courl ters , ease 01 p lay, com p.le teness, 
length end sel LIp. Poor on complexny and 
rea lism 

a-Balrle of Sralingrad -7 10 {6.641 good on 
ru les. counters, corn pleleness, lengt h, com­
plexity and rea lisrn, The rest average, 

9-Grenadier- 703 16.6 11 good on counters, 
ba.l ance, length , complexity and rea lism , P'oor 
on the map . 

1O-BarbNossa -7,O l 16 .50 1 good o n rul es, 
COl.l nl8r5, ease of p lay, completeness, lengT h 
and set up. Poor on map. 

ll -Combal Command-6,92 16.351 good on 
(;oun ters, cO ln pleleness, le ng lh dnd set-u p, 
Poor on map . 

12 · Phalan x ~6 c 90 16.451 good 0 rl CUU nI crs, 
balanCE!, leng :h and comp lexlly . The res I 
CJve rcF.;)e 

13· Bail ie of Moscow-6.79 15881 good on 
1<J llqlh, poor on map, counTers 

148arrle of Ihe 8ulge·6 .72 16.531 good on 
lll ap , co U n lers ,)Ild eJse of piaI'. Poor on 
reahsrn 

1!) 19186.70 15.841 good cm Covil ters, com­
pleleness The resl average 

16 ·0onkirk-6.66 I rlo ra t ing) good on t)a lance, 
pOll I on map, coun ters, leng th and set·up. 

i 7·USN-657 15 .90\ good 0 11 map, counters, 
fl]a llsm . Poo r on ease o f play, lenQ th and 
5[; t ·Up. 

18 Oark Ages-S.50 f585'1 good on counlers, 
l'j f1 glh The reS i average 

19-[05/ Balfles-6A6 15.531 good on counters, 
The rest average, 

20-Lufrwa l le -6.30 16.001 good 011 map, coun · 
l f~ f ~ POO l on balance, l en!~ th and rea lism 

21 Ongll7$ of World War 11·6. 16 15,861 good on 
ease 0 1 ploy, com pleteness, len gl h and 5eH~ p, 
Poor on map , complexilV and realism. 

22 -GrU/JI -5. 83 15.541 poo r on map, complele­
ness , balarl ce orlcl compleX it y 

23-19/4-5.8 1 15.54 l good on map, count,ers and 
re;l llsrn Poo r on ease ot p lay, length, sel- up 
an d cOrrlplexil y 

Tha i 's one way of looking 8t Ilw resu iltS. We 
can look a l 11 anO lhor w ay, on lhe basis 01 
Wil ich games co me OU I bes l and w orsl in each 
category , Games wlt l1 numbers 1. 2. or 3 next 
to them Indica te l.he three best or worSl ln eacil 
clas" , Gamcs in parenl heses are games Iha l, 
w hIle ra led seconrl or thrrd "worst." actually 
recclved a "6" lor "averaglC" J ril l ing. 

PHYSICA L QU A,LlTY AN D 
LAYOU T OF MAPSHEET 

Above ave rage: I -France '40, 2· Pa nzerB ll tz , 
3- 8 1l11l0 01 t il e Bulge , Diplomacy, USN, 1 9 1 ~ , 
Lu flwaH"" BOfodino , 

Below average l -Dunbr, 2-8il rbarossa, 3-
Gr!lnl, Ba LLI e 0 1 Moscow , Com bat Command, 
0 " g lr15 01 World War II , Grenadier 

PHYS ICAL QUAL ITY 
AN D LAYOUT OF THE RULES fOLDER 

Above average I -FlYi ng ClfCUS, 2·8 orod iI'l0, 
3·PanzerBhll, France '40, Barbarossa , Ba i l ie of 
Stalon grad 

Below Average: Il -G rurr l l, 12-Dunkil kl, 13-
Dark Ages l , 

PH Y SleA l QU A LI TY 
AND LAYOU T OF THE UNl iT CO UN TERS 

A bove A.verag,e l -PanzerBll tz, 2- France '40, 
3-Batt le of· the Bulge, Kursk, Los1 Ba li les, 
Flvillq Ci rcus, Comba t Comman d,. US N, 1914, 
Barbarossa, Luhwa lte, 1918, Bat tle of Stalin­
gracf, Napoleon at W aterloo, Barodlno , Gren ­
aLi lel , Phalanx, Dark Ages, 

Below Average: I -B at tle of Moscow, 2· 
Dun kirk, 13-D lplomacvl. 

EA SE OF PLAY 
Above Average: 1-Napoleoll 211 Water loo,. 
2-Flyl ng Circus, 3-Dlplomacy , Kursk, Qf lQms of 
W or ld War II , France '40, Barbarossa, Boro'· 
dlno, Ba tt le of the Bu lge 

Below Average: 1· 1914, 2·U S N, {3-Gruntl . 



COM PLET ENES S OF THE GAME'S RULES 
Above Average: 1-Flying Ci rcus, 2-France '40, 
3-Borodlno. Barbarossa. 1918, Battle of Stal­
ingrad, Napoleon at Waterloo, PanzerBl itz, 
Kursk, Combat Command, Origins of World 
War II 
Below Average: ' -Grunt. (2-1914), 13·Diplo­
macy). 

'GAME BALA NCE 
Above Average: 1-Flying Circus, 2-Diplomacy, 
3-Ku rsk, Dunkirk , Grenadier, Phalanx , 
Below Average : 1-Luf twaHe, 2-Grunt , (3-Los! 
Ballles) , 

GAM E LENGTH 
Above Average: l-Napo leon at Waterloo, 
2· Flymg Circus, 3·PanzerB lilz, Kursk, BaHie of 
Moscow, Combat Command, Origins of World 
War II, France '40, Barbarossa, Battle 01 
St a llngra d , Barodin o, Grenadie r, Pha lan x , 
Dafk Ages. 

SET-UP TIME 
Above Average: l-D iplomacy , 2·Napoleon at 
Wateriloo, 3-Flyi ng Circus, Combat Comman d, 
O;r1 gins of World War II , Barbarossa. 
Below Average: 1·1914, 2-USN, 3-Dunkirk, 

GAME COMPLEXITY 
Above Average. 1-PanzerBlitz, 2-Diplomacy, 
3·Flying Circus, Ba ttle of Stalingrad, Grena­
dier, Phalanx, 
Below Average: ' ·Orig lns of World War II . 
2·Napoleofl at Wa terioo,. 3-Grunt, 1914, 

REALISM 
Above Average: 1· USN, 2·Gremadler, 3·1914, 
Kursk, Banle of Stalingrad. 
Below Average: 1-0rigins of World War II , 
2-Diplomacy, 3-L uflwafle, BaIlie of the Bulge. 

Well, that's all the data. Now, the question IS, 
what to do w ith it? This data can be interpreted 
any number 01 ways. For what i i'S worth, the 
follOWing IS my interpretalion_ The only thing 
,nat gives this particu lar interpretation any 
SIgnificance is that it w ill be used to determine 
what wi ll happen In game design at SPI during 
1973, 

Our basic problem in interpret ing th is material 
is thai we are simu ltaneously dealing Wi th two 
separate "correct so l uli ons ." These two 
SOI,llion5 of ten contradict each other. Put 
more blunlly, we may either l ake those games 
which, overall , came out on top or we may 
take as "correct" those aspects of various 
9smes which came oul on lOp. PanzerBlitz is 
the most popular game around at the moment. 
Ye t a deta iled analysis of the game wi ll show 
that 11 is very much the sum of 1IS parts, 

Let us begin wi,th the topic itself, Tactica l level 
warlare in Russia during 1943·45, Rather 
untraveled teffllory and. certain ly an area which 
e.xclles considera ble interest.. Taking the same 
game (In all respects), but uSing another 
historical setting would probably have hurt 
PanzerBlitz's rat i ngs_ Ne xt, consider t he 
phySical finish of the game, The components 
were designed by Redmond Simonsen, who is 
clearly recognized as Ihe best game compon­
en ts designer in the business_ The map. rules 
and counters all receive very high ratings, And 
then there IS also the game box (unratedl 
whic ll also contributes to a very attractive 
package. The completeness of the rules, the 
length of the games and the complexity level 
were all rated above average,. the remaining 
aspects 01 the gamer were " average." What 
th is shows is that there a number o f important 
var iables for w hich we have no "rating ." My 

estima te or their order of importance is: 
1-Sca le of the game, 2-H istor ica l top ic, 
3-Quality 01 packag ing Iwith Avalon Hi ll 
bookcase and mounted board being the most 
popularl. In any particular game these Ih ree 
variables may shift a.round a bit. but they are 
always, I feel, the "big threeH 

There are still other faclOrs, There is the 
"' time" fa.cto r_ Tile amoun! 01 ti me a game has 
been available for sale also has a bearing on its 
" popularityH In time, all games "age." It' s not 
so mucll a matter of people 'getting used to 
them (a lth ough this is a factor), More 
irnpoTla n tly , there IS th e "obsolescence '" 
fac tor_ Other games come along tha t have 
better fea tures and are simply "better, " A lso, 
as an histOrica l penod tails f rom tavo r (they do, 
in a cyclical fashion), this decline win pull the 
game's overall popularity down w ith it (the 
opposne IS also true sometimes, as a period 
comes back into favor l, 

All tile above show that there is no cut and 
dried me thod for "p redict ing" wh ich elements 
w ill be needed for the "perfect" game, There 
are, however, numerous " indicators" capable 
of pOinting the way towards a superior game, 
Much has been lea rned from the Playback 
resu lts. 

Let's slarl WIth the physica l aspects of the 
game. The counters, map and rules must all be 
clearly and logically laId out. The map shou ld 
have things like the CRT and time reco rd track 
on it. But nOl l00 much should be on the map, 
Scenar ios or set-up charts are not a good idea 
l or the mapsheeL S raf ting in 1973 we are usi ng 
hex sheets w hich have 01 standard numbered 
hex system on them , We are also using a 
" standard" numberling system for game rules , 
Each set 01 rules will have a "table of 
contents" at the beginning showing whal is in 
the rules and w here it is, The manner in which 
rules are put together is a subject unto itself. 
We are also working on a mounted playing 
surface. We constantly experiment with new 
co lor and layou t schemes f or our un it 
counters, You can expect to see visible 
changes in the physical aspects o f our games 
in tile next year, 

More Importantly, there are the actua l "play" 
aspects o f games, First lin our Playback 
su rveys) is "Ease of Play," fhis is impo rtant, 
very importan t. But by itself it w ill not save a 
game, Moreover, " Ease of Play" is the end 
result of many other elements In a game, Such 
things as t~le number of units, Ihe movement 
and combat procedure. the victory conditions 
and other lesser fac tors resu lt in "Ease of 
Play," or the lack of it We now, as a matter o f 
habit. consider all: of the above fac tors when 
deslg;ning and developing a game. You can be 
sure tl1at a perfect or nea.r periect game will 
have " Ease of Play" a,s one of its major 
assets. 

Next there IS "Completeness" (of the game's 
rules!. Game rules ar,e usually incomplete 
because the people producing the rules lose 
Ihe ability to look at their rules " fresh. " They 
begin 10 add important th ings to their rules 
wh ich don' t get into print. A ll this is very 
obvious, The so lution is equally obvious. 
You've got to !lave a lot of peopfe read (and 
ni tpick) the rules before they are printed . This 
requi res a lot of work and is easy to put off in 
Ihe rush to complete the game, But it is 
essentia l,. and if these "readings" are done 
enough a very "complete" set of rules wi ll 
resu lL We lea rned this lesson the hard way. 
And we' ll probably continue 10 re-Iearn it 

Reading and re-reading a " fi nished" set of 
rules is an easy 1hlO9 1'0 overlook. 

Game ba lance can be achieved in three ways. 
First, you can lake the original situation, play it 
out as much as possible, and then determine 
w hat " above average" performance is. lor both 
sides, That's probably tile hardest and least 
accu ra te way to do i1. Un lortunately, this 
method must be used, to a greater or lesser 
extent, in all games_ The second method is the 
" sce nar io" method, You l ake the basic 
situation and simply accept the " histo rical" 
condi tions of v ictory, You thell develop a 
number of scenarios based upon the "what 
if?" concept. Since the playing abilities of 
people differ greatly, two people can find 
w hich of these scenarios provides them with a 
ba lanced gam e_ In some cases the historical 
sit ua1ion is truly hopeless (France '40, for 
example!. You then MUST use this me thod, 
The tl'lIr d method i flvo lves tile use 01 
multi-player games, When using more than 
two players trle weaker players have a natural 
tendency to ga ng up on tile stronger, Games 
such as these are very much " sell ba lancing," 
Not perfec tly so, but enough. A lthough you 
now have three methods spelled out, there IS 
ShU considerable work needed to make any o f 
them w ork 

"Set -U p T ime" f or a game is another 
fre quent Iy overlooked (and under-rated! 
aspeCt of a game's design. No matter how 
good a game is, it wi ll suffer conSiderably if it 
takes too long to get the damn th ing together. 
An essentially simple game shou ld , 01 course, 
have easy Set-U p_ Bul there are ways, Clear 
orders 01 ban ia, in cllart form as much as 
possib le, Not everybody is crazy about starting 
posilions printed on the map, but often they 
are essentIal to easy Set-Up in games that 
requ ire exac! historical placement , The worst 
enemy of easy Set-Up is too many units, and 
too many di fferent un its, 

Game complexity can go both ways. Players 
Instmctlvely use thiS term lor both " simple" 
and "complicated" games, This element is a 
strange combination of reali,sm and playabil ilY_ 
In effect, the "'grey area" between playabili ty 
and realism is what the "complexity" element 
is all about. A game must have a certain 
amoun t of "complexlty'" in order to appear 
" real," It's nO I an easy concept to grasp , Yet 
it' s an essenttal part of producing a good 
game, 

The "Rea lism" of a game is dependent upon 
fraud. You must convince the player that the 
game IS real, ThiS doesn't mean that the game 
IS real, merely that you 've conVinced the 
players, Sometimes you achieve actual rea lism 
and player convic tion , Bu t otten you have only 
one 01 the two . Or neither, Realism is 
dependent not only upon the skill of the 
deSigner, but also upon his scruples, A 
designer who is a compenlenl historia n, as 
well as an honest person, can produce a 
rea listic game_ Some 01 the time. An easy way 
Oll t is to make a comp licated game that covers 
enough bases to appear rea listic , The trick is to 
deSign a simple ye t realistic game so tha t 
people can play it and use it. Realism is the 
payoff_ And there's no "by the book" method 
of achieVing it 

SUCh are Ihe I'essons of 1972. We learned 
some. And lost some , Wetound a l ew 
answers .. And a lot more questions .. In MOVES 
13 there'll be another article like th is, I hope 
you hnd w hat happens between this ar ticle 
and thaI one of interest. I know we at SPI will . 
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